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Pronunciation Guide 

This guide shows haw to pronounce many of the non-EngHsh names that appear in this adventure. 


Name 

Pronunciation 

Na me 

Pronunciation 

Agorn Fuoco 

AY-gorn foo-QH-koh 

IVEarro Qaz/arrt 

MAW-row kab-ZART 

Ahghairon 

ah-GAlR-awn 

Mattrim Mereg 

MAT-trim MAIR-egg 

Ahmaergo 

ah-MAIR-go 

Melannor Fellbranch 

M£L-ah-nor 

Alcedor Kolat 

awl-SEE door KOH-lat 

Meloon Wardragon 

may-LOON 

Alturiak (month) 

awl-TUR-ee-ak 

Mirt 

MERT or MEERT 

Amath Sereent 

AH-math SER-sent 

Mirtul (month) 

MER-tuI 

Ammalia Cassalanter 

ah-MAW lee-ah KAS-ahdan-ter 

Nari Xibrindas 

NAR-u! zeh-BRIN-das 

Arn Xalrondar 

ARN zal-RQN-dar 

Nlhiloor 

NYE-heh-Sure 

Aurinax 

OR-ah-nax 

Obaya Uday 

oh-BYE-yah oo-DAY 

Avareer Windrivver 

ah-vah-REEN 

Orond Gralhimd 

oh-ROND GRAWL-hoond 

Bregan Daerthe 

BRAY-gan DAIRTH 

Raelyn Auvryndar 

RAY-lin ah-VRIN-dar 

Corytus Thann 

KOR-sh-luss 

Remallta Ha ventre e 

reh-MAW-lee-ah 

Davil Starsong 

DAH-vil 

Renaer Neverember 

reh-NAIR 

Duhlark Kolat 

doo-LARK KOH-lat 

Rishaal 

ree-SHAWL 

Eleasis (month) 

eh-LEE-sis 

Rongquan Mystere 

RONG kwan mis TAIR 

Eleint (month) 

eh-LAINT 

Saeth Cromley 

SAYTH KROM-lee 

Esvele Rosznar 

EZ-veh-lay RAWJ-nar 

Savra Belabranta 

SAV-rah bd-ah-BRAN-tah 

Fala Lefaliir 

FAH-lah LEF-ah-leer 

Seffia Naelryke 

SEF-yah NAIL-rike 

FelVekt Lafeen 

FEL-rekt lah-FEEN 

Sidra Romeir 

SID-rah roh-MEER 

Fenerus Stormcastie 

FEN-er-us 

Skarn Zarphoul 

SKARN ZAR-fod 

Flamerule (month) 

FLAME-roo'1 

Skeemo Welrdbottle 

SKEE-moh 

Floon ilagmaar 

FLOON BLAG-mar 

Soluun Xibrindas 

soh-LOON zeh-BRIN-das 

Hlam 

huh-LAWM 

TaEisolvanar Fellbranch 

tal-iss-AWL-van-ar 

Holvan Ebberek 

HOLE-van EBB-er-ek 

Tarsakh (month) 

TAR-sack 

Hrabbaz 

hrah-BAWZ 

Tashlyn Yafeera 

TASHdin yah-FEER-ah 

Hyustus Staget 

HEW-stus STAG-it 

Tissina Khyret 

teh-SEEmah KYE-ret 

lokaste Daliano 

i-oh-K AW-stay daw-lee-AH-noh 

Tylan llueph 

TYE-lan ill-OO-eff 

Istrid Horn 

ISS-trid 

Umbero Zastro 

um-BAIR-oh ZASS-troh 

Jatester SEIvermane 

JAH-less-ter 

Urlaster Ghann 

ur-LASS-ter GAN 

Jarlaxle Baenre 

jar-LAX-ull BANE-ray 

Urstul Floxin 

UR-stool FLOX-in 

jelenn Urmbrusk 

jub-LEN URM-brusk 

Vaelle Lurval 

vay-ELLE lur-VAWL 

jeryth Phaulkon 

JAIR Lth FAWL-kon 

Vajra Safahr 

VOJ-rah sah-FAR 

jezrynne Hornraven 

JEZ-rin 

Velgos Epbezzrin 

VEL-gohs eh-FEZ-rin 

Kaevja Cynavern 

CAVE-yah SIN ah-vern 

Vevette Blackwater 

veh-VET 

Kalain 

kah LAIN 

Vhaspar Holmdreg 

VASS-par HOLM-dreg 

Karabal L f enz 

KAWR-ah-bawl LENZ 

Victoro Cassalanter 

vik-TOR-oh KAS-ah-lan-ter 

Khafeyta Murzan 

kab-FAY-tah mur-ZAWN 

Volkarr Kibbens 

VQAL-kar KJB-enz 

Korgstrod Uxgulm 

KORG-strawd UX-gulm 

VoSothamp Geddarm 

VOH-loh-thamp geh-DARM 

Krebbyg MasqlFyr 

KREH-big MASK-i!-eer 

Westra Moltimmur 

WES-trah MOLT-im-ur 

Kythorn (month) 

KY-thorn 

Xanathar 

ZAN-ah-thar 

Iaera) Srlverhand 

LAIR-awl 

Yagra Stonefist 

YAG-raw 

Latba Rosse 

LAY-bah ROS$-ub 

Yaiah Gralbund 

YAW-law GRAWL-hoond 

Llorath Pharn 

LOR-ath FARN 

Yaliek lltlzmar 

yab-LEEK ill-TIZ-mar 

Losser MirkJav 

LOSS erMER-kiav 

Zaibon Kyszalt 

ZYE-bawn kij ALT 

Manshoon 

man-SHOON 

Ziraj the Hunter 

zeer-AWJ 

Margo Verida 

MAR-go veh-REE-dah 

Zorbog Jyarkoth 

ZOR-bog jee-AR-koth 



Introduction 

ELCGME TO WATERDEEP, THE CROWN OF 
the North f where a wondrous tale of urban 
adventure is aboui to unfold. Our story 
begins with the gathering of adventurers 
at the Yawning Porta! Inn and Taverm 
Volothamp Geddarm, the famous explorer 
and raconteur, has a quest for them—one 
tliat entangles the characters in a bitter conflict between 
two nefarious organizations. If the adventurers com¬ 
plete his quest, Volo rewards them handsomely. Yet a 
mnch greater prize lies hidden somewhere in the City of 
Splendors, waiting to be claimed. 

Waterdeep: Dragon Hei st is a DUNGEONS & Dragons 
adventure designed for characters starting at Ist leveL 
By the end of the story, the characters will be at least 
5th leveL IfyouYe planning to run through the adven¬ 
ture as a player, stop reading now! 

If yoirre looking for higher-Ievel adventure content set 
in Waterdeep, a companion produc t titled Waterdeep: 
Dungeon of the Mad Mage explores the vast dungeon 
under Waterdeep known as Undermountain and is de¬ 
signed for characters of levds all the way up to 2Gth. 


Usiwc the Poster Map 

The map in the back of th is book has the crty of Waterdeep 
on both sides. One side can be shown to players, The 
other side is for the DM and includes tags marking imporb 
ant locations in the adventure. 


The Stone ofGoIorr is actually an aboleth transfcrmed 
by magic. In this inanimate state, the aboleth can read 
the mind of any creature that attunes to the stone t as 
well as modify that creature’s memory. A creature at- 
tuned to the stone can also extract Information from the 
aboleth, including lore about NeverembeFs vault. 

Built long ago by dwarves, the vault is warded against 
all forms of magical detection and intrusion. Its current 
protector is an adult gold dragon named Aurinax, who 
is also the current wielder and guardian of the dragon - 
staff ofAhghairon, which has the power to prevent other 
dragons from cntering the city, In exchange for the staff, 
Aurinax promised to guard the gold until such time as 
Neverember or his appomted vassals removed it, 

War rN THE Streets 


Story OverView 

Waterdeep: Dragon Heist is a treasure hunt set against 
an urban baekdrop. The adventure^ plot can be summa- 
rized as follows: 

* Half a mdlion gold coins are hidden somewhere in 
Waterdeep, Many individuals know about theeache 
and are looking for it. Adventurers can join the hunt 
and prevent the cache from falling into evil hands. 

* The city is threatened by escalating tension between 
two power groups that is on the verge of flaring into 
violence* The Zhentarim, a shadowy network of mer¬ 
cenarios, and Xanathar, the behoider crime lord of 
Waterdeep. are at odds, and when they dasii, the. char¬ 
acters are pulled into the conii ict 

Cache of Dragons 

In Waterdeep, a gold coin is called a dragon * Before he 
was ousted from his position as the Open Lord of Water¬ 
deep, Dagult Neverember embezzled half a million 
dragons and hid them in a secret vault. As a security 
precaution, he arranged for all knowledge of the vault's 
location and defenses to be magically erased from his 
mind and the minds of his subordinates, The wizard 
who performed the procedure trapped this knowledge 
with in an artifact called the Stone of Gohm The wizard 
disappeared shortly thereafter, and Dagult hid the stone 
in the Palace of Waterdeep. 

Dagult was off rebuilding the city of Neverwinter when 
the other Lords of Waterdeep voted him out of office. He 
immediately made pians to retrieve the Stone of GoJorr 
and smuggle his cache of dragons out of Waterdeep. His 
spies plucked the stone from the palace but were killed 
while trying to leave the city. The stone was stolen and 
passed from one hand to another like a common jewel 
until it wound up in the clutches of Xanathar. 


Beneath the city streets lurks a criminat underworld, 
its leader a behoider called Xanathar. Hoping to gain a 
political foothold in Waterdeep, agents of the Zhentarim 
(also known as the Black Network) recently tried to ally 
their organization with the Xanathar Guild. The archi- 
tect of this attempt was a clone of the wizard Manshoon t 
a founder of the Black Network long thought dead. 

While the two sides were negotiating in XanathaFs 
lair t the Stone ofGolorr suddenly disappeared from 
where Xanathar had hidden it. The paranoid behoider 
accused the Black Network of stealing it and slew the 
Zhentarim envoys who were present. When the Zhcnts 
retaliated by attacking Xanathar Guild outposts, Xana¬ 
thar took their actions as confirmation of the Black 
Network’s vile intentions* Now the bad blood between 
the Zhentarim and Xanathar has begun to spill into the 
streets, threateningpeace throughout the city. 

Who actually stole the Stone ofGohrr? The answer: 
a rock gnome named Dalakhar. After Lord Neverember 
used magic to diseern the gemstone J s location, he sent 
forth a succession of spies to infiltrate Xanathar’s iair 
and obtain it Dalakhar succeeded where many others 
before him had falled, but his success tums out to be 
shortdived. 

Volo’s Quest 

The Yawning Portal serves as the default starting point 
for this story- One of the first people the adventurers 
meet there is Volothamp Geddarm. He has just returned 
from a tour pro moti ng his latest book, Vb/o's Guide to 
Monsters , and he has a quest for the characters. 

One of Volo*s friends, a handsome simpleton named 
Floon Blagmaar, has disappeared, seemingly kid- 
napped. The search for Floon leads to the revelation 
that he was caught up in a case of mistaken identity, and 
the characters are actually looking for two victims, The 
intended target was Lord Neverembers estranged son, 
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Ahghairon’5 Dragonward 

Waterdeep is blanketed by an undispellable magical effect 
ealled Ahghairorfs dragonward. The effect originales from 
somewhere under Ahghairoks Tower in the Castle Ward 
and is permanent Dragons and all oth er creat ures ofthe 
dragon type are physkally unable to enter the city (or its 
sewers) as bng as the dragonward persists. The effect 
dcesn f t extend to the harbor or rnto Undermountain. 

A creature ofthe dragon type that is touched by the 
drogonstaff of Abghakon (see appendix A) can ignore Ah- 
ghairon’5 dragonward and move through the city freely, The 
effect lasts until the creature is touched again by the staff 
or until the passage of a period of time spedfied by one 
who is attuned to the staff. 

The dragonstaff \$ currentfy in the possession of an adult 
gold dragon named Aurinax (see appendix B), who guards 
a hidden vault under the city. 

------ 

Renaer Neverember. Agents of the Zhentarim wayiaid 
him because they want to know everything that Renaer 
knows about the cache of dragons. (Unfortunately for 
them, Renaer is ignorant of the cachc and its where- 
abouts.) If the characters rescue him, Renaer proves to 
be a worthy ally to adventurers hoping to make a name 
for themselves in Waterdeep. 

As a reward for rescuing Floon, Volo gives adventur- 
ers the deed to a building in the North Ward that looks 
out onto a wide cul-de-sac hemmed in by old residences 
and shops. The property used to be a tavern with a res¬ 
idence on the upper fioors, The tavern has been closed 
for years, and the residence is haunted by a poltergeist 
that the characters can lay to rest. 

Fire ball! 

As time goes on. the characters attract the attention of 
local factions hoping to recruit them while they settle 
into the city, Eventually, these relatively peaceful times 
are shattered when a fireball detonates near their new 
residence. The characters are swept np in the aftermath 
of this borrihc eveni and can try to get to the bdttom of 
it Who cast the fireball spell and why? Who was the 
intended target? They can investigate the incident on be- 
half of a guild or a faction, or they can become involved 
for reasons of their own. 

One casualty of the fireball is in fact its intended tar¬ 
get; Lord Neverember's spy, Dalakhar, Whoever killed 
the gnome now has the Stone ofGohrr, the key to find- 
ing the lost cache of dragons, One way or another, de- 
pending on the alliances—and the enemies—they have 
made in the city, the characters become embroiled in 
the chase for the stone and the hoard it protects, 

Choose Your Villain 

When you run this adventure, you choose its matn vil¬ 
lain at the outset. Your choice determines the season of 
the year in whtch the story takes place, as well as the an- 
tagonists in severa! of the encounters in chapter 4. The 
villain you choose opposes the player characters, while 
the villains you dorvt choose become part of the back- 
drop and could hdp the characters or hinder them. 

As another unusual feature of this adventure, the 
villains arent meant to be killed, nor are they out to kill 
the player characters. The villains are after a treasure 


hoard, and the adventurers’ ultimate goal is to keep the 
treasure out of their clutehes. 

You can swap out one villain for another at any time. 
For example, if you decide halfway through the ad¬ 
venture that because of how the story has progressed 
Jarlaxle Baenre would make. a better antagonist than 
Xanathar, you can make that change on the fiy and run 
subsequent encounters accordingly, 

Each villain isfully deseribed in appendix B and surn- 
marized below. 

Xanathar 

Xanathar is a paranoid, megalomaniacal beholder crime 
lord whose goal is to wipe out anyone it perceives as a 
Zhentarim operat ive or sympathizer, retrieve the Stone 
of Gohrr, and secure the cache of dragons. Its base Is a 
dungeon under Skullport, a subterranean settlement be- 
neath Waterdeep. This lair is deseribed in chapter 5. 

Xanathar has a heaithy fear of Laeral Silverhand and 
is indined to spare those in her employ, to avoid provok- 
ing a conflict with Waterdeeps Open Lord. Adventurers 
who incur the wrath of the beholder can use its fear of 
Laeral to escape certain death. 

If you choose Xanathar as the villain, the adventure 
takes place in the spring. 

The Cassalanters 

Victoro and Ammaha Cassalanter are Waterdavian no- 
bles and secret devii worshipers, The Cassalanters plan 
to use the cache of dragons to buy back the souls of their 
children, which they traded to Asmodeus for power. 
Their estate, Cassalanter Villa, has a temple of Asmo¬ 
deus hidden underneath It, as deseribed in chapter 6. 

The Cassalanters try to misdirect and discredit the 
characters rather than murder them, Victoro and Ani¬ 
malia rely on their noble status to protect them, and the 
last thing they want is the City Watch on their doorstep. 

If you choose the Cassalanters as the villains, the ad¬ 
venture takes place in the summer, 

Ja.rlaxle Baenre 

Jarlaxle Baenre is a drow swashbuckler and the secret 
lord of Luskan, the City of Salis. Jarlaxle pians to use 
the cache of dragons to buy his way into the Lords' 
Ailiance, a confederation of cities and towns that band 
together against commoti threats. jarlaxle also wants 
the dragonstaff of Ahghairon for lever age in his nego- 
tiations. In the magical guise of a human sea captain 
named Zardoz Zord, Jarlaxle runs a traveling carnival 
ealled the Sea Maidens Faire and lairs aboard a ship in 
Waterdeep’s harbor that has a submarine (the Scarlet 
Marpenoth) underneath it, as deseribed in chapter 7. 

Jarlaxle delights in thwarting his enemies, enjoys the 
complications that a rise when adventurers try to meddle 
in his affairs, and loves to see the looks on their faces 
when he finally gets the better of them. He doesn f t suffer 
fools who threaten him. however, If forced into a violent 
confrontation, he swiftly and brutally kllls someone to 
make an example of them and them waiks off. 

If you choose Jarlaxle as the villain, the adventure 
takes place in the autumn. 
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Manshoon 

A clone of the wizard Manshoon, one of the fonnders of 
the Zhentarinu is hiding in Waterdeep. He wants to rule 
the City, by claiming the cache of dragons and by using 
that wealth to bribe the Masked Lords into making him 
the new Open Lord. He also wants to regain control of 
the Black Network, Manshoon lurks in Kolat Towers, a 
pair of wizards 1 towers in the Trades Ward, This resi- 
dence is described in ehapter 8. 

Manshoon creates coptes of himself using the simula¬ 
crum spell and takes great pains to conceal his identity, 
since his success hinges on not attracting the attention 
of others who would seek to thwart him before his pians 
come to fruition. Manshoon avoids unnecessary con* 
frontations with adventurers; only those who enter his 
extradimensional sanctum are likely to incur his wrath, 
Ifyou choose Manshoon as the villam, the adventure 
takes place in the winter 

Seasons 

The adventure unfolds in a partieular season depending 
on the villain you choose at the outset If you switch to a 
new villain midway through the adventure, dorit change 
the season to match unless the characters take enough 
downtime for seasons to change naturally. 

Spring 

In Waterdeep T early spring tends to be cold and damp, 
Misty rain falis for days on end. It’s common for fog to 
settie at night and last through the day* As the weather 
improves, the city attracts more visitors, and the streets 
become inereasingly crowded as summer approaches, 

SUMMER 

Summers in Waterdeep are quite comfortable, and it T s a 
great time for citizens and visitors to congregate outside. 
The markets are busier than at any other time of year. 
Sometimes, though, warm air pushes up from the south 
and settles in the valleys nortb and east of the city. This 
air gets trapped, creating a hot spell that might last days 
or weeks. Activity in the dty slows to a crawl, since Wa- 
terdavians are unaccustomed to such heat. 

Autumn 

Throtighout autumn, wagonloads of food arrive in Wa¬ 
terdeep from Gutlying farms, Without this bounty, city 
folk wouid starve during the winter, Cold, howling sea 
winds remind Waterdavians that winter is near. 

WlNTER 

Waterdavian winters are harsh. As snow piles up around 
the dty and ice filis the harbor, trade grinds to a halt and 
the city seals its gates. Citizens willing to brave the cold 
stili gather in local taverns and festhalls, but few venture 
outside the city walls. 


Faerunian Calendar 

The Faerunian calendar has twefve months that roughly 
correspond to the months of the Gregorian calendar Each 
month has thirty days dividet! into three ten-day weeks 
(each week es catled a tenday). Scattered throughout the 
year are five holidays that aren't considered part of any 
month, Once every four years, the holiday of Sbieldmeet es 
added to the calendar as a leap day immediately following 
Midsummer night Collectivdy, these days create a cycle 
similat to what we have on Eartb: three 365-day years fol- 
lowed by a leap year. 

Months, The Faerunian months are Hammer Alturiak, 
Ches t Tarsakh, Mirtul, Kythorn, Flamerule, Eleasis, Eleint, 
Marpenoth, Uktar, and Nightah 

Annua! Hotidays.The annua! holidays are Midwtnter 
(between Hammer and Alturiak), Greengrass (between 
Tarsakh and Mirtul), Midsummer (between Flameruleand 
Eleasis), Highharvestide (between Eleintand Marpenoth), 
and the Feast of the Moon (between Uktar and Mightal). 


Running the Adventure 

To mn this adventure, you need the D&D fifth edition 
core rulebooks: Players Handbook, Dungeon Mas ter 's 
Guide, and Monster Manuak The Sword CoastAdven- 
turePs Guide is hdpful, but not necessary. 


Text that appears in a box like this is meant to be read 
aloud or parapbrased for the players when their charac¬ 
ters first arrive at a location or under a specific circum¬ 
stante, as described in the text. 


The Monster Manual contains stat blocks for most of 
the creatures found in this adventure, AU the necessary 
stat blocks are included there or in appendix B. When a 
creature s name appears in bold type, that's a visual cue 
for you to look up the creatu re’s stat bloek in the Mon- 
ster Manual, unless the adventuras text instead refers 
you to the monster appendix in this boak. 

Spells and cquipment mentioned in the adventure are 
described in the PJayePs Handbook. Magic items are 
described in the Dungeon MastcPs Guide , unless the 
adventure’s text dtrects you to an item’s descriptiori in 
appendix A. 


Ab breviations 

The following abbreviations appear in this book: 


hp hit points 
AC = Armor Class 
DC = Difficulty Class 
XP = experience points 
pp - platanum pioce(s) 
gp - gdd piece(s) 
ep = electrum piece(s) 
sp = silver piece(s) 
cp = copper piece(s) 

NPC = nonplayer character 


LG “ lawful good 
CG - chaotic good 
NG - neutral good 
LN = lawful neutral 
N = neutral 
CN = chaotic neutral 
LE - lawful evil 
CE = chaotic evil 
NE = neutral evil 
DM - Dungeon Master 
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Make Waterdeep Your Own 

Much has been written about Waterdeep over tbe years. 

This book presents much of that information, but you 
aren’t bound by St; Feel free to embellish and change what 
you will. Your version of Waterdeep is the only version that 
matters for your campaSgn, 

^-- w 

Adventure Structure 

Waterdeep: Dragon Heist consists of an introductory 
adventure designed to familiarice player cbaracters with 
the cily of Waterdeep and provide them with a base of 
operations (chapters 1 and 2), followed by a citywide 
treasure hunt (chapters 3 and 4} and descriptioris of the 
villains' lairs (chapters 5 through 8). 

In chapter 1 T the cbaracters arrive at the Yawning Por- 
tal, where Volo gives them a quest. lds a straightforward 
rescue mission with a twist involving a case of mistaken 
identity. If the adventurers complete tbe quest, Volo re- 
wards them with a valuable piece of prope rty. 

In chapter 2, the characters explere their new home 
in Trollskull Alley and attract the attention of factions 
interested in recruiting them for special missions. 

Chapter 3 begins days or weeks later allowing ehar- 
aciers time to adjust to City life and pursue their own 
interests. An explosion tears through Trollskull Alley, 
prompti ng an investigat ion that hurlsthe characters into 
conflict with some secondary villains, culmi nati ng in a 
bloody confrontation at a noble estate. 

In chapter 4, the characters race to find the gold. The 
cncounters in this chapter and the order in which they 
occur change depending on the villain youVe chosen. 

The chapter concludes with the discovery of Lord New 
erembePs treasure vault and a showdown with its gold 
dragon guardian. The characters 1 ultimate goal is to pre- 
vent the gold from falling into the hands of the bad guys. 
If ali goes well, some of the gold will find its way into the 
characters 1 pockets. Characters will have a hard time 
claiming it ali for themselves, however, 

Chapters 5 through 8 describe the lairs of the story^s 
villains and can be used at any time, in any order* or 
not at ali. The characters might have reason to visit one 
or more of these lairs in the course of the adventure. 
Thwarting the villains doesnY require the characters to 
invade their lairs or defeat them in combai. so ifs pos- 
sible to complete the adventure without these chapters 
coming into play. 

Be prepared to make adjustments on the fiy if the 
characters find themselves in a villairYs lair prior to 
completing chapter 4, as the challenges within each 
lair are difficult for characters of lower than 5th level to 
overcome. You can gently steer characters in a different 
direclion, drop hints that urge them to use extreme 
caution, or make deadly encounters easier. It also bears 
remembering that the villains are meant to be thwarted, 
not killed, and they are rarely spoiling for a fight, Ad¬ 
venturers who get in over their heads can be knocked 
unconscious rather than killed. Such characters might 
awaken in an alley, a sewer tunnel, or a prison ceM, with 
or without their gean Conversely, they might awaken 
safe and soimd with all their gear in a private residenee, 
being cared for by friendly NPCs who took them in. 


Volo s Waterdeep Enchiridion_ 

The special chapter of this book titled H Volo's Waterdeep 
Enchiridion 11 is a tour of the City of Splendors. If youVe 
unfamiliar with Waterdeep, review this section before 
running the adventure. You can also share this section 
with players whose characters would know general In¬ 
formation about the city. 

Life in Waterdeep 

CiLy-based adventuros can be challenging to run, espe- 
cially if your player characters are inclined to wander, 
Keeping the characters in Waterdeep, where ihe action 
is, requires that they fed at horne. To that end, here are 
some points to keep in mind; 

* Almost anything can be bought or sold in Waterdeep. 
There*s no need for adventurers to shop elsewhere* 

* Waterdavians generally hold adventurers in high ne¬ 
ga rd, given that many of the citys most esteemed citi- 
ztns are former adventurers and that the city has been 
saved countless times by adventurers over the years. 

- Adventurers who are invested in the city are less 
likely to want to leave it. As your players flesh out their 
characters' backgrounds, encourage them to establish 
roots in Waterdeep, The adventure further invests 
the characters by awarding them property in the city 
and giving them opportumties to join local factions 
and guilds, 

BREAKING THE LaW 

Waterdeep is a city of finn laws and swift justice. Adven¬ 
turers hell-bent on siaughter and plunder wonV fare well 
in the City of Splendors. The puntshments for assault, 
arson, theft, and murder are severe, regardless of the 
reason for the crime, 

If the characters express interest in knowing more 
about crimes and puntshments in Waterdeep, give them 
the Code Legal handout in appendix C. 

Characters who overtly engage in crimina! behavior 
are quickly cornered and arrested by members of the 
City Watch. Those charged with comirutting a crime 
are brought before a magister to be judged, Advocatas 
might intercede on behalf of the characters if they have 
allied themselves with in fluentia I NPCsand factions. 

For example, characters who becomc agents of the 
Lords’ Aliiance are more likely to be excused for crimes 
if LaeraJ Silverhand, the Open Lord of Waterdeep, has 
cause to let them off the hook. 

Given how strictly laws are enforced in Waterdeep, it s 
possible that the adventure could end with one or more 
of the characters being exiled, sentenced to severaJ 
years of hard labor, imprisoned, or put to death. If that's 
how their adventure ends, so be it. Hopefully, your next 
group will fare better. 

Arresting Characters 

When the authorities show up to arrest one or more 
player characters for breaking the law, you can handle 
the arrest in one of two ways* 

The First approach is to roleplay the encounter with 
the arresting officers of the City Watch. The benefit 
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of this approach is that characters can choose to go 
quietly or resist. The drawback is that the encounter 
might devolve into a fight-or-ftight situacion, leading to 
one or more characters becoming fugitives. Jf the party 
includes one or more characters who aren’t lawful, such 
an outcome is likely* To mitigate this drawback, you 
might allow fugitive characters to forge alliances with 
NPCs who can help ciear their names, 

If the threat of arrest becomes tedious, you can switch 
to the second approach, which is to merely inform the 
players that one or more characters have been arrested. 
You can describe the arrest, the suhsequent detention, 
and the events leading up to the trtal. The drawback to 
this approach is that player characters have no control 
over the situation, (This sense of hdplessness has the 
virtue of being realistic, if not fun,) To mitigate this 
drawback. you might allow characters to make ability 
checks to influence the outcome; for example, a success- 
ful Charisma (Fersuaston) check might enable a charac¬ 
ter to bribe an officiaI or sow enough doubt in the mind 
of a magistrate to have the case thrown out. 


Naming NPCs 

Important NPCs in the adventure are given names, but 
many of the secondary NPCs areiVt named. Xanathads 
Cuide to Everything contains an appendix oftables you 
can use to randomly generate names for human and non- 
human NPCs ifyoa have trouble coming up with names 
on your owrt. 
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Character Creation 

If your players are creating Ist-level characters for this 
adventure, constder setting aside the first game session 
for character creation. That way, the players can flesh 
out their adventuri ng party together and come up with 
reasons why their characters are friends. 

Bringin g the Party Togeth er 

The Yawning Porta! is a popular ad ventu rers’ hangout. 
Unless you have a better idea, assume that the charac¬ 
ters are familiar with the establishment and ha% F e met 
there before. If any of the characters are new to the city T 
they can be drawn to the Yawning Portal by its reputa- 
tion or summoned there by Volo. 

To make the Yawning Portal fed iike a familiar, wel- 
coming place, give the players a copy of the Yawning 
Portal Familiar Faces handout in appendix C and allow 
each player to select one NPC as a friendly acquain- 
tance. Additional Information about these NPCs can be 
found at the end of this iotroduction. 

Buying Equipment at Ist Level 

AU the equipment in chapter 5 of the Players Handbook 
is available for purehase io Waterdeep at norma! prices. 

Cha racter Backgro unds _ 

Players looking for background options beyond those 
deseri bed in the Players Handbook can find several ap- 














propriate ones in the Sword Coast Adventurers Guide: 
City Watch, cloistered scholar, courtier, faction agent, 
far traveler, inheritor, mercenary veteran, urban bounty 
hunter, and Waterdavian noble, Ifyou have access to this 
book, consider making its background options available 
toyour players’ characters. 

Waterdavian Noble Families 
Waterdeep eontains well over a hundred noble families. 
The following noble houses are fine choices for any 
character with the noble background From the Piayer*s 
Handbook or the Waterdavian noble background from 
the Sword Coast AdventurePs Guide. 

House Ameathra , The Amcathras are a Tethyrian 
family that specializes in horse breeding and training, 
cattle ranching, wine-making> and weaponsmithmg. The 
family motto is *'We trample our troublesT The family 
has a large villa in the North Ward, on the east side of 
the HLgh Road between Has$antyr's Street and Tar- 
nath Street. 

House Margaster . The Margasters are an Uluskan 
family whose business infcerests lie in land-based ship- 
ping and bulk goods trading. The house also has a quiet 
historv of wizardry. The family motto is “Nothing is be- 
yond our grasp/ 1 The Margaster family estate is situated 
between Stabbed Sailor Alley and Shattercrock Alley in 
the North Ward. 

House Phylund . The Phylunds are a Tashlutar family 
that captures and sells monsters. Monsters that eant 
be trained as pets or guard beasts are sold to arenas 
or harvested for their meat, bones, and skins, The Phy- 
lunds sponsor adventuri ng parties and monster-htmt- 
ing expeditioris, and their motto is “What you fear, we 
master.' 1 House Phylund has an estate on Copper Street, 
west of the High Road between Julthoon Street and 
Tradens Way in the North Ward. 


House Rosznar . Once banished from Waterdeep for 
smuggling, slavery, and other crinies, this Tethyrian 
house has returned and is trying to overcome its dark 
past and disgraceful reputation by focusing on legiti- 
mate business ventu res such as wine-making and gem 
tradi ng. The family motto is “We fly high and stoop 
swift” Rosznar Villa is situated on ThunderstaffWay be¬ 
tween Copper Street and Shield Street in the Sea Ward, 
west of the High Road. 

Lady Esvele Rosznar (see “The Black Viper" in appen¬ 
dix B) is a member of this house, though she keeps her 
masked identity and thieving escapades a secrel. 

Guild Membership 

Any characters with the guild artisan background are 
assumed to have free membership in one Waterdeep 
guild of their choice. Arcane spellcasters living in the 
city are required by law to register with the Watchful Or- 
der of Magists and Protectors, so that they can be catled 
on to defend the city with their magic in times of need. 

Waterdeeps most prominent guilds appear on the 
Guilds of Waterdeep list. By law, there are no active 
thieves T guilds in Waterdeep, and the Xanathar Guild 
isn't an actual guild but a faction (see “Faciions in Wa- 
terdeepf page 14). 

To join a guild, one must possess a background. a pro- 
ficiency, or a status that the guild values. For example, a 
character with the sailor background is weieome to join 
the Master Mamers* Guild. One can practice a profes- 
sion and not be a guild member. but such autonomy car¬ 
nes a cost. The guilds do everything they can to entice 
new mernbers to join and pay for membership, and they 
go out of their way to hinder independcnt business own- 
ers, up to and including driving them out of business, A 
baker who refuses to join the Bakers’ Guild might find 
her flour supply cui off, while a wizard who refuses to 


Guilds of Waterdeep 

Bakers' Guild 

Carpenters', Roofers\ and Plaistefers' Guild 
Celfarers’ and Plumbers" Guild 
Coopers' Guild 
Council of Farmer-Groters 

Council of Musidans, Instrument-makers, and Choristers 

Duiigsweepers # Guild 

Fellowship of Bowyers and Fletchers 

Fellowship of Carters and Coachmen 

Feflowship of tnnkeepers 

Fellowship of Salters, Packers, and Joiners 

Fishmongers* Fellowship 

Guild of Apothecaries and Physicians 

Guild of Butehers 

Guild of Chandlers and Lamplighters 
Guild of Fine Carvers 

Guild of Glassblowers, Gtaziers, and Spectacle-makers 

Guild of Stonecutters. Masons, Potters, and Tiie-makers 

Guild of Trusted Pewterers and Casters 

Guild of Watermen 

Jesters* Guild 

Jewelers’ Guild 


Launderers' Guild 

League of Basket-makers and Wickerworkers 
League of Skinners and Tanners 
Loyali Order of Street Laborers 
Master Mariners 1 Guild 

Most Careful Order of Skilled Smiths and Metalforgers 

Most Diligent League of Sathmakers and Cordwainers 

Most Excellent Order ofWeavers and Dyers 

Order of Cobblers and Corvi sers 

Order of Master Shipwrights 

Order of Master Tailors, Glovers, and Mercers 

Saddlers’ and Harness-makers 5 Guild 

Scriveners 1 . Scribes', and Clerks' Guild 

Solemn Order of Recognized Furrters and Woolmen 

Splendid Order of Armorers, Locksrriiths, and Finesrmiths 

Stablemasters’ and Farriers 1 Guild 

Stationers' Guild 

Surveyors', Map-, and Ghart-makers' Guild 
Vintners', Distillers', and Brewers' Guild 
Wagon-makers' and Coach Builders* Guild 
Watchful Order of Magists and Protectors 
Wheelwrights' Guild 
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Tracking Renown 

This adventure includes side quests avaifable only to 
characters who jom the facttans deseribed in this adven¬ 
ture. You can use the optional renown rules in chapter 1 
ofthe Dungeon Master J s Guide to track a characteri rank 
and ascent within a given faction. The Oung^orr Master i 
Guide gives names for various ranks within the Harpers, 
the Emerald Enclave, the Lords 1 Alfiance, the Order ofthe 
Gaunt[et f and the Zhentarim. Rank names for members of 
Bregan DYerthe, Force Grey f and the Xanathar Guild are 
given below, with the renown needed to attain each rank, 
Bregan D’aerthe Ranks: Orbb (private, 1), KyorJinorbb 
(corporal, 3), KhaPabbif (sergeant, 10), Mallasargtfin (fieu- 
tenant, 25) T Ifareth (captam, 50) 

Force Grey Ranks: Cray Hand Initiate (1), junior Cray 
Hand (3), Senior Cray Hand (10) t Force Grey Initiate (25), 
Defender of Waterdeep (50) 

Xanathar Guild Ranks: Eyestalker (1), Agent ofthe Eye 
(3)p Eye Ray (10), Guild Boss (25), Hand ofthe Eye (50) 


join the Watchful Order of Magists and Protectors rnight 
be denied aceess to sages, libraries t and other useful 
resources, 

Guilds charge members mombly or yearly dues that 
vary. For simplicity, you can have a guild charge 1 gp per 
month or 10 gp for a yearis dues paid in advance. A guild 
can expel a member for any nuntber of reasons, not the 
least of which is failing to pay dues. 

Faction Membership 

A character with the faction agent background (de- 
scribed in the Sword Coa st Adventu rers Guide) inust 
choose a faction to belong to (see “Factions in Water¬ 
deep" below). Characters wlthout this background can 
join factions once they reach the end of chapter 1 of this 
adventure. 

Character Advancement 

You can track experiencc points or simply allow char- 
acters to ievel up when they reach certain points In the 
adventure. Ideally, the characters should fall within the 
desired level range as they experience each chapter, as 
shown in the Suggested Character Levels table. 


Suggested Character Levels 


Chapter 

1. A Friend in Meed 

2. Troilskull Alley 

3. Fireball 

4. Dragon Season 

5. Spring Madness 

6. Hei I of a Summer 

7. MaestroY Faif 

S Winter Wizardry 


Suggested Level 

lst-2nd 

2nd 

3rd 

3rd—4th 
5th or higher 
Sth or higher 
5th or higher 
Sth or higher 


lf you decide to track experience points, you can slow 
the rate of advancement by banking XP until youre 
ready for the party to level up. Conversely, you can has- 
ten level advancement by awarding ad hoc XP for com- 
pleting goals, roleplaying wdl, and surviving or avoiding 
deadly traps, Any such award should be no more than 


what the characters would earn for defeating a monster 
with a challenge rating equa! lo their level For example, 
a fair ad hoc award for a party of 2nd-level adventurers 
would be 450 XP. which is what the characters would 
eam for defeating a challenge rating 2 monster. 

If you dispense with XP tracking and allow characters 
to gain levels as the adventure progressas, use the Sug¬ 
gested Character Levels table as your guide. 

Factions in Waterdeep 

Various factions have roots in Waterdeep. and any char¬ 
acter with the faction agent background (deseribed in 
the Sword Coast Adventurer*s Guide) can choose to be- 
long to one of the factions described below, provided the 
character meets the faction's prerequtsites. 

[fyouYe using the optional renown rules described in 
chapter 1 of the Dungeon Master’s Guide , allow a player 
whose character has the faction agent background to 
roll a d4 to determme that characteris renown at the 
start of the adventure. See the “Tracking Renown” side¬ 
bar for more information. 

Characters of other backgrounds wiil have opportu- 
nities to join a faction later in the adventure. Any such 
character must meet a factian T s prerequisites to be eligi- 
ble to join it, and the characteris starting renown is 0. 

Characters who have renown greater than 0 in a fac¬ 
tion can gain its support in times of need by reaching 
out to an influentia! NPC member of that faction. As a 
characteris renown improves, so does the quality of the 
support. A faction rnight also help non-members who 
further its interests. The descriptions ofthe factions that 
follow include suggestions for how support from a fac¬ 
tion can manifest. 

You decide the extern to which a faction will assist the 
adventurers, based on each faction‘s perception of how 
important or valuable the adventurers are. For example, 
if the characters earn Laeral Silverhands trust and her 
support of them becomes public knowledge, members 
of Bregan Daerthe rnight aid the characters so that 
Jarlaxie Baenre can cttrry favor with the Open Lord of 
Waterdeep. 

Bregan D^aerthe_ 

A character must be a drow, preferably a male, to join 
this faction. 

Bregan D*aerthe is a company of mercenaries orig- 
inally made up of the much-derided and dishonorable 
castaways of destroyed drow houses, The groupY leader, 
Jarlaxie Baenre, is always looking for new members lo 
fili the ranks, and loyalty is what matters to him most. 

Almost all Bregan 0'aerthe members are male be- 
cause female drow rarely condescend to take orders 
from a male. A femaie drow can earn a place io the 
faction by decrying the drow matriarchy and convincing 
Jarlaxie that she would be an asset to the brotherhood. 
Jarlaxie employs non-drow operatives as well, none of 
whom know r they Ve working for him; such indtviduals 
aren’t considered members of the faction, 

Bregan D aer the is using one of Jarlaxle T s legidmate 
business enterprises—the Sea Maidens Faire—as a 
front in Waterdeep. The Sea Maidens Faire consists of 
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three carnivai ships (the Eyecateher* the Heartbreaken 
and the Hellraiser) crewed hy disguised drow and a host 
of non-drow performers (musicians, acrobats, actors t 
and the Like), The ships’ cargo eonsists mostly of wagons 
and fioats that can be hastily assembled and paraded 
through the city, The drow use these parades to draw 
attention away from their illicit activities. 

In the magical guise of a flamboyant Uluskan captain 
named Zardoz Zord P Jarlaxle oversees things from the 
Eyecatcher ; his flagship, and the Scarht Marpenoth , a 
submarine mounted underneath it- He relies on three 
drow gunsiingers—FelVekt Lafeen, Krebbyg Masqiryo 
and Soluun Xibrindas—to do most of his dirty work in 
the city. For more Information on jarlaxle and his Iteu- 
tenants, see appendix B, 

Bregan Daerthe is skilled at infiitrating criminal orga- 
nizations, Xanathars drow advisor, Nar'l Xibrindas (see 
appendix B), isactually a Bregan Daerthespy, 

Bregan Daerthe support comes in these ways: 

* The adventurers recetve small* immarked black 
pouches of coins from an anonymous source, 

* The adventurers receive an invitatioa to di ne with 
Zardoz Zord aboard his fiagship, during which Jar¬ 
laxle Takes their mea sure and offers assistance if they 
impress him. 

- Bregan D’aerthe members buy off or quietty dispose 
of individuals who threaten the adventurers (usually 
without asking). 


Emer ald Enclave 

A character must demonstrate an interest in protecting 
nature or the natural order to join the Emerald Enclave* 
Druids and rangers are especially welcome. 

Waterdeep harbors a few members of the faction, 
which seeks to foster harmony between nature and civ- 
ilization, Members Hving in Waterdeep heip guard the 
city against unnaturai threats, including aberratibns and 
undead. They also watch over the City of the Dead (Wa- 
terdeep’s public cemetery) and the city s parks, 

Members of the Emerald Enclave can be found in 
Phau Ikon mere, a noble villa in the Sout hern Ward* and 
at the Snobeedle Orchard and Meadery in UnderdiE 
The walls of Phaulkonmere enciose fabulous gardens, 
and the buildings are covered with moss and ivy> The 
place is owned by descendants of two wealthy families— 
the Tarms (longtime Waterdavians) and the Phaulkons 
(who are of Cormyrean descent). They spend most of the 
year traveling abroad and entrust the estate to a halF 
df groundskeeper named Melannor Fellbranch. He is 
joined byjeryth Phaulkon, a noblewoman turned demi- 
god who serves Mielikki, divine lady of the forest 
The Snobeedle Orchard and Meadery is run by the 
Snobeedle family of halfltngs, among them an old druid 
named Blossom Snobeedle. Blossom s youngest son, 
Dasher, disappeared in Waterdeep about six months 
ago. He was infected with lycanthropy and is now a 
member of a wererat gang called the Shard Shunners. 
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Emerald Enclave support comes in these ways: 

* Enclave members share information they’ve gathered 
from magical conversations with animals in the City* 

* Mdannor Fellbranch (see "Emerald Enclave," page 
35) provides free food and care for the adventurers’ 
animals at Phaulkonmere. 

* One adventu rer receives a supernatural charm (see 
“Siipernatural Gifts" in chapter 7 of the Dangeon Mas- 
fer J s Guide) bestowed byjeryth Phaulkon (see “Emer¬ 
ald Enclave,” page 35), 

Fo rce Grey _ 

To join Force Grey, ane must first become a member of 
the Cray Hands* An in dividua 1 who has served in the 
City Watch or the City Guard is digible to join, as are 
characters who are willing to swear oaths to defend 
Waterdeep, its citizens, and its laws with their lives. Ad¬ 
venturers who show promise might be invited to join the 
Cray Hands, a faction overseen by the Blackstaff, Vajra 
Safahr. Members of the Gray Hands complete assign- 
ments dictated by Vajra. 

Force Grey is an elite cadre of specialized adventur¬ 
ers, drawn from the ranks of the Gray Hands, whose 
hghting prowess is matched only by their loyalty to the 
city. Force Grey attracts the best of the best* Characters 
don t begin their adventuring careers as members of 
Force Grey, but they can work up to that status* 
Whenever Waterdeep has a problem that caift be 
handled by diplomats or the city f s other armed forces, 
the Open Lord has the option to mobilize Force Grey. 
Such action is usually taken as a last resort, since some 
past members of the group have exhihited a tendency to 
indulge in wanton violence, causing as much damage as 
they ostensibly prevent. 

Ahhough the Open Lord sets mission goais and pa- 
rameters whenever the unit is activated, the Force Grey 
team needed to complete any given assignment is made 
up of individuals handpicked by the Blackstaff* 

If members of Force Grey (and t in some cases, the 
Gray Hands) are arrested for a crime, the Open Lord or 
the Blackstaff will usually intervene on their behalf and 
facilitate their release. 

Force Grey support comes m these ways; 

* Adventurers who are arrested are released under the 
loose supervision of Vajra Safahr (see appendix B), 

* The adventurers receive a helpful uncommon or rare 
magic item that they Ve allowed to use for a time (until 
it mysteriously disappears). 

* Meloon Wardragon (see appendix B) or some other re- 
spected member of Force Grey helps the adventurers 
out of a tough situation. 

Harpers__ 

Any smart T non-evil character can join the Harpers of 
Waterdeep, Bards and wizards are espeeially welcome. 

Harpers are altruists who work behtnd the scenes to 
keep power out of the hands of evil tyrants. In the cur¬ 


rent situation, it doesn’t take long for them to suspect 
that the Zhcntarim is wholly or partially responsible for 
the escalation of violence in Waterdeep. Harper spies 
might use the adventurers as Instruments to get at the 
tmth. Various nobles and guildmasters in the city are 
Harper sympathizers. 

The Harpers have several secret gathering places 
in Waterdeep, among them Ulbrinter Villa, an estate 
located on Delzorin Street between Vhezoar Street 
and BmndarV Way, in the North Ward (just south of 
Trollskull Alley)* The elf lady of the house, Remallia 
Haventree (“Remi” to her friends), the widow of Lord 
Arthagast Ulbrinter. is a high-ranking member of the 
faction. Other key members include Renaer Neverem- 
ber t the estranged son of Lord Dagult Neverember, and 
Mirt, an advisor to Open Lord Laeral Silverhand, See 
appendix B for more information on these NPCs. 

Harpers prefer to conduct their business in bustling 
inns and taverns such as the Yawning Fortal, or in quiet 
locations such as the City of the Dead. 

Harper support comes in these ways; 

* The Harpers make common and uncommon potions 
and scrolls available to the adventurers at a reduced 
or deferred cost depending on the circumstances* 

* Remallia Haventree (see appendix B) feeds useful bits 
of information to the adventurers and might also offer 
them temporary shelter* 

* If the adventurers are accosted and overwhelmed, one 
or more Harpers come to their rescue, A Harper res- 
cue team usually consists of a bard (see appendix B) 
or a mage* plus ld4 + 3 spies or veterans. 

Lords’ Alliance 

To become a member of the Lords’ Alliance faction in 
Waterdeep, a character must be a Waterdavian Citizen. 
Those with crimina! recordscan also join, provided they 
demonstrate their allegi ance to the city. 

The Lords' Alliance is a confederation of cities and 
towns up and down the Sword Coast and throughout the 
North, including (among others) Balduris Gate, Mirabar* 
Mithral Hali, Neverwinter, and Silverymoon, Members 
of the alliance must come to one anotheris aid in times 
of necd* and the organization uses held operat ives (dip¬ 
lomats, spies, and assassins) to safeguard its interests. 

Waterdeep is one of the most influentia! and invested 
members of the Lords’ Alliance* Waterdeep's Open 
Lord, Laeral Silverhand, uses spies to keep tabs on 
adventurers in the city, rewarding those who place Wa- 
terdeep’s interests above their own. Laeral employs ad¬ 
venturers as agents of the Lords' Alliance, among them 
jalester Silvermane. See appendix B for more informa¬ 
tion on these NPCs* 

Laeral spends most of her time in the Palace of 
Waterdeep* With in walking distance of the palace are 
weil-maintained government residences set aside for 
the use of representatives of other Lords’ Alliance cities 
and towns* 
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Lords’ Alliance support comes in these ways: 

* City Watch officials are notified that the characters 
are on “official business” for the Lords’ Alliance and 
instructed to provide support whcnever they can. 

* Mirt (see appendix B), a Masked Lord who serves as 
Laeral Silverhand f s advisor, invites the adventurers 
to dinner at his dilapidatcd mansion as a pretense for 
sharing rumors and imparting pearls of wisdom. 

* The characters are granted a brief audience with 
Laeral Silverhand (see appendix B), 

ORDER OF THE GAUNTLET 

Any non-evil character can join the Order of the Gaunt- 
let in Waterdeep. Clerics, monks, and paladins are 
especially welcome, particularly if they worship Helm, 
Torm, or Tyr. 

The order ! s mission is to seek out and destroy evil 
before it gains a foothold, The surge of violence in Wa¬ 
terdeep spurs members of the order to find adventurers 
who can Help return pe ace to the city. 

An individua! can be a member of the faction and also 
a member of the clergy or a knight pledged to a speciffc 
god or temple. Members of the order act alone or in 
small groups. Some are Waterdavian natives; others 
hail from distant scttlements and have come to the city 
on temple business. 

Order of the Gauntlet support comes in these ways: 

* If the adventurers require healing or other rnagic t a 
member of the order can facilitate meetings with locai 
priests who worship non-evil deities. 

* If the adventurers get in trouble with the law f a mem¬ 
ber of the order puts in a good word for them and 
tends to their affairs while they re incareerated* * 

* Hlam (see appendix B) might show up and help the 
characters in an impending battle, 

Xanathar Guild 

Anyone can join the Xanathar Guild, which, despite its 
name, doesrrt have official guild status in Waterdeep. 
Before membership is granted, however, an applicant 
must pass a test that always involves the perpetration 
of a serious crime. Possibilides include murdering a 
guild member who has failed Xanathar in some fashion t 
kidnapping a Waterdavian Citizen, collecting a ransom, 
robbing a hire-coach, or looting a warehouse. 

Among low-ranking guild members, rampant specu- 
latlon goes on about the true nature of Xanathar. Few 
have any inkling that their boss is a beholder, and fewer 
stili have seen or spoken to the eye tyrant, 

Given that the faction is fundamentaJIy evil, advanee- 
ment is based on one T s wiles or one*s ability to dispose 
of rivals. Competition with in the organization is fierce 
and often deadly, Evii characters can thrive in this envi- 
ronment, but the risks are seldom worth the reward. 


Xanathar Guild support comes in these ways: 

* Any member given an assignmenl might receive a 
monstrous bodyguard or assistant (such as a bugbear, 
a kenku, or a wererat), who has secret instructioris to 
kill the guild member if they fail to complete the as¬ 
signment as ordered. 

* The guild grarits access to secret tunnels and safe 
houses (hidden cellars) underneath Waterdeep. 

- Xanathar might send a gazer (see appendix B) to help 
(and spy on) an up-and-coming guild member. 

Zhent arim 

The Black NetWork has an open recruitment policy. Any¬ 
one can join. Tenacity and loyalty are highly valued (but 
not essential) traits in new members. 

The Zhentarim is a shadow organization that trades 
mercenaries and goods (including weapons) for profit. It 
has long sought to gain politica! influence in Waterdeep, 
but the strength of the cky’s Masked Lords t nobihty, and 
professionai guilds makes that difficult, 

The Zhentarim in Waterdeep is a fractured organi- 
zation. Those who support Manshoon want to destroy 
Xanathar and seize political and economic control of the 
city. Those who oppose Manshoon want to expose and 
destroy him before they are themselves apprehended or 
driven out of the city by the locai authorities. 

Adventurers can’t join Manshoon T s cause. but they can 
join and receive aid from the Zhents who are opposed 
to him. The leaders of this branch of the Black NetWork 
are retired adventurers who have foecome business 
entrepreneurs. Their adventuring party was called the 
Doom Raiders because their specialty was plundering 
lich lairs (which are called "dooms"). They are desper- 
ately trying to gain a legitimate economic foothold in 
Waterdeep, which requires making alliances with locai 
guilds and nobles, Manshoon T s war against the Xana¬ 
thar Guild has thrown their pians into upheavaL 
The Doom Raiders (deseribed in appendix R) con- 
sider themselves the true Zhentarim of Waterdeep. The 
group’s leaders are Davi! Starsong (Masfer of Opportu- 
nities and Negotiations), Istrid Horn (Master of Trade 
and Coin), Skeemo Weirdbottle (Master of Magic), Tash- 
lyn Yafeera (Master of Arms and Mercenaries), and Ziraj 
the Hunter (Master of Assassination). 

Zhentarim support comes in these ways: 

* Davil can arrange meetings with influentia! nobles 
and members of city guilds. 

* Adventurers can proeure discounted potions and poi- 
sons from Skeemo’s sbop, Weirdbottle's Concoctions, 
which is located in the Trades Ward, 

* Tashlyn offers affordable mercenaries, either thugs 
costing 2 sp per day each or veterans costing 2 gp 
per day each. 

- Istrid offers loans of up to 2,500 gp with an interesl 
rate of 10 percent per tenday. 

* Adventurers can bire Ziraj to assassinate someone, in 
return for some undisclosed favor to be called in later. 
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The Yawning Portal atiracts 
adventurers from every corner 
of the Forgotten Realms and the 
D&D multiverse* Not sure who 
a numbered character is? Go to 
page 224 for the answer key. 
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The Yawning Portal 

The Yawning Portal is a famous inn and tavern located 
in the Castle Ward of Waterdeep, Adventurers can meet 
ali sorts of colorfol characters here, 

The place is a stone building with a slate roof and 
several chimneys. Mosi of the ground floor is taken 
up by the tavern’s common room* which contains a 
40-foot-diameter open weil (actually the rniter shell of a 
sunkcn stone tower) thal descends 140 feet to the first 
level of Undermountain, the sprawling dungeon under 
Waterdeep. A rope-aixTpuUey mechanism is used to 
lower adventurers into the well and hoist them out. More 
Information about this entrance to Undermountain can 
be found in Waterdeep: Dungeon of the Mad Mage. 

The upper fioors of the Yawning Portal contain com- 
fortable, nicely appointed rooms for guests. 

Durnan, the proprietor, charges Standard prices for 
food, drink, and lodging (see chapter 5 of the Players 
Handbook for costs), 

Familiar F aces _ 

Give the Yawning Portal Familiar Faces handout in 
appendix C to the players, and allow each of them to 
select one NPC as a friendly acquaintance—someone 
the players character knows and trusts. More than one 
player can select the same NPC. The Information below 
should be withheld from the players until their charac- 
ters learn it. 

Durnan 

N male llluskan humari innkeeper 

The proprietor of the Yawning Portal is a retired adven- 
turer and a man of few words, Durnan (see appendix B) 
bluntly warns adventurers of lower than 5th level that 
entering Undermountain “isrft a good idea,” He keeps 
a magic greatsword hidden behind the bar just in case 
something monstrous crawls up out of the entry well. 

“Bonnie” 

N doppelganger disguistd as Tethyrian human barmaid 

This doppelganger posing as a friendly barmaid is the 
leadcr of a gang of hve doppelgangers that arrived in 
Waterdeep over a year ago, To help the gang make ends 
meet, she works for Durnan as a barmaid, Mattrim 
Mereg (see below) knows her secret. 

Mattrim “Threestrings” Mereg 

LG male llluskan humari bard 

This socially awkward bard (see appendix B) performa 
at the Yawning Portal and is a belter musician than 
he pretends to be. He f s calied “Threestrmgs™ because 
he plays a lute that has only three strings remaining* 

His secret is that he s a Harper spy, and hes far more 
doquent and composed than he lets on. Hc lives at the 
inn t where he spends his afternoons and evenings spy- 
ing on Zhentarim agents and gathering informatton on 
other potential troublemakers, He recently befriended 
Bonnie and wants to help her doppelganger gang settle 
into the city. 


Jalester Silverm ane 

LG male Chondathan human fighter 

Jalester Silvermane (see appendix B) is an agent of the 
Lords p AJliance who reports directly to Laeral Silver- 
hand, The Open Lord of Waterdeep has asked him to 
spy on adventurers who might, through their actions, aid 
or imperii the city and its citizens, Since the Yawning 
Portal attracts adventurers of all sorts, Jalester spends a 
lot of time here, usually seated by himself in a quiet cor- 
ner, Durnan knows that jalester works for Laeral and 
leaves the young man alone. 

Jalester is often distracted by thoughts of Faerrel Dum 
blade, his boyfriend, who was killed in a Street fight last 
year, When not engaged in alliance business, Jalester is 
lonely and looking for love. 

Meloon Wardragon 

NE male Chondathan human adventurer under the 
control of an intellect devourer 

Meloon Wardragon (see appendix B) comes across as 
a cheery, optimistic, warm-hearted man eager to fight 
alongside those he constders his friends. The Yawning 
Portal staff and many of the regular guests know that 
Meloon is a skilled fighter with ties to Force Grey, 

An intellect devourer in league with Xanathar ate 
Meloon's brain several months ago. Now under the mon* 
steFs control, Meloon actively discourages adventurers 
from exploring Undermountain and urges them to focus 
on conflicts in the city instead. He also hunts down and 
kills Zhentarim operatives for his secret beholder mas- 
ter. He has his eye on Davil Starsong (see appendix B) 
but won T t kill the elf iti plain view of witnesses, 

Obaya Uday 

NG female Chultan human priest of Waukeen 

Obaya, a priest, has traveled from Chult to sponsor ex- 
peditions into Undermountain, with the goal of bringing 
its magical treasures back to her employer, the mer¬ 
ebant prince Wakanga 0’tamu of Fort Nyanzaru* She 
discourages low-level adventurers from exploring Um 
dermountain but is happy to help them with her magic 
until they gain enough experience to be useful to her. 

If you plan to run Waterdeep: Dungeon ofthe Mad 
Mage after this adventure, Obaya can take on a more 
prominent role as an advisor and a source of quests, 

Yagra Stonefist 

N female half-orc thug-for-hire 

Yagra is a Black NetWork mercenary who gets paid to 
protect a Zhent negotiator named Davil Starsong (see 
appendix B for more information on him). Yagra finds 
the job boring and likcs to pass the time by challenging 
adventurers to arm wrestle, (Resolve such contests 
using contestcd Strength checks.) If the characters 
express their opposition to the Xanathar Guild, Yagra 
mighl urge them to speak to Davil about joining forces 
with the Zhentarim to destroy the beholder eri me lord. 

Yagra is a half-orc thug, When reduced to 0 hit points, 
she drops to 1 hit point instead (but can't do this again 
until she finishes a long rest)* She has darkvision out to 
a range of 60 feet. She speaks Common and Orc. 
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BAR BRAWL JN THE YaWNING PORTAL PROVES 
that nowhere is safe frorn the gang war be- 
tween the Zhentarim and the Xanathar Gutld. 
In this atmosphere of danger* the characters 
are offered a quest by Voiothamp Geddacm. 
Volo promises a reward if they can rescue 
his missing friend, Floon Blagmaar, who he 
fears has been caught up in the conflict. Volos 
quest is a straightforward introduction to the streets of 
Waterdeep. provtding the characters with an excuse to 
explore the eity. 

In their hunt for Vokvs friend, the characters might 
make allies and enemies who can resurface throughout 
the adventure. Following the completion of Volo’s quest, 
the characters gain a home base with an address in 
Troliskull Alley, in Waterdeep T s North Ward, From their 
new base, the characters can piat their own course, 
whether it involves interacting with Waterdeep T s people^ 
jointng one of the eity’$ many factions, or simply poking 
around for danger. 

Where to Start 

This adventure assumes that the characters have al- 
ready formed a party and are presently in the Yawning 
Portat, perhaps knocking back a pint of Shadowdark ale 
and wolfing down a piate of quipper and chips, Alterna- 
tively. you can begin this adventure as the characters 
first enter the raucous tavern, or by having them ad meet 
for the first time as Volo hands them their initial quest. 


Tavern Brawl 


As the characters are relaxing in the taproom of the 
Yawning Portal a fistfight breaks out. Read the follow- 
ing to set the scene: 

You sit around a sturdy woodert table Iit by a brightly 
burning candle and littered with plates cleared of food 
and half-drained tankards. The sounds ofgamblers yell- 
ing and drunken adventurers singing bawdy songs nearly 
drown out the off key strumming of a yourcg bard three 
t abies over. 

Then ali the noise is edipsed by a shout: "Ya pig! Like 
killin' me mates t does ya?” Then a seven-foot-tall half- 
orc is hit by a wlld, swinging punch from a ma!e human 
whose shaved head is eovered with eye-shaped tattoos. 
Four other humans stand behind him T ready to jump 
into the fray. The half-orc cracks her knuckles, roars, and 
leaps at the tattooed fi gure—but before you can see if 
blood is drawn, a crowd of spectators dusters around 
the brawl. What do you do? 


The human combaiants are five members of the Xana¬ 
thar Guild (CE human bandits). The one with the eye- 
shaped tattoos on his bald pate is their leader. Krentz. 
Their foe, Yagra Strongfist, is a half-orc employed by 
the Zhentarim (see the Yawning Portal Friendly Faces 
handout in appendix GX Yagra fights for her pride. 
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Getting Involved 

If the characters choose to join the fray, have everyone 
roll initiative. But the fight is almost over by the time 
they push through the rowdy spectators. Krentz has 
only 3 hit points rernaining and is trying to escape from 
underneath Yagra, but the four other Xanathar Guild 
members are poised to tackle her, 

Pulling Yagra away from Krentz requires a successful 
Strength check contested by Yagrab Strength check. 
Yagra thanks the characters if they help her, but is disap- 
pointed that they interfered in the fight. 

Remember how the characters deal with Krentz in 
this scene, If he survives, the characters might meet him 
again in one of the Xanathar Guild f s sewer hideouts {see 
area Q5> page 28), 

Hanging Back 

If the characters don't interfere in the brawl, Yagra 
knocks Krentz out cold but is then beaten unconscious 
by his compamons. Durnan, the proprietor of the Yawn¬ 
ing Portal, points toward the doon U 0ut!” he snarls, and 
the Xanathar Guild members flee carrying Krentz T s un¬ 
conscious form. 

Troll and Friends 

[n the third round of the brawl, trouble arises from out 
of the gaptng weli in the middie of the Yawning Por- 
tafs taproom; 

Shouts of aJarrn suddenly ring out as a hufking creature 
climbs up out of the shaft Er the middie of the tap¬ 
room—a monster with warty green skin, a tangled nest 
of wiry black hair, a long f tarrot-shaped nose, and blood- 
shot eyes, As it bares its yellow teeth and howls, you can 
see that a haJf-dozen bat-like creatures are attaehed to its 
body, with three more circling above it like flies. Everyone 
in the tavern reacts in fear e*cept for the barkeep, 

Durnan, who shouts, ‘Troll!" 

The troll, which currently has 44 hit points, has crawled 
up from the first level of Undermountain to feed on tasty 
humanoid flesh, bringing nine stirges with it Once in 
the taproom, the troll dses to its full height of 9 feet 
and rolls initiative. The stirges also roll initiative, but 
only the three fiying above the troll pose a threat. The 
remaining stirges are bloated, having drained copious 
amounts of the trolls blood, and fly back down the shaft 
to digest their meal. As the troll regenerates, the effects 
of its blood loss become less apparent 
Most tavern patrons and staffers flee or take cover 
at the sight of the troll The stirges attack the nearest 
characters as Durnan {see appendix B) draws his great- 
sword, springs over the bar, and confronts the monster 
himself. As he attacks, he calls on the characters to 
focus on slaying the stirges and then douse the troll 
with lamp oil and set it on fire when it falis. Yagra joins 
the fight if she T s consctous, To any characters who help 
defeaL the troll, Durnan says matter-of-factly, "You 
fought weil” 


If any of the characters are reduced to 0 hit points 
during the fight, employees of the Yawning Porta) step 
forward to stabilize them. 

M eeting V olo__ 

Once the troll and the stirges are dealt with, Volo 
pushes against the tide of patrons staying ciear of the 
monster to greet the characters, lavishing pralse on 
them for their bravery (whether justified or not): "You be 
adventurers, am 1 right? I could use your help. Lefs find 
a table to talk, shall we? t! 

Volothamp Geddarm is known to most Waterdavians 
as a braggart and a notorious embellisher of facts. For 
all his faults, though, Volo is a soft-hearted sort who 
cares for nothing as much as his friends. At present, 
he is grievously concerned for the welPbeing of one of 
them. He bcgins his request with an air of charm and 
mystery, but it quickly devolves into tearful smcerity. 

The figure who approached you strokes his mustache, 
adjusts his floppy hat f and tightens his scarf. "Volothamp 
Geddarm, chronider, wizard, and celebfity, at your 
Service, I trust youVe noted the viotence En our fair city 
these pasttendays. I haveiYt seen so much blood sinee 
my last visit to Baldur's Cate! But now I fear 1 have mis- 
placed a friend amid this odious malevolence. 

"My friend r s narne is Floon Blagmaar. He's got more 
beauty than brains, and I worry he took a bad way horne 
a couple r>ights ago and was kidnapped—-or worse, If you 
agree to track him down with all due haste, I can offer 
you ten dragons apiece now, and 1 can give you each ten 
times that when you find Floon. May I prevail upon you in 
I my hour of need?” 

Volo gives each character a small pouch containing 10 
gp simply for accepting his quest. Characters who want 
to discover his intentkms must make a DC 10 Wisdom 
(Insight) check. On a success, a character disceres that 
Volo is honest but might be stretehing the truth about 
how much he can pay. (Currently low on cash, Volo is 
awaiting royalty payments from Vb/os Guide to Mon- 
sters , To make more coin, he began work on a new book. 
Vq1q’$ Guide to Spirits and Spccters. As it happens, his 
knowledge of spirits mostly concerns the alcoholic vari- 
ety, and the writing has not been going well.) If pressed, 
Volo urges the characters to trust him, and promises 
hell have the rest of the reward. 100 gp per character, 
ready to deliver once Floon is returnetl to him alive. 

Volo describes Floon as a handsome human male 
in his early thirties with wavy red-blond hair. He was 
dressed in princely garb when Volo last saw him. Two 
nights ago, before Floon disappeared, he and Volo were 
drinking and merrymaking at the Skewered Dragon, a 
dark, bawdy tavern in the Dock Ward. Volo recommends 
that the characters start their search there. 
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What Happened That Night? 

Volo is embarrassed to adruit he might have gotten his 
friend Floon in trouble, and he resists providi ng ali the 
details of what happened the night Floon disappeared. 

Beset by writeFs block, Volo met Floon Blagmaar for 
drinks at the Skewered Dragon two nights ago. They 
drank and gambled for a few hours. and then Volo left, 
Thats the last he saw of Floon. 

Unbeknownst to Volo, noi long after he departed, a 
drunken Floon met another acquaintance, Lord Ren- 
aer Neverembcr, at the tavern. The two left together, 
with Renaer offering to walk Floon horne. Five Zhen- 
tarim thugs working for Urstul Floxin (see appendix 
B) jumped both Floon and Renaer. They took them to 
a warehouse in the Dock Ward, so they could question 
Renaer—the son of Lord Dagult Neverember—about 
the whereabouts of the Stone ofGolorr and his fathers 
hidden cache of dragons. Before the interrogation could 
begin. members of the Xanathar Guild atnbushed and 
killed the Zhent guards in the warehouse. The new 
arrivals mistook Floon for Renaer, knocked Floon un- 
conseious, and dragged him away while Renaer hid and 
eseaped their notice. 

Floon was taken to a Xanathar Guild hideout in the 
sewers, A small gang of kenku was left behind at the 
Zhentarim warehouse to kill any other Zhents who 
might show up at the warehouse, The presence of the 
kenku has prevented Renaer from trying to leave the 
warehouse. 

Finding F loon _____ 

Volo last saw Floon outside the Skewered Dragon, a 
dubious (and Zhentarim-owned) tavern between Net 
Street and Fillet Lane in the Dock Ward, The following 
encounters kick off the characters* investigation. 

En route to the tavern, "Blood in the Streets” is a 
chance for characters to see the City Watch in action. 

Tf the characters decide to look around, "Searching the 
Dock Ward"' gives them a feel for their surroundings* 
and they might discover a strange place, * l Qld Xoblob 
Shop,” that warrants further exploration. Once they ar- 
rive at their destination, "The Skewered Dragon" is an 
opportunity for the characters to get Information from 
the patrons, which leads them to *‘Candle Lane," where 
their quest continues, 

BlOOD IN THE STREETS 

As the characters travel through the Dock Ward, they 
come upon the aftermath of a bloody clash between the 
Xanathar Guild and the Zhentarim; 

As you turn a corne r, you find yourselves on a Street that 
has been cordoned ofFby the City Watch. lying on the 
cobblestones are a half-dozen eorpses, seemingly the 
victims of some terrible skirmish. Watch officers have 
disarmed and a r reste d three blood-drenched humans 
and are in the midst of questioning witnesses. One of 
the officers sees you. JL Get on/ h she says. “Nothing to 
see here ” 


The skirmish that occurred here has nothing to do with 
Floon‘s disappearance but represents an escalation in 
the conflict between the Zhentarim and the Xanathar 
Guild. A dozen guards of the City Watch have arrested 
three bandits and are questioning witnesses while 
waiting for wagons to take away the criminals and 
the corpses. The survivors of the skirmish have been 
stripped of their weapons and forced to kneel with their 
hands on their heads. AH three, loyal Zhentarim agents 
(employed by Urstul Floxin; see appendix B). are likeiy 
to he accused of murder. They coldly catch the eye of 
anyone who passes by, but the City Watch wonh let the 
characters anywhere near the prisoners, 

SEARCHING THE DOCK WARD 

The Dock Ward is unsafe, You can set the mood by read- 

ing the following to the players: 

Tai!, densely packed tenements leave most of the 
neighborhood in shadow at ground levef. Most of the 
streetlamps have had their glass smashed and their 
candles stolen, and the smells of salt air and excrement 
Ifnger as you pass by rows of run-down bulldmgs. 

On the comer of Zastrow Street and Fillet Lane is a 
shop with a peculiar window ciisplay: 

One nearby shop stands out from the others. It has a 
deep purple facade, and in its window hangs a stufFed 
beholder, Above the door hangs a sign whose elaborate 
fetters spell out “Old Xoblob Shop." 

If the characters check out the shop, continue with ,+ Qld 
Xoblob Shop.” if they donL they find the tavern without 
further incident; see "The Skewered Dragon' beiow, 

Old Xoblob Shop 

When the characters enter, they quickly get a sense of 
the strangeness of the place; 

A doud of lavender-scented purple smoke trails out of 
the shop ’5 door as you peer inside. Every wall is painted 
purple, and every dusty knickknack on the shelves is 
dyed a deep violet. The hairless old gnome sitting cross- 
legged on the counter wears plum-colored robes. His 
cheeks are decorated with njne purple face-painted eyes. 

The gnome lowers a pipe and exhales a doud of law 
ender smoke before ralsing a hand. "Hail and well meti 
Come browse the shelves of the most curious curiosity 
shop in the worldl" 

The shop is namcd after the stuffed beholder in the win- 
dow—a fixture that is actually a magica l sensor, through 
which Xanathar can peer whenever it wishes. 

The shopkeeper is a wizened deep gnome who spies 
for the Xanathar Guild. A fewyears ago, he survived 
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ihe detonat ion of a gas spore in Under mountain and 
inherited some stray beholder memories. Driven by a 
compulsion to c&rve out bis own domain, the gnome 
settled in Waterdeep, bought the Old Xoblob Shop from 
its previous owner, and tried renaming it after himself 
yet everyone kept calling it the Old Xoblob Shop. He 
therefore restored the old na me and changed his nanie 
to Xoblob. "No relation to the eye tyrant hanging in the 
window!? he says. 

Trinkets . The gnome sells an assortment of trinkets. 
As the eharacters search the shelvcs, roll on the Trin¬ 
kets table in chapter 5 of the Playcrs Handbook to de- 
termine what catches their eye. Xoblob sells any trinket 
for ld6 gp, 

Floon f sFate * The gnome doesn't know Floon by 
name, but he recognizes his description. He is reluctant 
to share Information, but offenng him a new purple 
item or succeeding on a DC 13 Charisma (lntimidation 
or Persuasion) check loosens his tongue. He says that 
Floon and a welUdressed fellow of similar appearance 
and bearing (Renaer Neverember. though the gnome 
doesn't know his name and didnh recognize him) were 
jumped outside the shop by roughdooking men in black 
leather armor. Xoblob thinks there were fi ve attackers, 
but none of them looked familiae One of them had a 
black tattoo of a winged snake on his neck. 

The Skewered Dragon 

The Skewered Dragon faces an alley that runs between 
Net Street and Fillet Lane in the Dock Ward, not far 
from the Old Xoblob Shop. When the eharacters ap- 
proach it, read; 

The Skewered Dragon looks ifke a ruin. Both of its 
frontTactng Windows are smashed, and a ship 5 s anchor is 
lodged in the roof Through the Windows, you can see a 
group ofhaggard patrons drinkrng from huge tankards. 

Floon has not been at the Skewered Dragon since the 
night of his disappea rance. and the dive's dockworker 
patrons are loath to talk to strangers. A bribe or a suc¬ 
cessful DC 13 Charisma (lntimidation or Persuasion) 
check gets them to open up, 

F/oon f s Fate. Several of the regulars remember see- 
ing Volo and Floon drmking together a couple of nights 
ago. After Volo left, Floon stuck around long cnough to 
meet with another friend: Renaer Neverember, the son 
of Waterdeep's previous Open Lord, Dagult Neverember. 
“Chip off ihe old block, that one!* sneers one patron. 
+ ‘Just another spoiled, rich noble who likes to rub our 
noses in it!” says another, 

The two drank and played a few rounds of Three- 
Dragon Ante before leaving around midnight Five men 
followed them out, and no one in the tavern knows what 
happened after that. The meti who left shortly after 
Floon and Renaer baverrt returned to the tavern since. 
but theyTe known to frequent a warehouse on Candle 
Lane. Took for the snake symboi on the door,” says one 
of the tavern regulars. 


Candle Lane 

The buildings on either side of Candle Lane are so tali 
and so tightly packed together that light touches the 
Street only at highsun. 

Cloom envelops a narrow aJIey as dark as a dungeon— 
and as odorous as one, too. Nearly aJI the streetlamps 
have been smashed. The only light that pierces the 
darkness is a faint flickering from down the lane, like a 
distant candle. 

The flickering comes from the one streetlamp stili intact 
on Candle Lane, kept a light by a continual ffame spell. 

A warehouse is directly across the Street from the lamp, 
which illuminates a black winged snake (the symboi of 
the Zhentarim) painted above the dooFs handle. Char- 
acters who have ties to the Zhentarim recognize the 
symboi. while others can recall its signi ficance with a 
successful DC 10 fntelligence check. 

Zhentarim Hideout 

The hideout on Castle Lane (see map 1,1) is a ram- 
shackle two-story warehouse. The Black NetWork has 
other sanctuaries in run-down buildings like this one 
throughout Waterdeep (meaning that the fioor plan of 
this locale can be reused for other Zhent hideouts). 

The warehouse st and s at the back of an outer yard be- 
hind a high fenee. The gate on the fenee isnT locked. The 
building^ three points of entry—a front door r a large 
warehouse loading door, and a painted-over window— 
are locked. The front door has a sliding peephole that 
can be opened from the inside. Either of the doors or 
the window can be unlocked by a character who makes 
a successful DC 12 Dexterity check using thieves' tools t 
or can be forced open with a successful DC 10 Strength 
(Athletica) check. 

Knocking at the doors or the window alerts a group of 
kenku inside that someone is eoming. The kenku scram- 
ble to hide behind toppled furniture. making a ruckus 
that any character who has a passive Wisdom (Percep- 
tion) score of 16 or higher can hear. These kenku are all 
that remain of the Xanathar Guild force that murdered 
almost everyone in the warehouse after the five Zhen¬ 
tarim thugs captured Renaer Neverember and Floon 
Blagmaar and brought them here. Floon was taken 
away. but Renaer succeeded in staying alive by hiding. 
Now, the young noble is trying to figurc out how to slip 
past the kenku, who are lazily searching the warehouse 
for loot while waiting to see if any more Zhents show up. 

Zl. Main Room 

The Black Networks main business is recruiting, 
training. and equipping sellswords. Crates packed with 
weapons, rations, boots, black uniforms. and other gear 
fiH the warehouse. 

When the eharacters try to enter T determine if the four 
kenku inside are aware of their presence before reading 
the boxed text. 
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A character with thieves’ tools can pick the lock on a 
door or the window with a successful DC 10 Dexterity 
check. Characters who enter quietly can try to catch the 
kenku by surprise. If the characters knock before en¬ 
ter ing or amiounce their arrival in some oiher way, the 
kenku hide as described above. 

Tables and chaifs have beer carelessly tossed across the 
floor. The corpses of a dozen men !ie along the walb, 
their rapters and daggers lying nearby, On the ncrth side 
of the area P stairs rise to an open leve! above. 

If the kenku areni hiddem add: 

Four short, avian creatures with long beaks and black 
feathers look over in surphse from where they stand in 
the middle of the warehouse. Each wears a hooded cloak 
and wields a shortsword. 

The corpses belong to fi ve human Zhentarim seilswords 
(the same ones who kidnapped Floon and Renaer) and 
seven human Xanathar Guild thugs* all of them ciad in 
ieather armor Each Zhent has a black tattoo of a winged 
snake on his neck or forearm T and one of the Xanathar 
Guild members has a black tattoo on the palm of his 
right hand that looks like a circle with ten spokes radiar- 
ing out from its cireumference (the Symbol of Xanathar)* 
The kenku fight until two of them are incapacitated or 
killed, whereupon the survivors try to flee. A successful 


DC 10 Charisma (Intimidation) check forces captured 
kenku to divulge what they know. 

Whatthe Kenku Know 

When kenku speak, they mimic sounds and voices they 
have heard before. Under inter rogat ion, they repeat the 
following phrases: 

* In a deep voice with an orcish accent: ‘"Xanathar 
sends its regardsT 

• ln a thin T nasally voice: "Tie up the pretty boy in the 
back room!” and “Follow the ydlow signs in the sew- 
ers/' (This remark refers to tunnels in the sewers that 
are marked with Xanathars symbol where they lead 
to the Xanathar Guild hideout.) 

. In a scratchy voice: “No time to loot the place. Just get 
him to the bossC 

Z2. Storage Closet^ 

The door to this back room hangs loosely on broken 
hinges. The cramped chamber beyond smells strongly 
of sour fish and vinegar. It is filled with discarded ropes, 
can vas tarpaultns, and splintered wood from smashed 
barrels* Renaer Neverember (see appendix B) is hiding 
here, having shpped free of his rope bonds* The charac¬ 
ters can hear his ragged breathing coming from under a 
tarpaulin at the north end of the room. 

Roleplaying Renaer 

Renaer is unarmed. Marred by grime and the lingering 
stench of rancid pickled herring, he speaks with grace 
and articulation, as befits his noble upbringing. His trust 
is easily gained but impossible to restore once broken. 
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On the night of the ahduction, Ren aer was concerned 
that Floon was too intoxicated to find his way home by 
himselfand offered to escort hirci. The two werejumped 
by fi ve thags as they left Fillet Lane and headed north on 
Zastrow Street, 

Renaer feels guilty that Floon was taken T since he be- 
lieves (correctiy) that they mistook Floon for him, If the 
characters ask Renaer to join theif search for Floon, he 
agrees to do so, arming himself with a dagger and a ra- 
pier scavenged frorn the dead Zhents in the warehouse, 
If a character asks Renaer why the Zhents kidnapped 
hini, he gives the following trtithful reply: 

H, The Zherrtarim thinks that my father embezzled a Earge 
amount of gold while he was Op-en Lord, and that he 
hid the dragons somewhere in the dty. They think they 
can find it by usmg an artifact called the Sfefie of Cobrr t 
which was in the hands of the Xanathar Gui \d untiE re- 
cently. Apparently, someone stole ii, The Zhents tbought 
f knew something about aJE of this, but I don r t. My father 
and I haveiVt spoken in years ” 



Z3. Secret Room 


This room is hidden behind a secret door that can be 
found with a successful DC 15 Wisdom (Perception) 
eheck, When the secret door is operigd, the characters 
can hear the faint sotind of a bell ringing in the officcs 
above them (area Z5). 
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Treasure 

The Zhents have stashed two wooden crates here. The 
first, Stoien frorn the docks, contains four wood-framed 
pamtings wrapped in leathen The paintings depict 
the eities of Luskan, Neverwinter, Silverymoon. and 
BalduRs Gate and are worth 75 gp each. 

The second crate, stoien from a caravan on the High 
Road, contains fifteen 10-pound silver trade bars, ali 
black from cor ros ion but stili worth 50 gp each. 

Z4. Balcony__ 

The open second level is stacked with crates where it 
overlooks the main warehouse, Characters who search 
through the crates find all sorts of junk, includmg moth- 
eaten bolts of cloth, bottles of spoiled oltve oil, and hun- 
dreds of pairs of wooden-soled saodals that were all the 
rage last summer but are now out of fashion. None of 
this junk is valuable* 

Z5. Offige s_ 

The upper floor contains a suite of offices that get little 
use by the Zhents, The rooms have desks, chairs, and 
bare shelves covered with dust and draped in cobwebs, 
Harmless rats skitter about. 

Mounted above each office door is a Steel alarm bell. 
The bells are connected by wires to the secret door in 
area Z3 t and they ring loudly when that door is opened. 

Treasure 

A character who searches the offices finds an unused 
paper bird (see appendix A). 































































The Watgh Arrives 

Shortly after the characters flnd Renaer, a captain of the 
City Watch named Hyustus Staget (LG male Illuskan 
human veteran) leads a dozen veterans to the ware¬ 
house* Having received a report of suspidous activity, 
they barge in and try to prevent anyone from leaving. 
Kenku that are stili alive and present are taken into 
custody. and it doesnt take long for the City Watch to 
conclude that the dead men are members of the Zhen- 
tarim and the Xanathar Guild, since violent encounters 
between ihe two factions are becoming ever more fre- 
quent. While bis eonstables search the warehouse, Cap- 
tain Staget questions the characters* 

Captain Staget is an uptight man who helps keep the 
peace in the Dock Ward. Every shopkeeper, guild mem- 
ber, innkeeper, and tavern keeper in the Dock Ward 
knows him, and most respect him regardless of their 
opinions of the City Watch in general. Staget doesnh 
believe in rumors or gossip, he doesnt drink, and he 
doesn*t let angcr gei the better of him. His job is to curb 
the violence in the Dock Ward, but he has heen dragging 
his heels. After ali, he reasons, if the Xanathar Guild 
and the Zhentarim want to destroy each other, why 
not let them? 

Staget once had the warehouse under surveillance, 
but elected to pull the detail to bolster patrols through- 
out the Dock Ward—a decision he now regrets* That sur- 
veil lance was part of an attempt to catch a known Zhent 
instigator named Urstul Floxim a “blg fish” rumored 
to be responsible for much of the recent strife, Staget 
doesn t share this information with strangers, 

Staget and Renaer recognize each other, though they 
areivt well aequa inted. The involve metit of a Neverem- 
ber noble prompts the captain to be on his best behavior. 
He is prepared to overlook any crinies committed by the 
characters as long as Renaer is with them, but he gives 
them a folded sheet of parchment with the Code Legal 
written on it and encourages them to read it, (Give the 
players a copy of the Code Legal handout in appendix C, 
if you haven't dane so already*) 

If the characters ask for the Watch f s help in locating 
Floon, Staget makes it ciear that he won’t send a force 
into the sewers in search of someone who might well 
be a Zhent or Xanathar Guild spv, If they appear intent 
on involving themselves further in the conflict between 
the Zhentarim and the Xanathar Guild, Staget imparts 
some free advice before letting them go: 

* “Best not to meddle in criminal matters. Leave this 
dirty business to the City Watch* ,T 
- “Not ali City Watch officers are as nice as me,” 

« “Keep the blood off the streets, okay?" (This is a 
common saying among City Watch officials, who care 
more about what happens in the city above than what 
happens in the sewers below.) 

Characters who stir up trouble in the Dock Ward are 
likely to run into Captain Staget agam. Though he is 
secretly pleased to have adventurers doing some of his 
work for him. he cani let them overshadow his own 
efforts to keep the peace without risking a reprimand 
from his superiors* 


Tracking Floon 

At this point t the characters likely know that Floon was 
kidnapped by Xanathar Guild members who mistook 
him for Renaer Neverember, and that he was taken to a 
hideout in the sewers. If the characters didn F t learn from 
the kenku where Floon was taken, asking questions of 
the locals can reveal that many people saw him being 
dragged off. A successful DC 15 Jntelhgence (Investi¬ 
gat ion) chcck or 5 gp in bribes allows the characters 
to trace the kidnappers' path through back alleys to a 
circular metal cover inset in the pavement. The cover is 
easily lifted, revealing a ladder down into the sewers* 

Navigating th^Sewers 

The sewers have no natural light. Characters without 
darkvision need light sources to see. 

A putrid stream flows along this sewer tunnel, which 
leads in two directioris, (n one direction, you see a tiny 
Symbol drawn on the wall in yellow chalk; a palm-sized 
circle with ten equldlstant spokes radiating out from its 
etrcumference. 

The hideout of the Xanathar Guild operatives who 
snatched up Floon is deep in the city's labyrinthine sew¬ 
ers* At every location where characters must make a de¬ 
cision about which direction to go, a Symbol scrawled in 
yellow chalk a stylized representation of Xanathar- is 
marked next to the tunnel that leads in the right direc¬ 
tion, The symbols are erased by members of the Xana¬ 
thar Guild or the Dungsweepers 1 Guild every few days, 
but these markings have yet to be removed* 

Gazer Guard 

Before arriving at the Xanathar Guild hideout, the char¬ 
acters have an encounter in the sewers: 

f 1 

After an hour of followFng signs through the tunnels, 
you come to a three-way intersection where a ladder 
leads up into a stone shaft capped by a circular metal 
cover One of the familiar chalk symbols is marked on a 
wall nearby, and floating near the symboi is a spherical 
grapefruit-sized creature with a bulging Central eye and 
four stumpy eyestalks* It bares its teeth at you, 

A hostile gazer (see appendix B) that is in league with 
GrunTshar, the local Xanathar Guild boss, guards this 
intersecdon. Once the characters defeat it T they can 
press on, following the corridor where the chalk symboi 
is located; they reach the hideout after following the cor- 
rect tunnel for 5 minutes. 

Ladder. Characters who dimb the ladder and push 
open the metal cover find themselves in the cellar of the 
Sponting Fish, a tavern in the Dock Ward. 
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Xanathar Guild Hideout 

The Xanathar Guild has hidcouts throughout Water- 
deep s sewers. The floor plan of this locale (see map 1.2) 
can be reused for other hideouts. 

The boss of this hideout is a half-orc named 
Grumshar. When the characters arrive, Grumshar is 
interrogating Floon Blagmaar in area Q7. His dtsplay of 
torture techniques is a pioy to impress his other guest: a 
mind flayer named Nihiloor (see appendix B). 

Ali the doors in the hideout are unlocked. Grumshar 
assumes that only those who have guild business will be 
able to find their way here. 

QL Central Hub 

The characters approach this area from the east. slog- 
ging through 1-foot-deep water and sewage. 

The rnain sewer tunnej expands into a circular hub with 
a pair of arrow sllts carved into its outer walls, directfy 
across from each other. Two passages continue on to the 
north and south. A stone door is set into the back wall of 
a stone iedge to the west. 

• n 

If the characters talk loudly or otherwise make a lot of 
noise here t the goblin sentries in areas Q2a and Q2b 
awaken and shoot arrows at them through the arrow 
slits. The slits provide the goblins with three-quar- 
ters cover. 

Secret Door 

A secret door in the wall of the tunnel that leads south 
can be found with a successful DC 15 Wisdom (Percep- 
tion) check. 

Q2. Watch Posts 

Two goblins are statiooed here, one in arca Q2a and 
one in Q2b. A Hies of the Xanathar Guild. they came here 
from Undermountaim The goblins rely on darkvision 
to see and are supposed to be watching area Q1. but 
both have dozed off. Characters who succeed on a DC 
9 Dexterity (Stealth) check can sneak past the sleeping 
goblins without waking them. 

Treasure 

Each goblin carries ld6 cp in a small pouch. 

Q.3. Messy Room 

Rusty weapons and threadbare clothing litter the floor 
of this area, which serves as a coat room and armory. It 
contains nothing of value. 

Q4. Empty Sleeping Area 

This room contains six tattered, straw-stuffed mat- 
tresses and nothing of value. If the occupant or occu- 
pants of area Q5 have not been dealt with already, the 
characters hear the sounds of activity in that room 
through the thin woodcn door that separates these 
two chambers. 


QP , Sleeping Area 

This room contains six tattered. straw-stuffed mab 
tresses and a hostile member of the Xanathar Guild. 
a duergar named Zemk. If Krentz (CE human bandit) 
escaped from the Yawning Portal after the tavern brawl 
that kicked off the adventure* hc T s here as welL 

When the characters arrive, Zemk is using pieces of 
furniture to barricade the door to area Q6. If Krentz is 
here t he T s trying to explain that Zemk T s approach wont 
work, and is telling him to plug the gap at the bottom of 
the door with blankets. Neither of them notices intrud- 
ers right away unless the interlopers make a lot of noise. 

Once combat sfarts, Zemk fights to the death. How 
Krentz reacts to the adventurers depends on how they 
treated him earlier. If they helped him T he gives them a 
chance to leave in peace. but he fights alongside Zemk if 
they refuse to withdraw. If the duergar is killed, Krentz 
flees if he can or surrenders if he must. 

Neither Zemk nor Krentz carries any treasure. Both 
report to Grumshar (see area Q7). 


The tentaded creature is Nihiloor (see appendix B), a 
mind flayer that is caressing an intelLect devenirer. 
Upon seeing the adventurers, Nihiloor rises from the 
stone chair, sets its pet down T and glides across the 
room, intending to leave through the double door in the 
west wall. The mind flayer expects Grum shar and the 
intdlect d evourer to cover its e scape. 

Nihiloor carries a 3-inch-diameter stone orb carved 
to resemble an eyeball similar to what one might see 
at the end of a beholders eyestaik, This stone eye is the 
kcy to activating the magic portal in area Qll. The mind 
flayer uses it to return to Xanathar s lair (described in 
chapter 5). It uses dominate monster to contrai some- 
one who gets in its way and turns any such individuals 
against their allies. 


Q 6 , Lavato ry 

This room has a hole in the floor that opens into a cess- 
pit. A gray ooze has emerged from the pit and killed 
two goblins that were sent into the room to dispose of it. 
The goblins' bones float amid the ooze T s gooey form, and 
their pitted weapons lie on the floor nearby. None of the 
gear is salvageable. 

Q7. Boss Fight 

Threadbare curtains hang on the east wafl of a [ong 
hall r m the middle of which a muscular half-orc In dingy 
robes stands with his foot on the chest of a male human 
with wavy red-blond hair, Fire burns around the orc f s 
clenched fist f and his victim cries and squrrms helplessly 
beneath him. 

Seated on a raised platform to the south is a nightmar- 
ish hgure wearing blaek robes. It has large white eyes and 
rubbery purple skin, with four tentacles encirding its in- 
human mouth. Jt cradles and gentJy caresses what looks 
like a disembodied brain with feet. 
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The half-orc is GrunTsbar, a low-end Xanathar Guild 
boss. As soon as his mmions retrieved who they thought 
wasRenaer Neverember, the half-orc begged Nihiloor 
let hirn witness the interrogation of the captive, not reah 
izing until after he did so that he had mistaken the pris- 
oner's identity* Grum shar attacks the characters in the 
hope of salvaging his reputation. He is an apprendce 
wizard (see appendix B), with these changes: 

* GrunVshar is chaotic eviL 
- He has these racial traits: When reduced to 0 hit 
points. he drops to 1 hit point instead (buc can't do this 
again until he tinishes a long rest)> He has darkvision 
out to a range of 60 feet He speaks Common and Ore, 

ROLEPLAYtNG pLOON 

As a resuit of GrunrshaFs torture, Floon Blagmaar (see 
appendix B) has 1 hit point left. If he is healed by the 
characters, he is eternally grateful and shows his affec¬ 
tiori by hugging them. He stays close to them, trusting in 
their ability to protect him. If Renaer is with the party, 
he can shouider the burden of protecti ng Floon, 

Treasure 

In a satcheh Grurivshar carries his spellbook, which 
contains the following spells: burning hands, disguise 
self, false life> shield, unseen servant, and witch boiL 
Tueked behind the stone ehair is a small, unlocked 
wooden chest cootaining two potions ofhealin^ 16 gp t 
82 sp, and 250 cp. 


Q8 . Getaw ay P assage 

This room looks empty, but a thorough search aecompa- 
nied by a successful DC 10 Wisdom (Perception) check 
reveals a rough-hewn tunnel hidden beneath a loose 
fiagstone, The low tunnel leads north to area Q9. 

Q9 . Pri vate Cellae _ _ 

An innocent halfling family, the Peabodys, brews beer 
in this cellar, which lies beneath their home on Fishgut 
Alley in the Dock Ward. Their cellar contains brewing 
suppiles and lots of worthless clutter. 

The halflings haveiTt noticed the secret tunnel that 
leads to the Xanathar Guild hideout; it's coneealed be¬ 
neath a large flagstone that requires a Strength score of 
10 or higher to be lifted. 


Development 

[f the characters ascend qui of the cellar and enter 
the Peabodys' small house, the halflings are initially 
alarmed but can be easily calmed. Upon learning of the 
secret trapdoor, they vow fo seal it up again but allow 
the characters to make use of it if the need arises. 

Q10. Sle e ping Quarters _ 

Straw pallets he on the floon and rusty manacles are 
bolted to the walls. 

QH. Back Door 

This hideout contains a secret mute to XanathaPs lair. 
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tn the middle of this otherwise empty room is a stone 
pilfar carved with a smal! symbol; a perfect circie with 
ten equidistant spokes radiating outward from its dr- 
cumference. In the middle of this circfe is a smalfer cir¬ 
cula r indentation that bears a passing resemblance to a 
lidless eye. 

I > i 

If the stone eye in Nihiloods possession is pressed into 
the circular indentation, an opaque blaek doorway mag¬ 
ica Hy opens in the south wall. The opening is 8 feet tali 
and 4 feet wide, Any creature that passes through it ap- 
pears in area X22 of Xanathars lair (see chapter 5). The 
door is a one-way portal, and it closes again 1 minute 
after the stone eye is removed from the pillar. 

Not-So-Secret Door 

The secret door is plainly vtsible to anvone who ap- 
proaches it from the ea$t. 

Q12. Hostel Cellar 

A narrow passage leads to the cellar of a halfling-owned 
hostel on Spices Street in the Dock Ward. Medium char- 
acters must squeeze to reach this area from the tunnel. 
The hostel is used as a base by the Shard Shunners, a 
gang of halfiing wererats. They are aware of the Xana- 
thar Guild hideout, and the two gangs are tenuous allies. 

Roscoe Underbough, a Shard Shunner in hybrid form, 
guards the cellar, He hides in the northwest storeroom, 
ready to jump out and scare away anyone who heads for 
the stairs. Not eager to commit murder, Roscoe allows 
retreating characters to flee back to the sewers. He is a 
wererat with these changes; 

• Roscoe is Smail and has 27 (6d6 -f 6) hit points, 

• He has these racial traits: He can move through the 
space of a Medium or larger creature. He has ach 
vantage on saving throws against being frightened, 

He speaks Common and Halfling, and he know r s 
thieves' eant. 

Development 

If the characters defeat Roscoe or slip past hinm they 
can make their way up into the hostel, which caters to a 
mostly halfling clientele. With none of the other Shard 
Shunners currently present, the characters are greeted 
warmly by staff and patrons, who point them in the di- 
rection of the nearest bathhouse. 

COMPLETING VOLO S QUEST 

Returning to the Yawning Portal with Fioon Blagmaar 
in tow marks the end of this introductory quest* All that 
remains is for Lhe characters to collect their reward. 

Rewards 

Volo is drinking alone in the Yawning Portal while anx- 
iously awaiting news of Fioon“s fate. He springs up and 
runs to embrace the characters and his friend as soon 
as he sees them. 


A Good Deed 

If the characters reunite Volo with Fioon, Volo gives 
them a rather sheepish look as he explains their reward; 

"\ confess that I have but few coins to spare, But never 
let it be said that Volo reneges on a promlse. Allow me to 
present something much more valuable." He holds out 
a scroti tube. “'The deed to a remarkabfe property here in 
Waterdeep! We T ll need a magistrate to witness the trans¬ 
fer of ownershtp III arrange a meeting with one after 
you ve rnspected the estate and deemed it satisfactory ” 

The tube contains a deed to Trollskull Manor, a historic 
building in the North Ward that the characters can 
claim as a horne base. The deed has been notarized and 
appears legitimate (because it is). Volo recently bought 
the property because it is rumored to be haunted. and he 
was hoping that investigating it might yield a chapter for 
his next book, Volo 7 s Guide to Spirits and Specters. 

If the characters accept their reward. Volo sets up a 
meeting with a tiefling magistrate named Kylynne Sil- 
merhelvc. The brief session takes place at a courthouse 
in the Castle W r ard at highsun, Magistrate Silmerhelve 
witnesses the transfer of the deed, rendering the new 
ownership officia 1, with the impatience of one who has 
more important matters to attend to. She also collects 
an estate transfer tax of 25 gp. which is normally paid 
by the new owners. If the characters canT afford this fee 
or don T t want to pay it and they have befriended Renaer 
Neverember, he niakes sure that Volo has a pouch of 
coins to cover the expense. 

Fine Friends 

Volo, Fioon, and Renaer all express their gratitude 
through camaraderie. If the characters need to call upon 
their new friends for an oecasional favor, any of them 
are happy to oblige. Fioon has iittle to offer the charac¬ 
ters, but friendship with Volo and Renaer has its perks, 
Volo knows the best places to eat and hnd merriment. 
He can also give characters a tour of Waterdeep. If 
the characters accept his offer, share the information 
in chapter 9, “VoKs Waterdeep Enchiridion,” with 
the players. 

Although Renaer is estranged from his rich and pow- 
er fui father, he stili has friends in high places, including 
Harpers who can come to the characters' rescue if they 
need it. If the characters are looking for an audience 
with influentiaI persons in Waterdeep, Renaer can set 
up meetings with Mirt, Remallia Haventree (see ap¬ 
pendix B for both), or just about any other Waterdavian 
noble, if he tbinks the characters wifl comport them- 
selves well. 

Level Advancement 

IfyouYe using miles tone level advancement instead of 
tracking experience points, the characters advance from 
lst to 2nd level when they return to Volo after having 
explored the Xanathar Guild hideout. 
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rollskull Alley is filled with people 
who can shape the characters* day-to-day 
lives in Waterdeep. The characters wil! 
likely return to Trollskull Alley many times 
during the adventure and get to know their 
neighbors as time passes. 

The locations described below are 
keyed to the map of Trollskull Alley {map 2.1, page 33). 
Buildmgs not speeifically identified on the map are row- 
houses that serve as private residences for upper-mid- 
dle class Waterdavians who can afford housekeepers. 
groundskeepers, and nannies, 

Tl. Trollskull Manor 


See appendix C for a handout showing the Roor plan of 
this building. Give a copy of this handoui to your players 
as their characters begin to explore Trollskull Manor, 
Four stories tali and boasting balconies, a turret, and 
five chimneys, the abandoned building is one of the 
grandest in Trollskull Alley. Characters can refurnish, 
rebuild, rename, and otherwise personahze their new 
stronghold to their hearts' content. 

Tavern Rooms 

When the characters first arrive, the taverrfs Laproom is 
filled with broken furniture* tarnisbed silverware* casks 
of wine that have turned to vinegar. and worthless detri¬ 
tus. The taverus other rooms are ali empty, except for 
cobwebs, dust, and harmless rats. 


Spirit on Tap 

The former tavern is haunted by the poltergeist (spec¬ 
ter) of the taverns previous barkeeper, a halTelf named 
Lif. Maintaining the tavern was his life's work* and he 
couldn t abandon the place in death. 

The poltergeist understands Common and Elvtsh, but 
it can f t speak. It invisibly causes mischief at the expense 
of the new owners by smashing plates, breaking beer 
barrels t and so forth. If the characters dont take the 
hint, it writes not-so-subtle warnings (such as “Closing 
time!” and "Last calli 1 ’) on dustv floors and grimy Win¬ 
dows, To truly claim the tavern as their own, the charac¬ 
ters must either appease the poltergeist or destroy it. 

Appeasing Lif, If the characters work to repair and 
renovate the tavern with the goal of opening it to the 
public agam, the poltergeist begins to aceept them as 
the new owners and gradually becomes quite accom¬ 
modati ng: pLilling out a chair when a character wants to 
sit down, pouring a beer and deiivering it to a character, 
taking coats when folks come in from the rain, and so 
forth. Once the business is up and running, Lif can also 
perform other helpful fu net ion s, such as locking doors, 
sweeping floors, and so forth. 

Destroying Lif Lifs poltergeist is destroyed if its hit 
points are reduced to 0. If attacked, it flees to the up- 
permost level of the turret when reduced to half its hit 
points. From there it fights to the bitter end. 
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T2. The Ben t Nail __ 

A small wooden sign above this shop*s main door is bare 
except for a large, bent nail sticking out of it The front 
room contains displays of ornate wooden furniture, as 
wdl as a selection of bows and crossbows. The wall 
behind the counter is iined with rows of finely carved 
wooden canes, quarterstaffs, and shields, 

Talisolvanar “Tally" Fellbranch, Ihe owner and chief 
artisan of the Bent Nail, ts a male half-elf carpenter and 
woodcarver, He is a commoner, with these changes: 

* Tally is chaotic good, 

* He has these racial traits: He has advantage on saving 
throws against being charmed, and magic can T t put 
him to sleep, He has darkvision out to a range of 60 
feet He speaks Common and Elvish. 

Services 

Tally sells wooden weapons and shields at normal cost* 
He also crafts and sells furniture and wood sculptures. 

T3. Steam and S teel _ 

During daylight hours, smoke and steam billow from 
the many wdndow r s around this indoor forge where 
metal weapons, armor and tools are made. The forge is 
owned and operated by a married coupie: a fire genas i 
named Embric and a water genasi named AvL Both are 
members of the Most Careful Order of Skilled Smiths 
and Metalforgers, As an armorer, Avi also belongs 
to the Splendid Order of Armorers, Locksmiths, and 
Finesmiths, 

Embric tends the forge and is an expert weaponsmith. 
He claims descent from the efreet of Calimshan and is 
prone to extreme rnood swings. He has the statistics of a 
bandit captatn, with these changes; 

* Embric is neutral good* 

* He has these racial traits; He can cast produce flame 
at will. (Constitution is his spellcasting ability, and 
he has a +4 bonus to hit w T ith spell attacks.) He has 
darkvision out to a range of 60 feet and resistance to 
fire damage. He speaks Common and FrimordiaL 

Avi worships Eldath, god of peace, and uses his magic 
to quench hot Steel* He is an expert armorsmith, Avi is 
laid back and speaks plainly. He has the statistics of a 
priest with these changes; 

* Avi is neutral good. 

- He has these racial traits: At wilI T he can control the 
dow and shape of water in a 5-foot cube, or cause the 
water to freeze for up to 1 hour* He has a swimming 
speed of 30 feet, and he can breathe air and water, He 
has resistance to acid damage, He speaks Common 
and FrimordiaL 

Services 

The genasi coupie sells ali meta! weapons, armor, and 
shields listed in chapter 5 of the PIayer f s Handbook at 
normal cost. 


T4. Corellon’s Crown 

Fala Lefaliir, an herbalist and a member of the Guild 
of Apothecaries and Physici a ns, operates out of this 
stately, three-story town house, the third floor of which 
has been converted into a greenhouse, hs translucent 
glass walls allow anyone on the Street to see the rain- 
how of flowers blossoming within. 

Fala Lefaliir is an outgoing wood elf with Iong. 
braided hair Like the elven god Corellon Larethian. 

Fala is neither male nor female. If referred to as “he" 
or “sheT Fala gently requests to be addressed by name 
or as “they.” Fala is friends with a member of the Zhen- 
tarim named Ziraj, who saved Fala's life. He visits Fala 
from time to time, and Fala has set aside a room for him 
on the second door 
Fala is a druid, with these changes: 

* Fala is chaotic good. 

* Fala has these racial traits: Fala has advantage on 
saving throws against being charmed, and magic eant 
put Fala to sleep* Fala has a walking speed of 35 feet 
and darkvision out to a range of 60 feet. Fala speaks 
Common, Druidic, and Elvish. 

Services 

In addition to nonmagical herbal remedies. Fala sells 
potions of the types listed in the Fala T s Potions table* 
Fala keeps ld6 vials of eaeh potion in locked cabinets 
behind the shop counter. 


Fala 1 * Potions 

Potion Cost 

Potion of anima! frtendship 125 gp 

Potion ofdimhing 50 gp 

Potion ofgreater healing 250 gp 

Potion ofheating 50 gp 

Potion of wqUt breathing 250 gp 


T5. Tiger’s Eye_ 

This private detective ! s business is unrernarkable on 
the outside, its only distinguishing mark an orange- 
and-black sign featuring a eat‘s eyes. Inside is a regal 
apartment dimly Iit by flickering oil lamps, The door is 
locked, and visitors must knock or ring the be,ll before 
being let in. 

They are met by Vincent Trench, a human detective 
and the owner of the TigeFs Eye, He speaks concisely, 
dresses in a sharp suit, and smokes a slim pipe. Vincent 
is in fact a rakshasa named Valantajar that always casts 
dssguise selfon itsdf before seeing visitors* The rak- 
shasa has ltved in Waterdeep foryears, switching iden- 
tities as often as needed to keep its true nature hiden. 

It has grown accustomed to Hving among mortals and, 
tnuch to its own astonishment, is rather fond of Water¬ 
deep and its citizens. 

Services 

Trench can dbcover any secret in Waterdeep, for a fee* 
Use your judgment when pricing its Services; 50 gp is 
sufficient for most investigations, but if the characters 
want to learn secrets relati ng to the major antagonists 
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of this adventure* * the rakshasa might require a Service 
in payment, such as slaying enormes that are hunting it, 
posting advertisements for its business in their tavern, 
or keeping tabs on someone Vincent has been hired 
to spy on. 

T6. Book Wyrm’s Treasure 


The front of this bookstore is adorned wkh a charming 
sign of a gold dragon curled around a treasure board 
ofbooks and scrolls. Inside, the shop is decorated with 
beautiful hardwood, and the earthy scent of old books 
permeates the air. The library filis two filoors of this 
three-story building, and it somehow seems to contain 
more shelves than the building should be abie to hoid. 

The shop is managed by a short dragonborn of gold 
dragon ancestry named Rishaal the Page-Turner. who 
lives on the third floar. Rishaal, a member of the Watch- 
ful Order of Magists and Protectors, is a mage, with 
these changes: 

• Rishaal is neutra!, 

* He has these racial traits; He can use his action to ex- 
hale a 15-foot cone of fire (but can’t do this again until 
he iinishes a short or long rest); each creature in the 
cone must make a DC 10 Dexterity saving throw, tak- 
ing 2d6 fire damage on a failed save, or half as much 
damage on a successful one, He has resistance to fire 
damage. He speaks Common, Draconic, Dwarvish, 
and Elvish. 


Services 

The shop contains books of ali sorts. In addition, Rish- 
aal has a small collectiori of spellbooks and allows 
wizards to copy spdls from them at the cost listed in the 
Spells for Sale table. He can scribe any of these spdls 
as a spe// scroH but charges twice the listed cost for 
this Service. 

Srells for Sale 

Speil Cost per Spell 

Comprehend languages, detect magic , 25 gp 

featherfaif, findfamlliar, mage armor , 

magk missile, shield , unseen servant 

Arcane hck , continua!fame, darkvision, 75 gp 

invisibility, magic mapon, misty step, rape 

trick t suggestion 

Clairvoyance, counterspell, dispel magic, 150 gp 

fireball f fiy t nondetection, water hreathing 

Arcane eye, fabricate, greater invisibslity, 300 gp 

ice storm f locate creature, poiymorph 

Sf’gby'5 hand, cone ofcold T modify memory 750 gp 

T7. Sewer Access 

At the east end of Trollskull Alley is a removable metal 
grate that covers an opemng, Below the grate, a ladder 
descends 20 feet into the Waterdeep sewer system. 
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JOINING FACTIONS 

Word begins to spread throughout Waterdeep that a 
group of adventurers helped Volothamp Geddarm and 
rescued Renaer Neverember, Within days, faction rep- 
resentatives begln to approach the characters and try 
to recruit them. This book’s introduction describes the 
various factions and what they look for in recruits. The 
characters need not all join the same faction, and some 
might not wanl io join a faction at all. 

A character who beiongs to a faction is given a missio n 
upon gaining a level, from 2nd through 5th level. Com¬ 
pleti ng the mission increases that member s renown in 
the faction. Other characters who aren't faction mem¬ 
bers can assist in the missiones completion. A character 
who beiongs to a faction other than the Lords’ Alliance 
can turn down a mission without consequence, 

Each faction has a representative who serves as its 
primary contact. This NPC delivers mission briefings 
and dispenses the tangible rewards for completing a 

Bregan D'aerthe Missions 

Party Level Mission Bdef 

Znd ‘Td iike you to steal a silk handkerchief from a 
Waterdavian noble and give it to a tiefting girl 
who lives in a crate at the oorner of Net Street 
and Dock Street, by the wharfi" 

3rd “This mission is so easy, a gang of Street ur- 
chins could puJt it off, I want you to deliver an 
expos£ to Gaxty Rudderbust, the publisher of a 
bcal broadsheet called The Waterdeep Wazoo , 
without his knowing who wrote it or where it 
came from, Youll find his office at the corner 
of Irnmar Street and Stallion Street, in the 
North Ward. Leave the story on his desk. M 

4th “We Ve captu red a member of the Xanathar 

Guild, and l f d like you to guard him for three 
nights until I or another member of Bregan 
D'aerthe reclaims him. You'11 find him trapped 
in your basement" 


5th “We have a spy deep within Xanathar’s orga- 
nization, but I fear he has been compromised 
It breaks my heart to do this, but l a m sending 
you to eliminate him, Make it quick and patn- 
less, and for Lolth r s sake, be discreet/' 


mission. An increase in renown quickly follows, The 
missions and the manner in which they can be corre 
pleted are described in the tables throughout this see- 
tion* You can use missions from these tables or replace 
any of them with ones of your own creation. 

If a mission ends in failure, the characters can try 
again after 24 hours T unless the failure has create d cir¬ 
cumsta nces where doing so is impossible. 

Br egan D’ aert he_ 

If one or more characters are drow, Jarlaxle Baenre has 
his lieutenants, three drow gunsfingers, shadow these 
potentia! new recruits while keeping a safe distance, 
FelYekt Lafeen and Krebbyg MasqTyr watch the char¬ 
acters at night, and Soluun Xibrindas watches them 
during the day (doing his best to stay out of the sunlight), 
See appendix B for details on these lieutenants* 
Characters who have a passive Wlsdom (Perception) 
score of 18 or higher see fleeting glimpses of the drow 
spies over a period of several days and can, with a suc- 

Mission Requirements and Reward 

Finding a noble isn't hard. but snatchirrg one J s handkerchief without 
being detetted requires a successful DC 12 Dexterity (Sleight of 
Hand) check. One can also convince a noble to surrender it with 
a successful DC 12 Charisma (Deeeptbn, Intimidatbn, or Persua- 
slon) check. The tiefllng girl in the crate thanks the characters for 
the hanky. Reward: Each Bregan D aerthe character gains 1 renown. 
Jarlaxle has wntten an expose on devii worship among unnamed 
Waterdavtan noble families. The story mentions orgies and secret 
deah happening behind closed doors. (Jarlaxle never passes up a 
chance to rattle the nobtllty and sow politica! unrest) A character 
can break into Gaxly s office while it r s closed, either during lunch 
hour or after hours. Getting in and out without being seen requires 
two successful DC 15 Dexterity (Stealth) checks, and getting past 
a locked door requires a successful DC 10 Dexterity check using 
thieves' tools (or a knock spell or similar magic). Reward: Each Bre¬ 
gan D f aerthe character gains 1 renown. 

Characters who search the basement of their Trollskull Alley tavern 
find Ott Steeltoes (see appendix B) bound by iron bands ofBHarro , 
How he got there is anyone’s guess; even he doesn't know, On the 
first night t Xanathar sends a gang of six bugbears to attack the tav¬ 
ern and rescue Ott. If the characters have moved Ott elsewhere, the 
bugbears attack the tavern anyway. On the second night, four mem¬ 
bers of the Dungsweepers 1 Guild (tommoners) with Inteflect de- 
vourers in their skufls visit the tavern. They order drinks and scope 
out the tavern, attacking if they find Ott or leaving if they don r t. On 
the third night, a beholder zombie attacks. After the third attack, Ott 
disappears as mysteriousiy as he arrived, along with the iran bands 
of Silano. Reward: Each Bregan Daerthe character gains 2 renown. 
Jarlaxle identifies the traitoras a drow mage named Nari Xibrindas 
(see appendix B) and furnishes the characters with a route to Xana- 
thar J s lair through underground passageways. (Xanathar 5 s lair is de¬ 
scribed in chapter 5. Characters who folbw Jarlaxle s route arrive at 
area XI.) Reward: Each Bregan D'aerthe character gains 2 renown. 
Each party member who contributes to the mission receives a tro^ 
phy bearing a gold statuette of Jarfaxle (worth 250 gp). 
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cessful DC 15 Wisdora (Insight) check, ascertain that 
these sptes are paying particular attentiori to the activi- 
ties of the drow party members. 

JARLAXLE Baenre 

If the party reports the drow io the City Watch. Jarlaxle 
ends the surveil lance and breaks off ali contact with the 
characters for the time being. 

On the Gther hand, if the characters try to confront 
the drow spies, they avoid contact but leave behind a 
black eye paich as a calling card* The next day, Jarlaxle 
Baenre (see appendix B) shovvs up at the party s 
headquarters, using his hat of disguise to appear as a 
haberdasher namedJ.B. Nevercott, In this guise t he 
asks to speak privately with drow characters who he 
thinks might make suitable Bregan Daerthe recruits. 
Only drow are given serious considerat ion, but Jarlaxle 
doesnV care if they Ve male or female. As a test, he offers 
them their hrst mission. 

Jarlaxle is a consummate actor who never lets down 
his guard. Even if the characters discern his true iden- 
tity, he never admlte to being anything other than what 
he pretends to be. 


Emerald Enclave Missions 

Party Level Missron Brief 

2nd "Outlying farms are being terrorized by a 

searecrow come to life. It has slaughtered live- 
stock, chased horses f and spooked farmers. 

No people have been killed as yet, so the City 
Guard is draggrng its heeis. Something must 
be done!’ 1 

3rd IF Sir Ambrose Everdawn, a grizzled old Cham¬ 
pion of Kelemvor, has offered to help the City 
Guard catch a necromancer who's stealing 
bones from the City of the Dead and animating 
them as sketetons. 5ir Ambrose could use your 
help, ifyouVe nottoo busy," 


4th "DoppeEgangers threaten the balance of power 
in Waterdeep. Rumor has it a group of them 
are hiding in the Yawning PortaL Root them 
out and rid the dty of them if you can. T ' 

Sth "The Xanathar Guild is releasing monsters 
to distract the City Watch and the City Guard 
while its members sttr up trouble elsewhere, 
The authorities are having trouble catching 
and killrng a flying horror known as a greII. 

This aberration was latest seen snatching up 
an old woman in the Dock Ward. Unless we 
intervene a she won't be the last." 


Emerald Enclave 

The Emerald Enclave takes an interest in characters 
who seek to preserve the balance within Waterdeep 
(partioularly clerics of nature, druids, and rangers). Any 
such character is visited by a white eat that speaks the 
following message in a melodious male voicer 

'Interested En joinsng the Emerald Enclave? Come meet 
us at Phaulkonmere in the Southern Ward." 

The cat is an ordinary animal upon which an animal 
mcsscngcr spell was cast It dashes away after deliver- 
ing its invitation. 

Melannor Fellbranch 
The characters' main contact in the Emerald Enclave 
is Melannor Fellbranch, the friendly but humorless 
groundskeeper of Fhao Ikon mere, a compound located 
one block south of Kolat Towers (see chapter 8)* Phaub 
konmere is owned by the Tarm and Phaulkon noble 
families. Melannor delivers missions by way of animal 
messenger spells and is partial to using cats and pi- 
geons as eouriers. Ile quickly assigns new members 
their first mission. 

Mission Requirements and Reward 

Not one but three scarecrows are terrorizing Underdiff. One wears 
a sackdoth hood, another has a rotting pumpkin head, and the 
third is covered with a threadbare blanket Characters who camp in 
a field for the better part of a day or night have a 10 percent chance 
of encountering one of the scarecrows. The attacks continue until 
all three scarecrows are destroyed. Reward; Each Emerald Enclave 
character gains 1 renown for ending the threat 
ConvincEng Ambrose Everdawn (LG male human Tethyrian knight} 
that the party intends to help requires a successful DC 13 Charisma 
(Persuasion) check If the check succeeds, Sir Ambrose asks the 
party to patrol the Southern half of the cemetery for ten consecutive 
nights while he patrds the north haif. The characters have a cumu- 
lative 10 percent chance each night of encountering six skeletons, 
but there’s no sign of the necromancer who animated them. Once 
the skeletons are destroyed, no furtber encounters occur. After a 
tenday, Sir Ambrose releases the characters from Service. Reward: 
Each Emerald Enclave character gains 1 renown. Each party mem- 
ber who patrolled the cemetery for all ten nights receives 100 gp. 
The characters need to confront "Bonnie 1 ' the doppelganger and, 
with a successful DC 15 Charisma {Intrmidation or Persuasion) 
check, convince her to leave Waterdeep and take her gang with her. 
Reward: Each Emeratd Enclave character gains 2 renown. 

Locating the grell requires a successful DC IS Intelligence (Inves- 
tigation) check followed by a successful DC IS Wisdom (Survival) 
check. Each check, whether successful or not, represents 1 hour of 
gathering Information or tracking spoor. In fact, there are two grells. 
One grell tries to flee if the other is killed. Reward: Each Emerald 
Enclave character gains 2 renown. jeryth bestows a charm ofhero- 
ism (see ‘Supernatural Gifts" in chapter 7 ofthe Dungeorr Mastefs 
Guide} on each party member who heiped slay the grells. 
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Melannor is a half-df druid, with these ohanges; 

* Mela n nor is chaotic good* 

* He has these radal traits: He has advantage on saving 
throws againsl being charmed, and magic carTt put 
him to sleep. He has darkvision out to a range of 60 
feet, He speaks Common and Elvish. 

Jeryth Phaulkon 

When the characters arrive at Phaul konmere for the 
first time, Melannor introduces them to the lady of the 
estate: a noblewoman-turned-demigod and Chosen of 
Mielikki named Jeryth Phaulkon* Jeryth, the only merre 
ber of her family who currently resides at Phau 1 kon¬ 
mere, manifests as a disembodied female voice that can 
be heard by anyone in the villa gardens. She offers mem- 
bership in the enclave and bestows on each new mem¬ 
ber a charm of restoration (see “Super natura! Gifts" in 
chapter 7 of the Dungeon Master's Guidef Jeryth also of¬ 
fers Phau] konmere as a safe haven for enclave members 
and their friends. 

In her disembodied state, Jeryth eant be hamied* If 
the need anses, jeryth can cast any spell on the druid 

Force Grey (Cray Hands) Missions 

Party Level Mission Brief 

2nd “Seek out Hiarn, a monk who lives in a cave on 
the side of Mount Waterdeep. Ask him what 
He f s heard about threats to the dty, but try not 
to annoy him or overstay your welcome.” 


3rd “A yotmg bronze dragon has taken up resi¬ 

dente in Deepwater Harbor. It startled a few 
satlors recently but hasn r t hurt anyone. Con- 
front the dragon and tearn its intentioris/’ 


4th "A member of Force Grey has been act- 
ing strangely of late. His na me is Meioon 
Wardragon, and his happy-go-lucky demeanor 
has soured. He's been hanging around the 
Yawning Portal more than usual. Observe him 
for a tenday, then report back to me." 


5th “Xanathar is using intdlect devourers to 

takecontro! of Waterdavians in key posittons 
throughout the dty. We must deal with this 
problem atonce, Infiltrate Xanathar’s lair and 
destroy whatever is responsibte for creatmg 
these creatu res.” 


spdl list. She uses her spells in defense of her estate 
and its beautiful gardens. A member of the Emerald 
Enclave can petition Jeryth to cast a spell, which she 
is happy to do if that characteri renown in the enclave 
equals or exceeds the spelTs level. 

Force Grey (Gray Hands) 

The Blackstaff, Vajra Safahr (see appendix B). is friends 
with Renaer Neverember, and word of his rescue quickly 
reaches her ears. She uses a sending spell to deiiver the 
following short message to one of the characters: 

"I am Vajra Safahr, the Blackstaff Come to Blackstaff 
Tower in the Castle Ward at once, Bnng your friends/ 3 

Despite her insistent tone, Vajra doesrft take offense 
if the character refuses her invitation, A day later, she 
casts another sending spell and reaches out to a dib 
ferent party member. If she is refused a second time, 
she doesirt contact the party agam until the characters 
gain a level. 


Mission Requirements and Reward 

These who climb the mountainside to reach the cave must succeed 
on a DC 12 Constitution saving throw or arrive with ld4 levels of 
exhaustion. Trylng to get Hlam (see appendix B) to share informa- 
tion requires a DC 12 Charisma (Persuasion) check. If the check 
sutceeds, he telis the characters, ‘ H Evil's twin hides its Face for now, 
Expect that to change before winter’s end/' (This is an oblique ref- 
erence to Manshoon.) The characters can descend the mountain 
safely. Reward: Each Gray Hand character gains 1 renown. 

Vajra gives each character a potion of water breathing to complete 
this msssion. They find a young bronze dragon, Zelifarn, swlmming 
around a barnacle-covered shipwreck at the bottom of the deep 
harboc The friendly dragon tries to coax as much treasure as it can 
from the characters. Those who converse with Zelifarn can make a 
DC 13 Wisdom (Insight) check. A sutcessful check reveais that the 
dragon poses no danger to Waterdeep. If no one succeeds on the 
check, the dragon f s true mtentions can't be gleaned. Reward: Each 
Gray Hand character gains 1 renown, 

Characters can befnend Meioon Wardragon (see appendix B) or 
watch him from afar, Each day at dawn, Meioon engages En a tele- 
pathic contest of wills with hts magic axe, Azuredge (see appendix 
A), before leaving his room at the Yawning Portal. The axe wants 
a new wielder, but Meioon refuses to part with it, Characters who 
observe Meioon during this exchange can ascertain what s going on 
with a successful DC 15 Wisdom (Insight) check. Reward: Each Cray 
Hand character gains 2 renown. If the characters rid Meioon of the 
intellect devourer in hts skul! r Vajra gives the party a wand of secrete, 
The characters must slay Nihiloor the mind ftayer (see appendix 8). 
They can stake out a Xanathar Guild hideout (see chapter 1) and 
wait for Nihiloor to show up there, or confront the mind fiayer in 
Xanathads lair (see chapter 5). Reward: Each Gray Hand character 
gains 2 renown, Every character who participated in the raid re- 
ceives a potion of resistance. In addition, Vajra covers the cost of any 
rahe dead spells needed to bring back dead characters. 
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Vajra Safahr 

Blackstaff Tower ts a fortress and a wizard training 
academy ali in one. From here, Vajra Safahr watches 
over the city and asserts herself as Blackstaff, Scnding 
spells are her preferred way of commumcating with her 
operatives. 

Vajra offers the charaeters membership in the Gray 
Hands, a private security force under her command. She 
doles out missions designed to tax the charaeters' re- 
sources and test their loyalty to Waterdeep, Charaeters 
who complete these mbsions won f t gain enough renown 
to join Force Grey yet, but they will gain somethmg 
valuable: the BlackstafFs patronage, Vajra continues to 
take an interest in their adventuring careers, helping out 
when she can. 

Harper Missions 

Party Level Mission Brief 

2nd "One of the drays working in the dty is pulled 
by a talking mare named Maxeene. Locate 
her, find out if she's learned the identity of any 
Zhent operatives, and ifso, determine their 
whereabouts." 


3rd "Uza Solizepb is an old woman who sells 

books out of a narrow three-story buitding on 
Sorn Street in the Trades Ward. She daims to 
have trapped a monster in her shop and fears 
for the wdfare of he r books and her cat The 
City Watch isnT ISkelyto lend a hand f given 
Uza's propensity for tali tales, but the Harp- 
ers owe her a favor. You'11 find her sobbing at 
FeEzoun r s folly, a tavern on the comer of Sorn 
Street and Salabar Street Make haste!" 

4th u One of our members, Mattrim Mereg, has 

allied himselfwitha gang of doppelgangers 
and believes the Harpers should recruit them. 
We need an unbiased opinion. Track down and 
speak with eaeb of the doppelgangers, and 
gauge their trustworthinessT 

5th "Lady Remallia Haventree is hosting a party at 
House Ulbrinter, her villa on Delzorin Street, 
located between Vhezoar Street and Brondar's 
Way in the North Ward, We have reason to 
suspect that drow spies have infiltrated the 
guest list. Attend the party and root out the 
disgulsed drow. Dress sharply/ 1 


Harpers 

The Harpers approach good-aligned charaeters who 
show promise as spies. One such character receives 
the foilowing message, written on a paper bird (see 
appendix A): 

"Renaer telis us you are a good bet. He bought you 
tickets to the opera tonight at the Lightsinger Theater 
in the Sea Ward. If you are interested, meet Mirt at 
intermission. Private Box C. Formal attire is required for 
admittance," 


Mission Requirements and Reward 

Charaeters can find Maxeene, a draft horse with an Intelligence 
scoreoflO, with a successful DC 13 Intelligence (Investigation) 
check. Maxeene speaks Common, and charaeters must try to com 
vtnee her that theyYe Harpers by making a OC 13 Charisma (Persua- 
sion) check. If the check succeeds, the horse recalls giving a ride to 
a sun elf and his halhorc bodyguard two days ago; she picked them 
up at an intersection (she doesn't recall which one) and dropped 
them oflr at the Yawning Portal. They talked about hiring spies to 
root out Xanathar Guild hideouts in the city. Maxeene 5 s descriptEons 
of the passengers mateh the appearances of Davii Starsong and 
Yagra Stonefist. Reward: Each Harper character gains 1 renown. 

Uza (LC female human Mulan commoner) describes the threat as a 
"rraonstrous orb of many eyes pl that chased her cat r Fillipa, Ento the 
shop. The monster is, in fact a gazer (see appendix B), If the char- 
acters met a gazer in chapter 1, they know what theyYe up against. 
Uza lends them the keys to the front and back doors of her shop. 
Charaeters find the interior in shambles and hear a cat meowing 
on the third floor. The sounds are coming from the gazer, which ts 
hunting Filiipa. The cat has so far eluded the nasty little predator. 
Reward: Each Harper character gains 1 renown if the gazer is de- 
feated. Uza also gives the party a used spellbook contaEning four 
Ist-level and three 2nddevel wizard spells. 

The charaeters must speak with five doppelgangers, starting with 
their leader, "BonnieT who works at the Yawning Portal. She needs 
a few days to round up the other doppelgangers, who agree to meet 
at the tavern in human guises. Charaeters must interview each 
doppelganger and succeed on a DC 16 Wisdom (Insight) check to 
ascertaln its trustworthiness, Only "Bonnie* 1 is trustworthy. Reward: 
Each Harper character gains 2 renown. Every contributing party 
member receives 50 gp, 

Remalita Haventree (see appendix B) knows of the mission, but it f s 
not revealed to the charaeters that she n s a Harper. There's one drow 
spy in attendance: Jarlaxle Baenre (see appendix B}. He uses his hat 
of disguise to appear as a young actor from Luskan named Erystian 
Demarne. A successful DC 24 Wisdom (Insight) check is needed 
to out Jarlaxle. Impressed by the perceptive adventurers, he thanks 
Lady Haventree for an entertaining evening and dashes off, but 
not without first tipping his hat to the character or charaeters who 
exposed him. Reward: Each Harper character gains 2 renown, Every 
party member who attended the party receives 200 gp. 
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Enclosed are tickets for the eatire party to The Fall 
ofTiamah an opera sung in Giant descrifomg the evil 
dragon queens defeat at the Well of Dragons. 

Mirt 

If any of the characters join the Harpers, Mirt (see ap¬ 
pendix B) becomes their main Harper eontact through- 
out the adventure. 

Lightsinger Theater is a high-end establishment lo- 
cated in the Castle Ward, If the characters meet Mirt 
in his private box during the opera’s intermission, he 
describes the Harpers and offers memhership to eligi- 
ble characters. Characters who accept receive a silver 
pin of a harp within a crescent moom along with their 
first mission (see the Harpers Missions table). Mirt 
also telis them that if they ever need to speak with him 
directly, they are welcome to visit his manor in the Sea 
Ward. If the characters do visit Mirts manor, there T s a 
90 percent chance that Mirt isrft home and no one an- 
swers the door 


Lords' Alliance Missions 

Party Level Mission Brief 

2nd "A gang war is causing unrest throughout the 
city, We have offered protection to members 
of the Durtgsweepers' GuiJd r and you have 
been assigned to protect a group of them. 

Meet them at the Muleskull Tavern, on Ship 
Street in the Dock Ward, at sex bells and guard 
them whtle they work. Do this every day for a 
tenday” 

3rd "Harko Swornhold, an evil adventarer who was 
exiled three years ago for attempting to bribe a 
city magistrate, has returned to Waterdeep ille- 
gally. We think the Xanathar Guild is using him 
to incite violence. He was last seen recruiting 
kenku in the Dock Ward, Find him and quietly 
put him to the sword." 

4th 'The Zhents are courting a Red Wizard of Thay 
named Esloon Bezant, trying to add his gang 
ofthugs to their ranks, AH we know about him 
is that he fled his homeland a few years back 
and is too smart to get caught doing anything 
illegal. He and hts gang of bullies prow! the 
Dock Ward, Scuttfe the deal, and do it fast! M 

5th "The City Watch is overwhelmed by the recent 
surge in violence and needs our help. We have 
reports of an assassin prowling the rooftops, 
picking off targets with arrows and alarming 
Cltizens. My sources say he goes to ground 
somewhere near Trollskull Alley. Find him, 
alert the City Watch to his whereabouts, and 
aid in his arrest if you can, Dorrt kill him, since 
dotng that could escalate the violence further H 


Lor ds’ Alliance _ 

Characters who place the security of the city and the 
realm ahead of their own interests are invited to join 
this faction, Potential recruits must be residents of 
Waterdeep. 

Jalester Silvermane 

The characters’ primary contact is Jalester Silvermane 
(see appendix B) t a fteld agent who reports to Open Lord 
Laeral Silverhand, Jalester spends much of his time in 
the Yawning PortaI and other taverns that adventurers 
are known to frequent, 

Jalester offers memhership in the Lords’ Alliance to 
those who qualify, Members are expected to complete 
whatever missions are assigned to them in a timely, pro- 
fessional manner. Refusing to accept or complete a mis¬ 
sion can resuit in suspension or dismissah An alliance 
member who is suspended receives no alliance missions 
until the suspension ends f while dismissal from the 
alliance means a loss of membership and the loss of ali 
renown in the faction. 


Mission Requirements and Reward 

Each morning, the characters meet with a team of four dungsweep- 
ers (commoners) and head to the Trades Ward, where the sweepers 
spend the day cleaning up waste tn the streets. IVs boring work. 

On the ninth day, around highsun, a carrion crawler emerges from 
a nearby alley, pursued by two City Watch guards, The characters 
can help slay the carrion crawler, which came up from the sewers. 
Reward: Each Lords' Alliance character gains 1 renown. 

Whichever character ieads the search must succeed on three DC 
14 Intelligence (investigation) checks before gaining three failures, 
with each check representing 8 hours of investigation, Other char¬ 
acters can assist, granting advantage on the checks. Harko (bandit 
captain) has two kenku companions that hght by his side. Reward: 
Each Lords' Alliance character gains 1 renown. 

The characters can create a rift between the Zhentarim and Es- 
loon 5 s gang by sowing rumors of betrayaf. They must spend 25 gp 
in bribes and succeed on a DC 16 Charisma (Deception or Persua- 
ston) check, Conversely, they can confront Esloon Bezant (LE male 
Thayan human mage) and his gang of five thugs and either defeat 
them or bribe them with at ieast 500 gp, Reward: Each Lords' Alli¬ 
ance character gains 2 renown, The characters can also deprive Es¬ 
loon of his spellbook, which contains ali the spells he has prepared, 
Whichever character Ieads the hunt must succeed on three DC 18 
Intelligence (Investigation) checks before gaining three failures, 
with each check representing 8 hours of investigation. Other char¬ 
acters can assTSt, granting advantage on the checks. If the search 
succeeds, characters comer the assassin, Ziraj the Hunter (see ap¬ 
pendix B), in the greenhouse of Corellon r s Crown in Trollskull Alley 
(area T4). Ziraj surrenders to the City Watch without a fight, believ- 
ing that his fellow Zhents will find a way to free him. Reward: Each 
Lords' Alliance character gains 2 renown. Every character who aids 
in Ziraj's capture receives 50 gp. 
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OrDER O F TH E GaUNTLET 

The Order of the Gauntlet looks for members who seek 
to fight evil in ali its forms* Adventurers who worship 
Helin, Torm, or Tyr are espedally sought after, 

Sav&a Belabranta 

If the party includes one or more likely recrtiils, Savra 
Belabranta (NG femalc Tethyrian human knight) visits 
the characters’ residence and invites them to the Halls 
ofjustice, the temple of Tyr (located west of the Market 
in the Castle Ward), where they can be sworn into the 
order* The swearing-in ceremony involves the recitation 
of an oath to find and destroy evil in ali its forms, The 
oath is spoken while every candidate wears a silver 
gauntlet (a Symbol of the order)* After the ceremony, 
Savra gives new recruits their first mission, 

The Belabrantas are a Waterdavian noble family that 
raises griffons for the Griffon Cavalry, Savra is trying to 
regain her honor by serving Tyr, thus atoning for the evil 
acts she committed as a member of an evil elemental 

Order of the Gauntlet Missions 

Party Level Mission Brief 

2nd fc, We hear that the Zhents are paying gangs in 
the Fteid Ward to attack suspected Xanathar 
GulId members. FEghts are breakrng out in the 
ward daily* Stop a fight before it happens. We 
need to send a message to these thugs that 
further altercations won r t be toierated/ 1 

3fd "A notorious thief called the Black Viper f long 

thought dead, has apparently returned to 
Waterdeep. She has already robbed at least 
a dozen noble estates* No one knows her 
identity because she wears a mask, but it was 
reported in The Waterdeep Wazoo that she’s 
a noble* Find out what else the broadsheeVs 

publisher knows about her and report back to 

_ » 
me, 

4th "Guards at the Endshift Tavern, located on 
Endshift Street in the Field Ward, are being 
robbed nightly, and the innkeeper says he s 
seen giant rats prowling around the back al- 
leys. Sounds dull, but it's a plea for help that 
we can J t ignoret 

5th "I just received a report that spined deviis are 

terrorizing citizens in Twelvedog Court, in the 
Fietd Ward. Come, let us slay thern together 
and find their evil summonerE f ' 


cult called the Howling Hatred Savra’s sms are irrele- 
vant to this adventure, but you can learn more about her 
past in Princes of the Apocalypse. Whenever she has a 
mission for the characters, she communicat es the mis* 
sive to them herself. 

Zh enta rim 

The Doom Raiders try to contact evii-aligned or morally 
ambiguous characters. A flying snake with a parchment 
tied about its body visits one character in the dead of 
night. The message reads: 

,J Want to be part of something brg? Speak to DavEI Star- 
song at the Yawning PortaL" 

If the characters seek out Davil, Yagra Stonefist 
(see ‘Tamiliar Faces,” page 20) greets them and 
teads interested parties to a table in the center of the 
Yawning PortaTs taproom, where her boss waits with 
drink in hand. 


Mission Requirements and Reward 

The characters must visit the Field Ward and, as a fight threatens 
to breakout, make three successful DC 12 Charisma (Inttmidation) 
checks before fatling three checks, or else defeat four thugs (pref- 
erably wrthout killing them) to disperse the would-be brawlers, 
Reward: Each Order of the Gauntlet character gains 1 renown, 

The characters can meet with Gaxly Rudderbust (INI male llluskan 
human commoner), the publisher of The Waterdeep Wazoo, and 
either succeed on a DC 12 Charisma (Intimidation or Persuasion) 
check or bribe him with at least 50 gp. Ifthey do so, Gaxly shares 
his suspicions that the Black Viper is the secret, evil twin sister of 
Ammalia Cassatanter (see appendix B), and that she wears a mask 
to hide a disfigurement. Interviewing the Cassalanters at their villa 
(see chapter 6) or conducting a day-long investigation and succeed- 
ing on a DC 15 Intelligence (Investigation) check reveals that no 
such person exists. Reward: Each Order ofthe Gauntlet character 
gains 1 renown for reporting what Gaxly said. 

The inn is being harassed by the Shard Shunners, a gang of haffling 
wererats, because the innkeeper’5 guards once threatened a gang 
member. To end the harassment, the characters must defeat three 
wererats or scare them ofiFwith a successful DC 17 Charisma (Intim¬ 
idation) check. Reward: Each Order of the Gauntlet character gains 
2 renown and receives a potion ofhealmg, 

The characters must Help Savra defeat five spined deviis, which 
have locals pinned down In nearby buildings. Right afterward, Gy- 
sheer Omfreys (LE female Tethyrian human cult fanatic) emerges 
from an alley and attacks Savra, Cysheer is an overzealous member 
of a devil-worshiping cult led by Victoro Cassalanter (see appendix 
B), Savra tries to subdue and questfon her, but only magica! com- 
pulsion can force her to implicate Victoro, Since devii worship isn t 
illegal in Waterdeep, Savra has no grounds to stir up trouble with 
the Cassalanters, and she advises characters not to do so, either. 
Reward: Each Order of the Gauntlet character gains 2 renown. Every 
character who took part receives a potion ofgreater heating. 


CHAFTER 2 I TROLLSKULL ALLEY 







Davil Starsgng 

Davil Starsong (see appendix B) is the characters* 

primary contact in the Black NetWork, at least initially. 

Over drinks, he shares the following Information: 

- Davi! is a retired adventurer, He and his adventunog 
companionsjoined the Zhentarim a fcwyears back, 
They help people in need. (More specifically, they pro¬ 
vide loans, mercenaries, and other Services.) 

• Another Black NetWork gang has recently infiltrated 
the city and tried to take over the Xanathar Guiid. 
Thev failed, setting off a war in the streets, Davil and 

Zhentarim Missions 

Party Level Mission Bnef 

2nd "Someone is killing elfand half-df sailors in 
the Dock Ward—three dead so far, each one 
decapitated by a blade in the dead of night. 
Look into it, will you? Methinks the City Watch 
could use a little help." 


3rd M There’s a shop in the Trades Ward calfed 

Weirdbottle r s Concoctions. The gnome who 
runs it es a friend of ours named Skeemo. He's 
made some potions ofmind reoding for a Client. 
Pick up the potions and deiiver them to the 
God Catcher, one of the enormous statues in 
the Castle Ward. Gtve the potions to the lady in 
the purple doak, and keep the tip" 

4th <4 Waterdeep's ricbest halfling family, the 

Snobeedles, is offering 500 gold pieces for in- 
formation leading to the safe return of a mSss- 
ing family member named Dasher Snobeedle. 
Thase dragons sure would look good in our 
coffersi Investigate and see what you can 
learn, but dorVt get in any trouble, The City 
Watch already has it out for usT 


5th "Skeemo Weirdbottle has betrayed usi The lit¬ 
tle worm has been feeding Information to our 
enernies. He must be eliminated. Make it look 
like an accident." 


his colleagues want to end the violenee and restore 
the pe ac e. 

Davil offers membership in the faction to interested 
characters, then assigns them thesr first mission (see 
the Zhentarim Missions table). Sobsequent mission 
briefings are written on scrolls and delivered by 0y- 
iiig snakes. 

Tashlyn Yafeera 

Alter the characters complete two missions for Davil, 
he is arrested by the City Watch and held in Castle Wa- 
terdeep while he waits to be questioned by the Lords 

Mission Requirements and Rewatd 

Characters who spend three consecutive nights loitering around 
the docks spot Heldar. a drunk half-eif sailor (bandft), leaving the 
Muleskull Tavern (on Ship Street in the Dock Ward). Characters who 
fdlow Heldar can save him from Soluun Xibrindas, a renegade drow 
gunslinger (see appende B). Soluun hides in the shadows, blade 
efrawn, waiti ng for the half-elf to stumble by. Spottrng him before 
he strikes requires a successful DC IS Wisdom (Perteption) check. 
Soluun ffees if reduced to haIIhis hit points or fewer. Reward: Each 
Zhentarim character gains 1 renown. If Heldar survives 5oluun's 
attack, each character receives 50 gp. 

Skeemo Weirdbottle {see appendix B) has placed four potions of 
poison in a small silk-lined coffer. The potions look, smell, and taste 
like potions of mind reoding. Awaiting ddlvery near the God Catcher 
is Esvele Rosznar, the Black Viper (see appendix B), She wears a 
hooded purple doak and is seated in the back of a hire-coach. She 
exchanges the coffer for a black velvet pouch, then orders her driver 
to depart. The coach delivers Esvele to her estate in the Sea Ward. 
Reword: Each Zhentarim character gains 1 renown. Esvele’s pouch 
contains 15 pp, which the characters can keep. 

Any character who spends at least three days asking pertinent 
questions and pursuing leads in the Southern Ward or the Dock 
Ward can, at the end of that time, make a DC 18 Charisma (Persua- 
sion or Intimidation) check. On a success.the character convinces 
some tighMipped halflings to arrange a meeting with Dasher, The 
meeting \s scheduled to occur at highsun 3n Waymoot the next day, 
Dasher shows up to hear what the characters have to say, but he has 
no intention of going home, He recently joined a gang of halfling 
wererats called the Shard Shunners (so named because they detest 
silver) and has since become a wererat himself (see chapter 1 for 
halfling wererat statistics), The Shard Shunners are his family now. 
Reword: Each Zhentarim character gains 2 renown. 

Skeemo Weirdbottle (see appendix B) managesto stay one step 
ahead of the characters. As they approach his shop, they see him 
ride off in a dray with five other passengers and a drtver (all com- 
moners). If Skeemo realizes he s being followed, he casts f\y and 
takes to the air. If the effect is dispelled or the characters maintain 
pursuit, he casts greater inwsibitity on himself and uses crowds to 
cover his escape, If the characters fail to nab him, he takes refuge 
in KolatTowers {see chapter 8). Reward: Each Zhentarim character 
gains 2 renown if Skeemo is eliminated without Emplicating the 
Black NetWork, In addition, characters who snatch 5keemo T s satchel 
hnd that it holds his spellbook (containing all the spells he has pre- 
pared), a potion of mind reading t and 150 gp in a silk coin purse. 
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of Waterdeep abotit the Black Networks operatioris io 
the city. The characters continue to receive missions, 
but they come from Tashlyn Yafeera (see appendix B). 
Characters first become aware of this chaoge when they 
receive their next mission briefing, since it s written in a 
different haud* * 

If the characters want to speak with Tashlyn directly, 
Yagra can arrange a meeting in the City of the Dead or 
some other quiet place. By the time the characters see 
her, Tashlyn has learned the following Information: 

- The rumored leader of the renegade Zhent faction is 
Urstul Floxin, a known Black NetWork assassin, 

* A warrant has been issued for UrstuFs arrest* but his 
current whereabouts are unknown, Even magica! 
scrying has failed to reveal his location. 

* The botehed kklnapping of Renaer Neverember won"t 
sit well with Urstul. He might try agam. (Tashlyn 
doesnt actually believe this, but she knows that 
Renaer has ties to the Harpers and might share 
Information of interest with the characters.) 

VVeeks after his arrest. Davil is released from cus- 
tody once the Lords of Waterdeep are satisfied that 
neither he nor his associates are responsible for the re- 
cent violence, 

Open for Business? 

If the characters intend to hx up and reopen the tavern 
in Trollskull Alley t they can expect to deal with various 
guilds without whose support the business is likety to 
fail. Repairs to the walls and the roof require the ap- 
proval and oversight of the Carpenters", Roofers", and 
Plaisterers’ Guild. The Cellarers' and Plumbers Guild 
is best equipped to handle the refurbishing of the base- 
ment and plumbing, Clean bedsheets are provided by 
the Launderers' Guild. The streets around the estabhsh- 
ment are kept up by the Dungsweepers’ Guild and the 
Loyal Order of Street Laborers, Meat mu st come from 
the Guild of Butchers: ale and wine from the Vintners', 
Distillers’, and Brewers' Guild; and bread and pastnes 
from the Bakers" Guild. The list goes on, 

The ' Tavern Keeping Expenses” sidebar lists the 
costs that the characters must pay to get their place 
ready for business, as well as the recurring obligations 
they must meet whtle the tavern is open for business. 

Sample Guild Representatives 

Once it becotnes known around the city that the tavern 
in Trollskull Alley is planning to reopen its doors to the 
public, the adventurers receive visita from guild repre¬ 
sentatives interested in the taverns welfarc, This sec- 
tion describes a handful of these representatives. 

Bkoxley Fairkettle 

Fellowship of Innkeepers 

Broxley (LG male strongheart halfling commoner) 
is a lakhback, iaw-abiding halfiing with mutton chops 
and bushy eyebrows, Inns and taverns are few and 
far heiween in the North Ward T so he makes frequent 
visits to the characters" place to see how it T s doing and 
to offer his weli-wishes, If none of the characters are 


members of the guild, he strongly urges them to join 
‘To avoid further harassment." The cost of member- 
ship in the Fellowship of Innkeepers is included in the 
regular expenses outlined in the “Tavern Keeping Ex¬ 
penses 1 sidebar. 

Broxley has long believed the tavern to be haunted and 
is glad to see living souls in it once more. While lament- 
ing the burdens of being a father of nine. he is quick to 
point out that the characters" continued compliance with 
guild rules and regulations makes his rather difficult life 
*‘just a bitty bit easieff' 

Hammond Kraddoc 

Vintners \ Distillers ’ and Brewers' Guild 

Hammond (N male Itluskan human commoner) doesnt 
like adventurers, but he Hkes their coin. This effete, 
well-dressed man is always seen in the company of a 
young scribe, jinny (NG female tiefling commoner), who 
wears spectacles and silently records notes and conver- 
sations in a small book as Hammond speaks, 

Hammond Hkes to stop by in the middle of the month 
to inform the characters of new spirits that the guild has 
to offer, and to give them a list of which ones to push 
hard. To test the extent of their willmgness to cooperate, 
he chastises them for their current selection of bever- 
ages, even if he previouslv sold them those goods. 

JUSTYN RASSK 
Guild of Butchers 

Dead-eyed, slack-jawed justyn (NE male Illuskan hu¬ 
man thug) grew up in the toughest neighborhood in 
the Field Ward and has the scars to prove it. The guild 
doesn f t pay him enough for him to afford a residence in 
the North Ward, and going to that part of the city filis 
his heart with reseniment, He darkens the characters 1 
doorstep once a month to deliver a cartload of chopped 
meat for the taverns larder. Although delivery fees are 
covered by the guild T s monthly dues Justyn always de* 
mands some extra coin for his Service, If the characters 
don t give him a gratuity of at least 3 gp, he says. “Maybe 
next time the meat will be someone you know.” He lets 
the threat hang in the air. then departs. 


Tavern Keeping Expenses 

This sidebar summartzes the one-time payments and 
continuing expenses associated with runnmgthe tavern in 
Trollskull Alley, as well as provlding rules for deterrnming 
how much coin the business makes or loses, 

One-Time Expenses 

* 1,000 gp to renovate the tavern over 12 days 

* 250 gp for guild licenses and contracts (pard up front) 

Regular Expenses 

* 50 gp per tenday for maintenance and wages of hirelings 

* 10 gp per tenday for ali other guild expenses 

Profit or Loss 

At the end of every tenday roll a dlOO + 10 and consuit 
the RunnEng a Business table in chapter 6 of the Dungeon 
Masteds Gulde to determine whether the tavern lost money 
or earned profit If the characters spent coin on promoting 
their business during that tenday, add 1 to the roll for each 
1 gp they spent If the characters ha ve unpaid expenses, 
subtract 1 from the rol3 for each 1 gp they owe. 
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ULKORIA STONEM ARROW 
Watchful Order of Magists and Protectors 

Ulkoria (NG female shield dwarf archmage} has de- 
fended Waterdeep with her magic more times than 
she can recall She s known as “the Gargoyle” because 
her face is frozen in a scowl that frightens adults and 
children aiike, No one knows where she lives, but it’s 
believed to be underground, possibly a cdlar or dungeon 
under one of the cit/s oldest estates, She uses tefeport 
spel]s to enter and leave her home, and she’s never seen 
without her shield guardian close by. 

A litde known fact is that Ulkoria ance owned the 
tavern in Trollskull Alley She soid it to a family of shield 
dwarves, who feli on hard times and sold it to a woman 
who made it into an orphanage, 'Turned out to be a hag 
who was cooking and eating the children,” Ulkoria re- 
calls. The estate passed through severaI more hands in 
the years that followed. Ulkoria hopes the new owners 
make something good of it. 

Anytime she passes through the North Ward, Ulkoria 
stops by the tavern for a drink and to check out the place 
while her shield guardian waits outstde, lf she doesnT 
like what the eharacters have done with the establish- 
ment, she keeps her criticisms to herself The eharacters 
can hire her to cast glyphs ofwarding on the place, for 
which she charges 300 gp apiece. 

Business Rival: Emmek Frewn 

Emmek Frewn, a salty northerner (NE male Illuskan 
coramoner), recently tried to buy the tavern in Trollskuli 
AUey but was outbid by Volothamp Geddarm. Stung by 
the loss, he bought a smaller. less impressive buiidtng 
in the same alley and turned it into a pub, which he calls 
Frewrfs Brews. If you decide to tntroduce Emmek as a 
business rival t choose an unmarked building on map 2T 
to serve as the pub, 

Emmek's family migrated to Waterdeep after its hold- 
ings in Neverwinter were destfoyed by the eruption of 
Mount Hotenow in 1451 DR. The family struggled to 
make ends meet by tanning leather in the Trades Ward. 
After Emmeks parents died, his sisters took over the 
business and bought him out. He never Hked the work 
anyway, and he particularly hated dealing with the 
League of Skinners and Tanners, 

Emmek is on shaky financial footing because he has 
sunk most of his wealth into this latest endeavor. He s 
also in trouble with two of the guilds. First, he tried to 
save coin by flxing the roof himself, in defiance of the 
Carpenters\ Roofers’, and Plaisterers' Guild, Then he of- 
fended a member of the Cellarers and Plumbers’ Guild 
by comparing the dwarf s beard to barnacles on a ship. 

Goals 

Emmek wants his pub to be the most successful tavern 
in the North Ward, and he wants the eharacters' busi¬ 
ness to fail spectacularly. 

Assets 

Emmek is stingy when it comes to certain kinds of ex¬ 
penses and foolish with his com in other ways. He tends 
to spend a lot on big, showy items and cut corners on the 
little amenities. Because he doesnT have much coin to 
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throw around right now T his plan to ruin the eharacters' 
estabhshment begins with borrowing some money, 

Plans 

Emmek secures a 150 gp loan frorn Istrid Horn (see ap¬ 
pendix B), He spends 50 gp for the Services of the Shard 
Shunners, a gang of halfling wererats with which he has 
had nefarious dealings in the past, He pays the halflings 
to hinder the eharacters' efforts while he works fever- 
ishly to manage his own business, 

Four gang members have been assigned to work 
with Emmek; two males named Kelso Fiddlewick and 
Dasher Snoheedle, and two females named Danika Fid¬ 
dlewick (Kelso's younger sister) and Brynn Hilltopple. 
These halflings are wererats, with these changes: 

• Each wererat is Small and has 27 (6d6 + 6) hit points. 

* It has these racial traits: It can move through the 
space of a Medium or larger creature. It has advantage 
on saving throws against being frightened, It speaks 
Common and Halfiing, and it knows thieves* eant. 

Emmeks strategy for ruining the competition and the 
consequences for putting it into action are summarized 
in the table below. 

EmmeiUs Plans 

Element Description 

Event The wererats scope out the eharacters’ tavern in 

halfiing forms and might try to get jobs there. 
Event The wererats piant morsels of food inside the 

eharacters' place and bore tiny holes in the out- 
side walls to attract rats, creating an Infestation. 
Action Emmek spreads rumors that the eharacters' tav¬ 

ern is rat infested, which is why he didnT buy it. 
Apply a -10 pertalty on the next three rofls char- 
acters make on the Running a Business table 
(see 'Tavern Keeping Expenses/' page 41). 

Event The Shard Shunners daim theyVe done enough 

for their coin and demand more. 

Action Emmek pays the wererats another 50 gp to 
creep around the eharacters’ tavern at night 
in hybrid and rat form, carve rat faces into the 
doors of neighbors, and otherwise draw atten- 
tion to themselves, 

Action Emmek convinces several lota! residents to sign 
a letter he has drafted, then dispatehes it to the 
City Watck The letter accuses the eharacters of 
running a front for a guild of wererat thieves and 
urges the Watch to dose their establishment, 

Level Advancement 

In this section of the adventure, the eharacters should 
advance to 3rd level by engaging in faction mis- 
sions P dealing with Emmek Frewn, or partaking in 
self-directed activities. This period of time represents an 
opportunity for the eharacters to make friends and gain 
a reputation (for good or ili) in Trollskull Alley—and in 
Waterdeep itsdf— before the event s of chapter 3 embroil 
them in a greater plot. 






ESIDENTS OF TROLLSKULL ALLEY ARF SHAKEN 
by a loud whoosh, rattling Windows, and the 
screams of eity folk. A fireball spell has just 
detonated in the Street, and the neighborhood 
is thrown into ehaos. As members of the City 
Goard, the City Watch, and the Watchful Order 
of Magisfs and Protectors rash to the scene, 
the characters are afforded a chance to assess the 
damage and investigate further. This incident sets into 
motion the main plot and puts the characters on a colli- 
sion cGurse with those who want to find and daim Lord 
NeverembeFs hidden cache of gold. 

The fireball goes off early in the morning, at a time 
when all the characters are in Troilskull Manor. Read 
aloud the following text to set the scene: 

Windows rattleas the roarof an explosion filis TroNskull 
Alley. Charred bodles and anguished screams fly through 
the air. A thick doud of acrid smoke billows outward 


What’s Happening Here? 

Dalakhar, a rock gnome spy working for Lord Dagult 
Neverember. was on his way to see the characters when 
the fireball went ofT, killing him and ten other people, 
The gnome is important because he was carrying the 
Stone ofGolorr (see appendix A)—the key to finding 
Lord Neverembers hidden cache of gold. 

Hounded by agents of the Zhentarim, the Xanathar 
Guikl, and Bregan D’aerthe, Dalakhar was unable to 
escape From Waterdeep with the artifact, so he planned 
to entrust it to the characters briefly, for sorely the folk 
who rescued Lord Neverember s son could keep it safe 
where he could not. 

By the time the events of this chapter have played 
ouL the Stone ofGolorr has changed hands a few times 
and the characters have learned more about the big pic¬ 
ture—though they stili have a long chase ahead of them. 

ZHENTS CaUGHT IN THE ACT 


from the blast whtch seems to have occurred right out- 
side your door, 

Let the players teli you what their characters are doing 
at this moment and how they react to the explosion. 
Those who want to guess the nature of the explosion 
can, with a successful DC 13 Intelligence (Arcana) 
check, conclude that someone just cast a fireball 
spell outside. 


Three members of the Black Network, including the 
Zhent assassin Urstul Floxin (see appendix B) t were 
close to nabbing Dalakhar when they were caught in the 
blast. Of the three, only Urstul survived. Though he was 
wounded, he was able to pluck the Stone of Goforr from 
Dalakhar^ pocket before ileeing the scene. While other 
survivors were coming to their seoses, Urstul stumbled 
through the smoke and haze and eventually made his 
way back to Gralhund Vilia a short distance away. 
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H ouse G r alhund __ ___ 

The heads of the Gralhund noble Family, Yalah Gralhund 
and her husband, Orond. are providing coin and shel- 
ter to Urstul and his fellow Zhents in exchange for the 
promise of getting their fair share of the hidden cache 
of gold. But the Gralhunds aren't willing to put their 
trust entirely in the Black NetWork; they seni out their 
own agent to shadow the Zhents, eliminate Dalakhar* * 
and obtain the Stone ofGohrr on their behalf, Yalah 
gave the would-be assassin a necklace of Urebatis with 
instructions on how and when to use it* When it seemed 
as though Dalakhar might give Urstul Floxin the slip, 
this agent hurled one of the heads from the necklace to 
stop the gnome in his tracks. 

The Gralhunds' assassin is a nimblewright (see 
appendix B) that escaped from the House of Inspired 
Hands, the temple of Gond in the Sea Ward, a month 
ago. The construet hitched a ride on House Gralhund’s 
coach. Yalah Gralhund befriended it T offered it shelter, 
and used it as a servant until she and her husband found 
a more sinister use for it, 

The incident with the fireball has strained the alliance 
between the Gralhunds and the Black NetWork, Urstul 
Floxin is refusing to hand over the Stone ofGolorr until 
he speaks to his secret master, Manshoon. Meanwhile* 
the Gralhunds are weighing the risks of betraying and 
murdering Urstul in their own house, IF the characters’ 
investigation go well, they’11 blunder inio this den of 
snakes before the chapter is done. 

UnRAVELING THE PLOT 

During their investigation, the characters should learn 
who or what cast the fireball (a nimblewright), why the 
attack was committed (to steal the Stone ofGolorr ), and 
wherc the stone was taken (Gralhund Villa), If the inves¬ 
tigation stalls, friendly NPCs might step for ward to help 
in exchange for compensation. One such figure is Vin¬ 
cent Trench, the private detective, who lives in TrollskuII 
Alley (see chapter 2, area T5), The characters can also 
consuit with friendly factions such as the Harpers, 

The Grime Scene 

In the wake of the explosion* people emerge from their 
houses and shops to survey the devastation. The fire¬ 
ball didn ? t set any buildings ablaze, but it left eleven 
people dead: 

* One elderly female human who was out for a walk (no 
one recognizes her) 

* Two cloaked male humans (Zhentarim sellswords) 
clad in leather armor with sheathed longswords 

* Two female humans and one male haif-elf dressed in 
plaln clothes (servants of wealthy North Ward fami- 
lies, killed while running errands) 

* One male gnome (Dalakhar) wearing a burned cloak 
and clutching a dagger 

* Two female halftings who were piaying a flute and a 
fiddte, and two male halflings who were danetng 

The characters have only a few mi nutes to search 
the crime scene before members of the City Guard ar- 
rive, After that, they arebt allowed anywhere near the 


bodies* aithough invisible and stmilarly hidden charac¬ 
ters can search the crime scene further. A search of the 
bodies accompamed by a successful DC 15 Wisdom 
(Perception) check reveals the following; 

* One of the dead male humans has a black, winged 
snake (the Symbol of the Black Network) tattooed on 
his right forearm. 

* The dead gnome has dry waste on his boots and 
cloak, suggesting he has spent time in the sewers 
recently. He also has a pouch containing fi ve 100 gp 
gemstones, 

A character can try to snatch DalakhaPs pouch with- 
out being seen by NPC onlookers, doing so with a suc¬ 
cessful DC 13 Dexterity (SJeight of Hand) check. On a 
failed check, the character stili acquires the pouch, but 
someone observes the tlieft and reports it to City Watch 
constables once they show up (see “The Watch Arrives” 
below). This witness to the theft can be silenced with a 
bribe of 50 gp or more- 

After the Blast 

The characters have a few mi nutes to examine the 
crime scene before the City Guard arrives and cordons 
off TrollskuII Alley, post in g six guard» at each entrance, 
The guards don’t allow anyone in or out without permis- 
sion from a superior officer, Another six guards, includ- 
ing a sergeani with 18 hit points* make their way to the 
crime scene and watch over the dead bodies until the 
City Watch arrives. Lingering smoke from the fireball 
also attracts a Griffon Cavalry rider (see appendix B). 
As its griffon mount circles the neighborhood, the rider 
watehes the streets and alleys for suspicious figures, 

The Watc h Ar rives 

Twenty mi nutes after the expJosion, a City Watch ser- 
geant named Saeth Cromley (see appendix B) escorts 
a member of the Watch fui Order of Magists and Protec- 
tors named Barnibus Blast wind (see appendix B) to the 
crime scene, Barnibus quietly takes charge of the inves¬ 
tigation at that point, while Sergeant Cromley directs a 
force of twenty constables (veterans) to knock on doors 
and question loca Is. 

Before allowing the corpses to be removed and taken 
to loca! temples, Barnibus inspects the scene closely 
and reaches the following concfusions, which he prefers 
to keep to himself but might share with other members 
of the Watch fui Order; 

* The gnome was running from armed pursuers, of 
which there were three. The third person who was 
chasing the gnome lsn’t among the dead. 

* The gnome and his pursuers were moving toward the 
tavern in TrollskuII Alley (which Barnibus will soon 
come to realize is the characters" property), 

* Neither the gnome nor his pursuers saw the 
blast Corning- 

Given these findings, Barnibus decides to question 
the tavern*s ownersand occupants, with Sergeant 
Cromley by his side as a witness and bodyguard. Spe¬ 
cifica lly, Barnibus wants to find out the gnome*s identity 
and whether he was known to anyone. The characters* 
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having never met Dalakhar, have little information to 
offer unless they decide to lie. 

Neither Barnibus nor Sergeant Cromley is quick to 
jump to conclusions* They both prefer to have ironclad 
evicience and testimony from reliable witnesses before 
making any arrests. Even though the characters are sus- 
pects by vir tue of their proximity to the eri me scene, it 
hardly seems plaustble that they would unleash destruc¬ 
tive magic so dose to their place of business in broad 
daylight Consequemly, Barnibus intends not to take up 
too much of their time. 

Barnibus and Sergeant Cromley refuse requests by 
characters tojoin the investigation. li That would intro- 
duce too many new variables into an already confound- 
ing equation," replies Barnibus with a frown. "Trust in 
the WatchCromley adds dismissively. Characters who 
seem truthfu! and honest can press Barnibus for further 
Information by making a DC 15 Charisma (Persuasion) 
cheek. On a sueeess, they nudge Barnibus into revealing 
what he has discovered, as outlincd above. 

Eyewitnesses 

Many other people witnessed the hreball without being 
caught in the blast, Three of them have important infor- 
mation to share, Any character who spends at Least 1 
minute talking to ane of them learns what that person 
saw or heard. (No ability checks are required, since the 
eyewitnesses arc eager to talk.) 

Fala Lefaliir 

Fala, the owner of Corellon T s Crown (see chapter 2, area 
T4) f relates the following information: 

"I was watering plants in the greenhouse on the second 
floor of my shop when the blast blew out some of the 
Windows. Lucky \ wasn t injured! Through the smoke, 

I saw a doaked man take something from the body of 
a dead gnorne, then start limping away. He was badly 
burned and casting glances over his shoulder, like he was 
afraid someone might be followmg him. He was headed 
toward the Bent NaiI." 


Fala saw Urstul Floxin Oeeing the scene with the Sfone 
ofGolorr in his clutches. He cirded arouncl the Bent 
Nail (see chapter 2, area T2) on his way out of Troil- 
skull Alley. 

Jezrynne Hornraven 

A Waterdavian born of wealth and privilege Jezrynne 
was leaving the TigeFs Eye (see chapter 2, area T5), hav¬ 
ing just hired Vincent Trench to spy on her philandering 
husband, when she witnessed the following; 

“I teli you, it was not a man. More like a puppet shaped 
like a man. A puppet without strings, It was on the 
rooftop. It hurfed something into the crowd below that 
caused the explosion, I sawthose halflings burned alive! 

I saw them!" 



Saeth Cromley ano Barnibus Blastwinp 


jezrynne doesn't know what the "puppet" hurled to 
cause the fireball. She took her eyes off the thing during 
the chaos and doesn * 1 ! know where it went. 

Martem Trec 

This 12-year-old boy watched as his halfling friends per- 
ished in the hames, He didn't see much beyond that, but 
he found something important after the blast went off: 

Right after the explosion, I ducked behind a rain barrel, 
Then \ heard a ‘p!op d and found this En the barrel/ 1 


Martem produces a neckte ce of firebalh with two beads 
remaining and a broken clasp. As it fied across a roof- 
top, the nimblewright acddentally yanked on the neek- 
lace, which came off, feli to the roof, slid off the edge T 
and plopped into the rain barrel next to Martem, 

He doesn f t know what to make of this object but was 
planning to keep it. A character can snatch it from him 
or convince Martem to relinquish it with a successful 
DC 8 Charisma (Intimidation or Persuasion) check. 

Characters who withhokl the necklace, and knowh 
edge of it, from the City Watch are guilty of a crime in 
Waterdeep. Hampering justice by conceallng evidence 
can resuit in a fine of up to 200 gp and harcl labor for up 
to a tenday. 


CHAPTER 3 \ FIREBALt. 

















SP EAKING WITH THE VlCTIMS 

The dead are taken to a City Watch station in the North 
Ward and kept in a cellar morgue. Clerics from JocaJ 
temples are brought in to cast gentle repose spells on 
the corpses t to preserve them while the investigation is 
ongoing. Any character who has a renown of 1 or higher 
in Force Grey (the Cray Hauris}* the Harpers, the Lords T 
Alliance, the Order of the Gauntlet, or the Zhentarim 
can petition their faction representative to hire a deric 
to cast speak with dead on one or more of the fatalities. 
The characters can hire a deric themselves by making 
a donat ion of at least 25 gp to the eleric's temple for 
each casting of the spei i, They must also provide a list of 
questions they want answered, 

A speak with dead spell can pry some or ali of the fol- 
lowing Information from DalakhaFs corpse if the righr 
questions are asked: 

* Dalakhar stole an artifact calied the Stone of Golorr 
from the iair of a beholder known as Xanathar, in a 
dungeon deep below the city 

* Dalakhar worked for the Open Lord of Waterdeep. 
(Here he refers to Lord Dagult Neverember. whom 
he believes is the rightful Open Lord* not Laeral 
Silverhand.) 

* The Stone of Golorr is the key to finding a hoard of 
dragons hidden in the city. 

* Dalakhar heard about a group of adventurers who 
rescued Lord NeverembeFs son from the Zhentarim 
and thought the Stone of Golorr wotild bc safe i n their 
hands for the time being. He was on his way to deliver 
it to them, planning to come back and reclaim it after 
he had duded his pursuers, Then the fireball went off. 

The following information can be learned by casting 
speak with dead on one or both of the dead Zhentarim 
sellswords: 

- Their names were Bashekk Ortallis and Wern 
Maikrave. They worked for Urstul Floxin and resided 
at Gralhund Villa* 

- Their job was to help catch a gnome named Dalakhar 

* Dalakhar had some kind of artifact in his possession 
which* according to Urstul Floxin, would make them 
as rich as kings. 

Nim’s Secret 

Characters who question Jezrynne Hornraven (see *'Eye- 
wirnesse$ T? above) can get a description of the creature 
that set off the fireball. It bears a striking simiiarity to 
the automatons that sometimes march in the Day of 
Wonders parade, as anyone who has lived in Waterdeep 
during the fall season knows* Because the Day of Won¬ 
ders parade is sponsored by the loca 1 temple of Gond, 
characters might want to visit the temple and investigate 
a possible connection. 

House of Inspired Hands 

The House of Inspired Hands, Waterdeep’s temple of 
Gond t sits on the corner of Seawatch Street and Shark 
Street in the Sea Ward. If the characters visit the tem¬ 
plo. they see the following: 


The House of Inspired Hands Jooks Iike a cross be- 
tween a temple and a workshop. The symboi of Gond, a 
toothed cog with four spokes, is displayed prominently. 

You see the silhouette of a humanoid shape perching 
on the rooftop. It extends an arm f refeasing a tlny metal 
sparrow into the sky, The bird does a few loops in the air t 
then veers right toward you. 

The creature atop the temple is Nim. a nimblewright 
(see appendix B). Nim was given to the temple as a gift 
from a visiting Lantanese wizard and has been creating 
its own inventions on the sly. One of those inventions 
was the nimblewnght that detonated the fireball in 
Trollskull Alley. Another less-dangerous inventiom a 
mechanical sparrow, is on an acddental collision course 
with the party, 

Have the characters roll initiati ve, Nims mechanical 
bird acts on initiative count 10. has a flying speed of 60 
feet. and starts 60 feet away from the characters. It has 
AC 15, 1 hit point, and immimity to poison and psychie 
damage. On its turm it fiies toward one party member 
at random and makes a melee weapon attack (+0 to hit) 
against that character, On a hit* the bird deals 2 (ld3) 
piercing damage as it slams into the character with 
surprisi ng force, On a miss, it crashes, Either way, it's 
destroyed on impact. 

After the attack, Nim withdraws into the temples attic 
through a secret hatch in the roof and lies low, hoping 
the characters domt report the incident to the tem- 
ple’s acolytes. 

Insid e the Tem ple _ 

The temple of Gond is open and abuzz with activity 
during daylight hours, then closes from sunset until son- 
rise. At night acolytes retire to their private quarters to 
work on pet projects. 

Hall of Exemflary Inventions 

The main hall of the temple holds two dozen marble 
pedestals. Each one bears a prize-winning invention or 
a miniature model of some other extraordinary creation. 
Among the displays are several that stand out: 

* A 4-foot-tall working model of a clock tower rings at 
the top of every hour, It is made of wood, iron, bronze, 
and glass, w ith brass bells and delicate hands formed 
fro m sol id gold. 

* A wooden flying machine has wings that flap when it 
becomes airborne, 

* A miniature model of a mechanical dragon turde has 
a brass piate affixed to its pedestal that reads t “Big 
Belchy. Sank in Deepwater Harbor on the Day of 
Wonders in 1363 DR, T) 

* A functional * l waking helmet” equipped with small, 
articulated metal arms and hands that gently slap the 
wearer if he or she falis asleep. 

* A miniature model of a red submarine shaped like a 
manta ray has a brass piate affixed to its pedestal that 
reads, l The Scarlet Marpenoth. Lantanese submers- 
ible, Launched in 14S9 DR ” 
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Meeting Valetta 

The characters are met by Valetta, a dragonhorn priest 
of bronze dragon ancestry, with thcse changes: 

- Valetta is neutral, 

- She has these racia! traits; She can use her action to 
exhale a 5-foot-wide, 30-foot line of lightning (but can t 
do this again until she finishes a short or long rest); 
each creature in the Une must make a DC 11 Dexterity 
saving throw, taking 2d6 lightning damage on a failed 
save ( or half as nrmch damage on a successful one. 

She has resistanee to lightning damage. She speaks 
Common and Draconic. 

If the characters mention the figure they saw on 
the roof of the temple, Valetta identifies it as Nim, a 
nimblewright that was gifted to the temple by a Lan- 
tanese wizard. If they describe the incident involving 
the mechanical bird, Valetta sighs and leads them up a 
spira! staircase to an attic that Nim uses as a lair— only 
to find the attic's door fitted with a new lock. Valetta 
doesrft recognize the lock or have a key to open it, bui 
a character using thieves' tools can pick the lock with 
a suecessful DC 20 Dexterity check. A knock spell or 
similar magic also opens the door, Valetta won t allow 
characters to break down the door. but she does permit 
them to speak to Nim through the door. A character can 
persuade Nim to unlock the door with a successful DC 
17 Charisma (Persuasion) check. Valetta grants advan- 
tage on the roll by strongly urging Nim to comply. 

Meeting Nim 

Nim understands Common but eant speak. It has de- 
veloped a simple sign language that Valetta and other 
members of the temple staff understand. After the inci¬ 
dent with the bird. Nim hides amid the clutter in its lair, 
but it emerges if the characters find their way inside or 
coax it into unlocking the door. If the characters ask 
about the other nimblewright, Nim admits (through ges- 
turing to Valetta) that it buik the other nimblewright to 
ease its loneliness. But then Nim s creation fled in con- 
fused terror a month ago, and Nim hasntseen it since. 

In light of this revelat ion t Valetta angrily orders acolytes 
to remove NinTs tools and unfinished inventions from 
the attic, while she forces Nim to look on. 

Nitnblewright Detector* Characters who search 
NinVs attic or watch the area as it’s being cleaned out 
can find a 1-foot-long copper contraption with an um- 
brella-like metallic protrusion at one end. A detect magic 
spell reveals an aura of divination magic around it. if 
asked about it, Nim telis Valetta that it buik this device 
to find the errant nimblewright and tried to seek it out, 
only to discover that Nim couldnt leave the temple 
grounds. Once Nim explains how the nimblewright de¬ 
tector works t Valetta ailows the characters to take it. 

To activate the nimblewright detector a character 
must hold down its trigger When the activated device 
comes within 500 feet of a nimblewright other than 
Nim, the mnbrella begins to spin t whir, and click. The 
spinning, whirring, and clicking accelerates as the dis- 
tance to the target lessens, reaching maximum velocity 
and volume when a nimblewright other than Nim is 
within 30 feet of the device» 



Nimblewright Detector 


Reward 

if the characters want to track down the wayward nim- 
blewright themselves, Valetta says that the House of In- 
spired Hands will pay them 500 gp to destroy it. tf they 
return with proof of its destruction, Valetta secs that 
they receive the promised reward and also offers them 
one each of the foilowing nonmagical inventions: 

Adjustabh Stilts. The stilts take 1 minute to put on 
or remove. They increase the heighl of any humanoid 
wearing them by 2 to 5 feet. Each stilt weighs 8 pounds 
and is 1 foot long when fully collapsed. 

Backpack Parachute* A humanoid wearing this piece 
of gear can deploy the parachute as a reaction while fall- 
ing. or as an action otherwise. The parachute requires 
at least a lOToot cube of unoccupied space In which to 
deploy, and it doesn't open fast enough to slow a fall of 
less than 60 feet. If it has suflicient time and space to 
deploy properly. the parachute ailows its wearer to land 
without taking falling damage. Once it has been used, 
the parachute takes 10 minutes to repack. 

Barking Box. This metal cube, 6 inches on a side, 
has a crank on top. Using an action to wind the crank 
activates the box for 8 hours. While activated, the box 
barks whenever it detects vibratioris within 15 feet of it, 
as long as the box and the source of the vibrations are in 
contact with the same ground or substance. A switch on 
one side of the box sets the device to emit either a small 
dog*s bark or a large dog's bark. 
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Matchitss P/pe* A switch made of flint is built into the 
bowl of this fine wooden smoking pipe. With a few flicks 
of the switch, the pipe lights itself. 

Finding Nim*s C rea tion__ 

Equipped with the nimblewright detector, the characters 
can search for Nim’s escaped creation. A ward^by-ward 
search is the best approach, but let the players teli you 
how their characters conduct the search. Depending on 
where they go, the search eould take days. 

A character mounted on a griffon can complete a 
city-wide search in a eouple of hours, To secure the 
use of a griffon, a character must either be a member 
of the Order of the Gauntlet on good ternis with Savra 
Belabranta or a member of the Lords' AIHance on good 
terms with Jalesfer Silvermane. As it happens, a yotmg 
griffon named Bonesnapper is being trained to serve 
as a niount in the Griffon Cavalry. If Savra or Jalester is 
inclined to help the party, the characters can arrange to 
meet the griffon and its trainer outside the River Gate 
the foilowing morning shortly after dawn. (The griffon 
and its trainer normally reside in Peaktop Aerie atop 
Mount Waterdeep, but most civilians arenh welcome 
there.) To gain Bonesnapper’s trust a character must 
succeed on a DC 16 Wlsdom (Animal Handling) check. 
The griffon wonh allow arty character who faiJs the 
check to ride it. 

Ninvs errant nimblewright is In Gralhund Villa on 
Saerdoun Street in the North Ward. Jt isn’t however, 
the only nimblewright to be found outside the House 
of Inspired Hands. If the characters decide to search 
the Dock Ward T the nimblewright detector starts to 
whir when it comes within range of a eouple of the 
ships in port 

Dock Ward Distraction 
Zardoz Zord, owner of the Sea Maidens Faire, has 
brought his three ships to Waterdeep. Two of thesc gal- 
leons, the Heartbreaker and the HellraJser, are docked. 
Zord T s flagship, the Eyecatcher ; is anchored in Deepwa- 
ter Herbor. Each of the three ships (described in chapter 
7} has at least one nimblewright aboard. 

The docks are bustling and chaotic during the day. 
except in winter. At night. darkness provides sufficient 
cover for characters to approach the docked vessels 
unseen. If one or more characters are caught aboard a 
ship f the crew tries to corner them until the ship’s cap- 
tain can have words with them. The nimblewrights, they 
say, are “attractions and nothing more." If the characters 
ask to speak to the owner of the fleet, a sending spell is 
used to contact Zord T who invites the characters to dine 
with him aboard the Eyecatcher. 

Dining with Zardoz Zord. Characters who accept 
Zords offer are shuttled by dinghy to his flagship, 
welcomed aboard by drow crew members magically 
disguised as attracEive humans (see chapter 7 for more 
Information), and led to the captain f s dining cabin 
(area j 10): 





The dining cabin is bedecked with golden filigree, the 
purple curtains festooned with silken tasseh, the wood 
parte! in g scented with perfume. A magnificent feast Eaid 
out on golden platters sprawls atop a mahogany table of 
exquisite craftsmanship. Even the doilies are something 
to behold. Standing behind it ali with wine glass in hand 
is a we!l-built r scantiJy clad man r his scarlet apparel de- 
signed to accentuate his trim figure and bountiful chest 
haEr, A flashy rapier hangs from his stylish beft. 

“Welcome aboard the Eyeccitcher,” he says, flashing his 
pearly white teeth. "Zardoz Zord, at your Service/’ 

This dashing figure is none other than Jarlaxle Baenre 
(see appendix B) magically disguised as Zardoz Zord, 
The characters have piqued Jarlaxle's curiosity, He 
doesn f t know much about them (yet) and wants to de- 
termine whether they pose a threat (they donT). To win 
them over, he shares the foilowing Information over din- 
ner and wine; 

* The Sea Maidens Faire, owned and operated by Zord T 
is a seafaring carnival based in Luskan that travels 
along the Sword Coast. It provides good, wholesome 
entertainment in the form of fantastic Street parades. 

* The Heartbreaker and the Hei!miser are used to 
transport entertainers, wagons, and parade fioats. The 
Byeeatcher is Zords command ship and private yacht. 
A11 three ships are built for comfort and speed. 

- Zord visits the distant island of Lantan about once 
a year. During his last visit, he purchased four nim- 
blewrights from a Lantanese wizard, He keeps two 
aboard his flagship, and one aboard eaeh of the other 
two vessels. 

» When they re not marching in a parade, Zord’s 
ntmblewrights remain aboard his ships. “They re 
perfeetly harmless,” he attests, whereupon a 
nimblewright Holding a decanter enters the dining 
cabin and quietly refills everyone's wine glasses, 

If the characters mention the Stone ofGolorr , Zord 
shrugs his shoulders in a manner that suggests he 
doesn T t know what theyVe talking about. He also feigns 
disinterest in Waterdeep politics, saying, “Every city 
has problems, I suppose. My job as an entertainer is 
to make people forget about politics for a while,” Char¬ 
acters who are suspicious of Zord can make a DC 24 
Wisdom (Insight) check. Any character who succeeds 
on the check senses that there f s much more to him than 
meets the eye, 

Jarlaxle owns a hat ofdisguise but doesnt need it to 
hide his true form while he ! s aboard any of his ships. 

His disgulse (and the disguises of his drow subordi- 
nates) can be dispelled only by destroying the ship's 
figurehead (see chapter 7). If the characters somehow 
discern his true form, jarlaxle gives the party a slow nod 
of his head, drvly says “BravoF and lets them make the 
next move. 


When dinner is conciuded, Zord bids the characters 
farewell and sees that they are escorted safely back to 
the docks, 

Drow Characters 

If the adventu ring party includes one or more drow 
characters, Captain Zord pays close attention to what 
they do and say t but doesivt treat them any differently 
from the other party members* 

What Renaer Knows 

At some point during their investigat ion, the characters 
might want to speakto Renaer Neverember about the 
fireball, given his own recent brush with the Zhentarim. 
Conversely, he could decide to pay them a visit at their 
favern, If hefs told that a gnome and two Zhents were 
killed in the blast, Renaer drops a bombshell: 

"When the Lcrds of Waterdeep ousted my father, 1 
thought his long, dark shadow was finally gone for good. 

The truth is, \ want nothing to do with hirn, But his spies 
hound me. One of them, a gnome named Dalakhar, had 
been watching me for months. Then, about two tendays 
ago, the spy was suddenly nowhere to be seen. My father 
didn't trust many people, but he trusted that gnome. 

"I spoke to a few of Oalakhar s friertds. Apparently, he 
was on a special mission to retrieve the Stone ofGotorr 
and was afraEd that the Zhentarim and the Xanathar 
Cui Id were close to catching him. When he heard about 
my kidnapping, he wanted more Information about the 
adventurers who had rescued me. I think Dabkhar was 
planning to pay you to deliver the Stone of Colon to my 
father in Neverwinter/ 1 

Any attempt to follow up with Dalakhar's friends proves 
futile, since they have gone into hiding in the wake of the 
gnome T s sudden demise. 

If the characters teU Renaer that Fala Lefaliir saw a 
man fleeing Trollskull AHey (see “Eyewitnesses ” page 
45), Renaer reaches out to his friends in the Harpers, 

A day later, he returns with the foilowing information: 

^ The man Fala saw matches the description of Urstul 
Floxin, a suspected member of the Black Network. 

* Another North Ward resident daims he saw Urstul 
enter Gralhund Villa, in the North Ward t shortly after 
the firebail incident The resident reported him to the 
City Watch because Urstul looked suspiclous, 

* Two City Watch constables spoke to Lord Gralhund. 
He assured them that no one had broken into the 
estate and that everything was fine. The constables 
had no grounds to get a search warrant, so they didnT 
pursue the matter 
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Gralhund Villa 

After fleeing Trollskull Alley with the Stone ofGoJorr in 
his clutches, the Zhent assassin Urstul Floxin returned 
to Gralhund Villa to confront Yalah Gralhund about 
sending the nimblewright to meddle in his mission, 

Lady Gralhund decides she no longer likes Urstul and, 
taking advantage of his injuries, wrests the Stone of 
Golorr hom him at swordpoint and orders lier guards to 
lock him up until she decides what to do with him. 

Your choice of main villam determines Lady Gral¬ 
hund's motivation, which is a secret held by her and 
Hrabbaz, her loyal balf-orc bodyguard: 

* If Xanathar is the main villam, Yalah Gralhund has se- 
cretly cut a deal with the beholder eri me lord, offering 
to return the Stone of Golorr to it if t he beholder helps 
her create a vacancy on the coundl of Masked Lords, 

* ff the Cassalanters are the main villains, Yalah is a 
fawning member of their Asmodeus-worshiping cult 
and intends to deliver the Srone of Golorr to them as a 
demonstration of her fealty and friendship, 

- If jarlaxle is the main villain, he and Yalah are secret 
lovers. He has promised to facilitate her rise in power 
after he uses Lord NeverembeFs lost hoard to buy 
Luskans way into the Lords’ Alltance. 

* If Manshoon is the main villatn, he promised not to 
destroy YalalYs family if she allowed her villa to be 
used as a staging area for his secret plots, Believing 
that Urstul Floxin is after the gold for himself, Yalah 
pians to cut Urstul out of the deal and deliver the 
Stone of Golorr to Manshoon herself. 

Having gravely misjudged and underestimated Lady 
Gralhund once, Urstul isn't about to do so again. Ral- 
lying despite his injuries, he manages to kill the two 
inattentive Gralhund guards who were watehing over 
him and alert the other Zhents on the estate, who begin 
dispatehing the other guards and servants. Urstuhs goal 
is to capture Lord or Lady Gralhund, force the surren- 
der of the Sfone of Golorr, and deliver it to his master 
Manshoon in Kolat Towers (described in chapter 8), 
UrstuTs pians—unbeknownst to him—are dashed 
when Lady Gralhund orders her nimblewright to take 
the Stone of Golorr e lsewhere. Amid the chaos, the n im- 
blewright flees the estate. 

Should They or Shouldn’t They? 

The characters must proceed carefully, since they have 
no evidence that directly implicates the Gralhunds in 
the attack in Trollskull Alley, Their two basic choices 
are to share what they know with the City Watch or to 
visit Gralhund Villa themselves, 

Let the Watch Handle It 

The characters can go to any City Watch station in the 
North Ward and report what they have learned to the 
constables there, Shortly thereaften the characters 
receive a visit from Barnibus Blastwind and Saeth 
Cromley (see appendix B), who have no reason to sus- 
pect the characters are lying. Their own investigation 
corroboratas much of what the characters said* Barni¬ 
bus concludes the meeting by saying, rather brusquely, 


'Thankyou for the Information/’ Cromley adds, “Rest 
assured, weMl have this case resolved in no time " 

A magistrate provides the City Watch with a warrant 
to search Gralhund Villa. Sometime after ward, Cromley 
visits the characters by himself and, as a courtesy, telis 
them what happened: 

• Officers arrived to frnd Lord Gralhund unconscious, 
Lady Gralhund in shock, and their half-orc bodyguard 
bloodied but unbowed. 

• Apparently, the Gralhunds had been held hostage for 
more than a tenday by agents of the Black NetWork. 
Most of the Zhents were killed during a btoody revolt 
led by Lord Gralhund himself, 

- The Zhent leader, Urstul Floxin p was ainong those 
who got away. He f s stili at large. The Watch pians to 
step up its search for him. 

• Of the nimblewright, there was no sign. Aecording 
to the Gralhunds, the construet was dei i ve re d to 
Gralhund Villa weeks earlier, The family took it in, 
not realizing it was a Zhentarim spy. Lady Gralhund 
reported that it stole her necklace offireballs , 

Cromley’s summary of events is based on Information 
given to the City Watch by the Gralhunds and is riddled 
with falsehoods* The hostage situation, Lord Gralhund^ 
heroism, and the theft of Lady Gralhund’s necklace of 
fireballs never happened. The mmblewrighYs affiliation 
with the Zhentarim is also a lie* The Gralhunds’ account 
further doesnt explain why the nimblewright would use 
the necklace offireballs to inflict harm on the Zhents if 
it was working with them* If characters raise that ques- 
tion T Cromley thinks for a moment and then ventures 
the guess that the nimblewright underestimated the 
nec k! ace's explosi ve power. 

Investigate the Villa 
The characters can insert themselves into Gralhund 
Villa and accost its residents with impunity if theyYe 
careful to pin the violence on the Zhents or if theyYe 
able to enter and leave unseen before the City Watch 
shows up to arrest everyone. 

Sneaking in or out of the villa without being seen or 
heard by neighbors and passersby requires each char¬ 
acter to succeed on a DC 15 Dexterity (Stealth) check. 

A character who has proficiency in the Stealth skill can 
take disadvantage on the check to grant advantage on 
another party member s check (essentiahy compensat- 
ing for a less stealthy companion). 

If the characters side with the Gralhunds in the con- 
flict, Lady Gralhund is inclined to overlook their tres- 
pass. Her demeanor sours T however, if they start asktng 
too many questions, She vigorously denies accusations 
that her family is involved with the Black NetWork and 
daims the Zhents were holding her family hostage (a 
false claim also parroted by her husband, her body¬ 
guard, her children t and her staff). If the characters as- 
sault any member of the household or brandish weapons 
in an attempt to intimidate, the Gralhunds inform the 
City Watch of the party’s crimes. 

During the characters’ invasion of Gralhund Villa, the 
nimblewright flees the estate with the Sfone of Golorr 
(see chapter 4 for more Information on its destination)* If 
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the characters are using NinVs mmbfewright detector to 
track the nimblewright, the device lets them know that 
the nimblewright has fled the scene, but nat the direc¬ 
tiori it went. 

OVER VIEW _ 

Gralhund Villa sits in the middle of an upper-dass resb 
dentiat neighborhood in the North Ward. Here are some 
general facts to keep in mind: 

* The streets around the villa have pedestrians and 
coaches traveling along them at ali hours T though traf- 
fic is heavier during the day. 

* The estate is enclosed by 12-foot-high stone walls that 
require a successful DC 15 Strength (Athletics) check 
to negotiate without the aid of climbing gear or magie. 

* Neighbors and bystanders alert the City Wateh if they 
hear loud t disturbing noises (such as a thunderwave 
spell) comi ng from the estate or if they see anylhing 
suspidous, The Wateh sends a mage and six veterans 
(one sergeant and five constabtes) to investigate, and it 
takes ld6 + 4 mi nutes for this fore e to arrive. 

* Ali ceilings in the mansion are 20 feet high. 

EnCOUNTERS IN THE VlLLA 

The following encounter locations, keyed to map 3.1, 
describe the Gralhund estate as it stands when the char¬ 
acters first arrive, The Zhents have taken over the down- 
stairs level of the mansion; the Gralhunds are hghting to 
hold the upstairs, 

Gl. Locked Gates 

Through a set of ornate iron gates, the characters can 
see a yard with several large trees, as well as two foot- 
paths that lead to a two-story brick mansion and east- 
ward toward a detached coach house. 

An arcane lock spell is cast on the gates, Forcing them 
open requires a successful DC 25 Strength (Athletics) 
check. while picking the lock requires a successful 
DC 20 Dexterity check using thieves’ tools, The spell 
doesn T t bar members of the Gralhund family, their staff, 
their guards* or Lady Gralhund’s nimblewright from 
opening the gates. 

G2. Yard 

The estate is well tended. Tn spring and summer, large 
trees provide shade. The trees begin shedding leaves in 
the fall. By winter, their branchos are stripped bare. 

Balcony, Through the trees, the characters can see 
a large balcony (area G17) enclosed by an iron railing 
above the mansion J s main entrance. The balcony is 
20 feet above ground levd, and scaling the mansioni 
brick walls to reach it without the aid of climbing gear 
or magie requires a successful DC 15 Strength (Athlet¬ 
ics) check. 

Evii Groundskeeper . The yard is looked after by a 
menaeing groundskeeper named Hurv Taldred (LE 
male llluskan cult fanat ic) and his two quiet mastiflfs, 
The Gralhunds paid a necromancer to perform a ritual 
on Hurv and his mastiffs. After sundown, the physical 
fornis of these figures mdt away, and they beeome three 
shadows until dawn. Characters who succeed on a DC 


13 Dexterity (Stealth) check can eross the yard without 
being detected. Otherwise, Hurv and his hounds detect 
the characters and attack. day or night. 

G3. Coach House 

This stone building contains a beautifully maintained 
coach and dean stables that house four draft horses 
and Lady Gralhund^ jet-black riding horse, named 
Maladar. A sliding wooden door bars access to the 
Street and has a padloek on the outside that holds it 
shut Picking the lock requires a successful DC 20 Dex¬ 
terity check using thleves* tools, 

The larger room north of the stables contains tack 
and harness for each horse, as well as bales of hay and 
yard tools. The smaller room in the northwest corner 
has two cots: one for the groundskeeper, Hurv (see area 
G2) s who sleeps during the day, and one for a stabieboy 
named tke (commoner), who sleeps here at night. Ike is 
away (either picking up food for the horses or out drink- 
ing with friends) if the characters arrive during the day, 
Treasure* Lady Gralhund^ horse is outfitted with 
horseshoes of speed and two saddlebags, each of which 
holds four 5-pound gold trade bars worth 250 gp each. 

G4. Guard Barracks 

This one-story stone building attached to the mansion 
serves as quarters for twenty house guards. The main 
room contains ten bunk beds. Each comes with a pair 
of footlockers containing folded clothes and worthless 
personal effects. 

The room in the northwest corner contains wooden 
mannequins and racks designed to hold armor and 
weapons. Since there are no guards present, the manne¬ 
quins and racks are bare, 

G5. Kitchen 

An unlocked wooden door leads from the yard to the 
mansiones kitchen, which is stocked with cookwarc and 
utensils. A large hreplace is used for cooking meals, 

G6, PANTRY 

This pantry is lined with shelves containing dry food- 
stuffs, spices, folded tablecloths, and jars of preserves. 
Casks of fresh water, ale, and wine are also stored here. 

BarredDoor , A back door leads out to the Street. This 
sturdy wooden door is barred shut on the inside. Forc- 
ing it open from the outside requires a successful DC 20 
Strength (Athletics) check and makes a lot of noise. 

Corpses. The Zhents have killed two servants. an 
older male human (the head butler) and a younger male 
halfling (a cook), and left their bodies on the floor, 

G7. Laundry Room 

This room is where servants wash clothing. It con¬ 
tains scrub buckets, wash basins, soap, mops, and 
chamber pots, 

Corpses. The Zhents have killed a servant, a mid- 
dle-aged female humari (the head maid), and left her 
body on the stairs leading up to the servants' quarters 
(area G19). The maid has a ring of keys on her belt that 
opens ali the locked doors in the mansion as well as the 
cabinets in area G8. 
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G8* Great Hall 

Characters who enter this hall for the first time notice 
the following: 

* The floor is strewn with bodies* Two thugs holding" 
bloody maces stand over them* 

* The sound of fighting can be heard coming from the 
top of a wide staircase in the northwest corner (see 
area G13)* 

* Two iron chandeliers hang from the dark mahogany 
ceiling above a long dining table carved from red 
larehwood* Chairs surround the table, with a particu- 
larly tali and elaborate chair at each end* 

* Lining the wood-paneled walls are tapestries and 
locked wooden cabinets that contain fine dishes, sib 
verware, and candlesticks. 

* A fi repi ace with a black marble mantelpiece has a 
framed family portrait mounted above it (The portrait 
depicts Lord and Lady Gralhund, their three young 
children, and a family dog that died three years ago.) 

Corpses. Lying about the room are the bodies of eight 
guards wearing bloody and tattered House Gralhund 
livery over their chain shirts, as well as two dead Zhents 
in black leather armor. Ali are humans* 

Thugs , The two figures with maces are Zhents dad in 
black leather armor* Their orders are to hold the room* 
They attack strangers, including members of the City 
Watch, on sight. They carry no treasure. 

G9* Parlor 

Urstul Floxin was confined here when he returned to 
the villa, but shortly thereafter he killed his guards and 
escaped* The room is furnished forcomfort and con- 
tains dainty chairs, a chaise longue, a wine cabmet, and 
framed paintings of various long-dead members of the 
Gralhund family. 

Corpses. The bodies of the two guards lie atop blood- 
soaked rugs. The guards wear chain shirts and the liv¬ 
ery of House Gralhund. 

G1Q* Den and Trophy Room 
Lord Gralhuncfs den has the heads of various beasts 
mounted on the walls and gleaming suits of armor 
standing at attention in the corners* Bearskin rugs and 
ovcrstuffed chairs fili the room. 

Lord Gralhund recently took up falconry as a hobby. 

In the middle of the room, resting on a table, is a cage 
containing a hooded falcon (use hawk statistics)* 

G1K Orond's Study 

The door to this room is locked. The lock can be picked 
by a character who makes a sueeessful DC 15 Dexterity 
check using thieves* tools. The room has these features: 

* A 10-foot-square canvas w resti ing mat is sprawled on 
the floor in the middle of the room* 

* Velvet armchairs, smali statues of naked men on ped- 
estals, and tali mahogany bookshelves are arranged 
neatly around the room. 

* A mahogany desk in one corner doeso’t look tike it 
sees much use* 


Books . Most of the books are fake boxes made of 
painted cardboard* A few have bawdy drawings and sa- 
lacious poems hidden inside them* 

G12. Family Library 

The wood-paneled library includes these features: 

• Tali bookshelves are packed with tomes, Sliding 
wooden ladders mounted on rails allow easy access to 
higher shelves* 

• In one corner stands an iron lectern with a closed, 
locked, leather-bound tome resting on it. 

• Two paddcd chairs face a large fireplace* One has a 
wolf skin draped over it. 

Books. Many of the books were handed down to Lady 
Gralhund by her parents, and they are well kept: They 
include hisiorical texts, play Scripts, novels, and poetry 
collections. 

Locked Tome. Although it looks like it might be a 
spellbook* the tome on the lectern is a chronicle of the 
Gralhund family*s accomplishments* embellished or 
recast to paint the family in the most favorable light* A 
detect magic spell reveals an aura of abjuration magic 
emanating from the tome, 

The tome is meant to be unlocked using a key that 
Lady Gralhund wears on a chain around her neck. The 
lock can be picked by a character who succeeds on a 
DC 15 Dexterity check using thieves' tools, or it can be 
opened with a knock spell or similar magic. Opening 
the book by any means other than using the proper key 
causes three specters to appear within 10 feet of the 
book and attack its opener. The magic that binds the 
specters has weakened over time; they can exist on the 
Material Plane for only 1 minute, after which time they 
are banished to the Ethereal Plane (unless destroyed 
first). The specters manifest as ghostly deflings with 
elongated frngers, 

The Gralhund family crest appears on the book T s title 
page. The rest of the book is written in Common and de¬ 
scribes births, deaths, and other family events between 
1239 DR, the Year of the Bloodied Sword, and 1422 
DR, the Year of Advancing Shadows, Of particular note 
is the little-known fact that the Gralhunds forged pacts 
with deviis in years past T giving rise to a strain of tief- 
lings. Ali such members of the house were sent to live 
on a Gralhund e sta te in Yartar, a city far to the north (or 
so the book claims in its epilogue), and there are pass- 
ing references to some Waterdavian family members 
having been born with tails. 

G13, Upstairs Foyer 

A lot is happening in this elegant foyer: 

• A battle rages between several Zhents and house 
guards, and the floor is strewn with dead bodies. 

• Doors to the master bedroom (area G16) stand open. 
{lf Lady Gralhund is in the master bedroom, she 
shouts, l ‘The City Watch is on the wayf”) 

• The door to area G15a is ajar. Beyond it, characters 
can hear someone putting a boot to another door. 

Corpses. Lying on the floor are the corpses and weap- 
ons of six guards wearing House Gralhund livery over 
chain shirts and two Zhents in black leather armor* 
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Urstul Floxin 


Fightin Progress. Four veterans of House Gralhund 
(each with 30 hir points remaining) are fighting off an 
attacking force of Zhents consisting of three thugs (each 
with 20 hit points remaining). The Zhents are trying to 
get to area G16, but the guards are blocking them, 

If the characters do nothing to affect the outcome of 
this fight, assume that it ends with three House Grai- 
hund veterans stili alive and ali the Zhents dead. 

G14. Ballroom 

The door to this room is locked. A character using 
thieves’ tools can pick the lock with a successful DO 15 
Dexterity check. The ballroom is unoccupied and con- 
tains the following features: 

* Gilded mirrors, tasseled tapestries, and stained-glass 
lamps festoon the walls, Mounted above a fireplace is 
a stag’s head made of blown glass* 

- The veined marbie fleor is polished to a mirror- 
like sheen, 

* Tacky crystal chandeliers dangle from the ceiling, 
which has a mural depicting an orgy painted on it* 

G15. Guest Suite 

Until recently, this suite was set aside for the use of 
Urstul Floxin, Lord Gralhund has barricaded himself 
in area G15b. using heavy furniture to block the door. 
Forcing it open requires a successful DC 18 Strength 
(Athletics) check. 

The characters encounter Urstul Floxin (see ap¬ 
pendix B) in area G15a. Urstul is wounded with 50 hit 
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points remaining and has no poison coating his weap- 
ons, reducing his ehallenge ratiug to 3 (700 XP), He’s 
trying to kick open the door to area G15b in a desperate 
attempt to capture Lord Gralhund and trade hlm for 
the Sfone ofGolorr, If he is accosted before reaching 
Lord Gralhund, Urstul tries to flee the villa and uses any 
other surviving Zhents to cover his escape. He knows 
the same Information that Lord Gralhund does (see 
“Orond Gralhund" below) but won't divulge it or the 
name of his master, Manshoon, unless he f s magically 
compelled to do $o, 

Area G15a is a bathroom. A curtain to the east has 
been drawn baek. reveaUng a cJaw-footed bathtub. 

Area G15b is a wood-paneled bedehamber with a bird- 
cage on a table and a permanent teleportation circle in- 
seribed on the fleor. The birdeage contains three flying 
snakes that Urstul uses to deliver messages to his spies 
throughout the city. The circle is used by Manshoon to 
meet secretly with Urstul Floxin and to teleport Zhents 
to and from Kolat Towers (see chapter 8). See the lele- 
porration circle spell description in the PlayePs Hand- 
book for more Information on how the circle functions, 

Orond Gralhund . Having blocked the bedroom door 
with a wardrobe, a desk, and an overstuffed chair t 
Orond Gralhund (see appendix B) cowers behind a bed 
in the Southwest comer of area G15b. Although hes 
armed with a rapier, Orond throws himself at the mercy 
of the first person to bust through his barricade. 

Characters who have Lord Gralhund at their mercy 
can pry the following information from him with a 








successful DC 10 Charisma (Intimidation) check, but 
the check is made with disadvantage if Lord Gralhund 
has reason to believe his wife can see or overhear the 
conversation: 

• “'The Stone ofGolorr is some kind of ancient creature 
transformed into an artifact It knows the location 

of a hidden vault in Waterdeep containing half a mil- 
hon dragons." 

- “House Gralhund has been bankrolling Black Net¬ 
Work operations in Waterdeep. including the plot 
to kidnap Renaer Neverember and the plot to steal 
the Stone ofGolorr from his father's gnome spy* 
Dalakhar/’ 

* “My wife was frustrated with the Zhents and their 
inability to secure the artifact. She gave a necklace of 
fireballs to her mechanical servant and sent it out to 
help retrieve the stone. It was careless and caught the 
Zhents in the fireball by mistake,” 

G16. Master Bedroom 

The doors to this room have been thrown open, The 
room contains the following occupants and features; 

- Yalah Gralhund. wearing a breastplate and armed 
with a rapier, stands next to her well-dressed half- 
orc bodyguard, Hrabbaz (see appendix B for their 
stat istic s). 

- A locked wooden trunk rests at the foot of a large, can- 
opied bed in the Southwest corner. 

* A dawTooted bathtub sits in the northwest alcove 
near a freestanding mirror and a prtvacy screem 

- Hanging above a fireplace in the southeast corner is a 
shield that bears the Gralhund coat of arms. Logs are 
stacked neatly next to the hearth. 

• A tali mahogany wardrobe stuffed with expensive 
gowns and dress clothes stands next to a pair of open 
glass doors leading out to a balcony. 

Yalah Gralhund, Lady Gralhund gave the Stone of 
Golorr and a map of where to take it to her nimblewright 
servant, who has left the villa by the time the characters 
reach this ehamber. Iis escape is crucia 1. since it sets 
into motion the events in chapter 4. 

Lady Gralhund and Hrabbaz are the only people who 
know where the nimblewright has gone, but they feign 
ignorance when questioned about it. 

Yalah carries a ring of keys that open ali locked doors 
in the mansion, as well as the locked wooden trunk at 
the foot of the bed. If her situation turns dire and Hrab¬ 
baz is unable to protect her, Yalah unlocks the door to 
area G18 T rushes inside, and locks the door behind her 
with her next action. She makes her final stand there, 
with her children cowering behind her. 

Wooden Trunk, The lock on the trunk can be pkiked 
with thieves' tools and a successful DC 15 Dexterity 
check. The trunk appears to contain folded clothes 
and shoes. A secret compartment in the bottom can be 
detected by someone who examines the outside of the 
trunk and makes a successful DC 15 Wisdom (Fercep- 
don) check* The compartment holds two holy symbots 
of Asmodeus and two robes. each red and gold in color. 


Lord and Lady Gralhund are both secret members of a 
cult of Asmodeus worshipers popular among select no- 
bles tn Waterdeep. The cult is led by Lord Victoro Cas- 
salanter (see appendix B), though the Gralhimds won’t 
divulge this information wilhngly. 

G17> Balcony 

This large balcony is enclosed by an ornate wrought- 
iron ralling and has lounge chairs neatly arranged on it. 
The ground is 20 feet below, and open glass doors lead 
to the master bedroom (area G16), 

G18, Children’5 Room 
The door to this room is locked. The lock can be 
picked with a successful DC 15 Dexterity check using 
thieves' tools, 

Three beds line the south wall, and an empty cradle 
rests against the east wall. Gther furnishings include 
squat wardrobes, play rugs, and children T s desks. 

Children . Confined here for their safety are the Gral- 
hunds' two youngest children, a 13-year-old boy named 
Zartan and a lO year-old boy named Greth. Both are 
noneombatants. Their 18-year-oid sister, Tomassin, is 
visiting a tieflmg cousin in Yartar. 

G19, Servants* Wing 

Three rooms in the southeast area of the upper floor are 
where the servants sleep ai night, The head butler and 
head maid have rooms to themselves, but those places 
are currently unoccupied. The largest of the three cham- 
bers is a common room containing six bunk beds for 
the junior staff. A total of nine maids, cooks, and valets 
(commoners) are holed up here, waiting for someone 
to resctie them. They are armed with improvised weap- 
ons (rolling pins, mops t brooms, and the like) that are 
treated as dubs. 

Aftermath 

After fieeing Gralhund Villa with the Stone ofGolorr ; 
Lady Gralhunds nimbiewright hidesthe artifact in 
a secrei location in Waterdeep* setting the stage for 
chapter 4. 

Even if the bloody condiet at Gralhund Villa goes 
unnoticed outside the walls of the estate, the carnage 
can t be hidden from the City Watch for long* There are 
too many murdered servants and guards for anyone 
to conceal what has transpired. The arrival of the City 
Watch foreshadows the return of Barnibus Blastwind 
and Saeth Cromley (see appendix B), who arrive in due 
course with twenty constables (veterans) and two Grif- 
fon Cavalry riders (see appendix B) astride griffons, 
The griffons and their riders remain airborne. providing 
aerial support and reconnaissance. 

Barnibus thoroughly investigates the Gralhund Villa 
eri me scene and questions neighbors and bystanders* 
Characters who are seen leaving the scene become sus- 
pects. If the characters killed any members of the Gral¬ 
hund Family and left witnesses or evidence of the act f 
Barnibus instructs Sergeant Cromley to arrest them for 
the crirne of murdering a noble, which carries a death 
sentence i f they Ve found guilty. 
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Loose Ends 

Ygu can use the following optional event to address 
what happens to the Zhentarim in the aftermath. 

Bad Time to Be a Zhent _ 

Within days after the events that local broadsheets 
dub the "Graihund Villa Bloodbath/* the City Watch 
cracks down on the Black NetWork. Even members of 
the Zheniariin who have no known criminal ties are 
rounded up and interrogated, including Davil Starsong 
(see appendix B), Characters who are members of the 
faction are safe for the time being, as long as they keep 
a low profile. Otherwise. they too are rounded up and 
questioned over a period of severa 1 days, until the Lords 
of Waterdeep ascertain their level of involvement in the 
violence at Graihund Villa. The broadsheets jump on the 
bandwagon by portraying the Black NetWork in the most 
unfiattering light T thus dealing a crippling blow to the 
faction's already questionable reputation. 

Encqunter with Istrid Horn 
T his encounter occurs only if the characters were di- 
rectly involved in the events that transpired at Graihund 
Villa. After Davil Starsong is taken in for questkming, 
Istrid Horn (see appendix B) sends a message to the 
characters by way of a flying snake. The message, writ- 
ten in Common, reads as foliows: 

I woutd like to krtow more about what happenecf at Grai¬ 
hund Vflfa. If you can spare the time, meet me at Ahghai- 
ron’s Statue in the City of the Dead at highsun tomorrow, 
Youll be paid generousfy for your time and trouble, 

—istrid Horn 

If the characters attend the meeting, use the following 
boxed text to help set the scene T embellishitig it to refleet 
the season: 

Ahghairon 1 * Statue is a wdl-known landmark in the city's 
parktand cemetery: a tali, marble sculpture of a bearded, 
robed wizard standing atop concentric steps and facing 
west toward the skyline of Waterdeep, his hands out- 
stretched and a broad smile on his face. At the foot ofthe 
statue stands a female dwarf dad rn piate armor. 

* 

If the weather is fair. characters can see pedestrians, 
picnickerSt and frolicking children throughout the cem- 


etery grounds. It s ciear that Istrid chose a safe, public 
place for the meeting, Characters who sueceed on a DC 
15 Wisdom (Insight) check can teli that she came alone, 

Istrid fears being arrested by the City Watch, Although 
she wasnt involved in the matters concerning Graihund 
Villa, she is worried that the Watch will uncover her 
illegal currencydending operation in the course of iis 
investigations. She offers the characters 10 pp just for 
meeting with her and promises another 40 pp if the 
characters agree to help her lie low for a tenday—half to 
be paid once a deal is struck and half at the end of her 
stay, If they decline her offer and the party includes one 
or more Zhentarim members, she threatens that if she’s 
arrested and charged with a erime, she will reveal their 
affiliation and bring them down with her. 

Hiding Istrid . If the characters decide to let Istrid 
hide out at their tavern, she uses a disguise kit to make 
herself up to be a male dwarf named Jorn. If asked to 
do so, she T s willing to perform chores around the place 
once she settles in, Ultimately, no one comes looking For 
her, but the longer she stays hidden, the more testy and 
demanding she becomes, 

If the characters tolerate her bad behavior, Istrid 
leaves at the end of the tenday as promised and pays 
characters the remainder of what she owes. Characters 
who are members ofthe Zhentarim gain an added bene¬ 
fit for harboring Istrid in her time of need: their renown 
in the faction increases by 2. 

If t on the other hand, the characters throw her out or 
rat her out to the City Watch, Istrid be comes their mor- 
tal enemy and tries to undermine them at every turn. 

Harming Istrid. As a precaution against being dou- 
ble-crossed, Istrid shared her plan concerning the 
characters with at least one other member of the Doom 
Raiders (see appendix B). If the characters betray or 
harm Istrid, her former adventuring companions use 
every resource at their disposal to ruin the characters. 
The laws of Waterdeep discourage them from attacking 
the characters openly, but they can damage the party’s 
business by scaring off their clientele, and characters 
might find themselves the targets of worse if they dare 
to leave the confines of the City. 

Level Advancement 

If youre leveling up characters using story milestones 
instead of tracking experience points t the characters ad- 
vance from 3rd to 4th level if they conducted their own 
investigation ioto the fireball incident and affected the 
outcome of events in Graihund Villa. Otherwise, they 
are stili 3rd level at the start of chapter 4. 
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OLD MAKES PEOPLE DO STRANGE THIHGS, AND 
Lord Neverembers hidden cache of dragons 
is up for grabs. The Stone of Golorr knows 
where the treasure vault is located and how to 
get inside, and much of thts chapter focuses on 
the eharacters' hunt for the artifact, The chai- 
ienges before them depend on the villain (or 
villains) that you seiected to oppose them. Whatever the 
season, a villains goais are simple: obtain the stone, hnd 
the Vault of Dragons, and claim the treasure within. 

SETTING THE STAGE 

In chapter 3, Ladv Gralhunds mmblewright took the 
Stone of Golorr and fied with it, The nimblewright de- 
iivers the artifact to a location and leaves it there for the 
main villain or villains to retrieve: 


- If Manshoon is the villain, the stone is brought to 
Thrakkus, a dragonborn butcher in the Fidd Ward 
who chops up bodies for the Zhentarim. 

F inding the Nimblewright _ 

If the eharacters cam't pick up the trail after the nimble¬ 
wright escapes with tbe Stone of Golorr. they might turn 
to the City Watch t the City Guard, or a friendly faction 
for hdp P whieh comes forth in ld4 days, If it occurs to 
none of the eharacters, an NFC suggests that the party 
visit the House of Inspired Hands to see whether the 
priests of Gond know a way to hnd it (see “Nim*s Se¬ 
creti page 46), Thereafter, armed with Nims nimble¬ 
wright detector ; the eharacters can sweep the city. But 
by the time they hnd the nimblewright, it has already 
delivered the Stone of Golorr to its intended destinatiom 


* If Xanathar is the villain, the stone is delivered to a 
mage named Grinda Garloth, She owns an apparatus 
of Kwalish and lives in Mistshore, a seedy neighbor- 
hood built on a dock in the Dock Ward, 

* If the Cassalanters are the villains, the stone is left in 
their family crypt in Waterdeeps cemetery, the City of 
the Dead, A halfling necromancer gets to it before the 
Cassalanters or the eharacters do. 

* lf Jarlaxle is the villain, the stone is delivered to 
Fenerus Stormcastle, a lamplighter in the Trades 
Ward. Fenerus has a criminal history and is currently 
in trouble with the law. 


Gaught at Last! 

When it is finally found, the nimblewright (see appen¬ 
dix B) is wearing a stolen cloak and hiding under a 
pile of uncollected garbage in an alley. Exactly where 
and when the eharacters stumble upon it is up to you. 
With nowhere to go and no other purpose, it fights until 
destroyed. Regardless of where and when this event 
takes place, six members of the City Watch (veterans) 
arrive as the fight ends. Drawn by the commotion, the 
Watch couldnt care less about the nimblewright and 
believes any plausible story the eharacters teli them. (As 
a construet, it had no rights to speak of.) The officers 
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are near the end of their shift and eager to move on; 
they urge the characters to go horne and cause no fur- 
ther mischief, 

Lady Gralhund’s Map 

Lady Gralliund gave her nimhlewright a map showing 
where to take the Stone ofGolorr ; but she forgot to 
teli it to destroy the map once the stone was delivered. 
Characters who seareh the nimblewrighrs remains fmd 
the folded-up map T which depicts one of Waterdeep T s 
wards* Written on the map is an X with a name next to 
it. This map points the characters to where they need to 
be, setting off a sequence of encounters (see "Encoun- 
ter Chains* below)* The main villam determines which 
ward the map depicts and what name is written on it: 

* If Xanathar is the villain, "Grinda Garloth" is written 
by the X on a map of the Dock Ward. (The X marks the 
dock neighborhood of Mistshore* where Grinda lives.) 

* If the Cassalanters are the villa i ns, the name “Cas¬ 
sa lanter'’ is written by the X on a map of the City of the 
Dead. (The X marks the location of the Cassalanter 
mausoleum.) 

- If Jarlaxle is the villain, “Feneras Stormcastle" is writ- 
ten by the X on a map of the Trades Ward. (Residente 
of the Trades Ward know Fenerus. He’s a lamplighter 
with an alley dwelling. The X marks the alley,) 


ObTAININC THE STONE OF GOLORR 

The Stone of Gohrr possesses an Intel! igent, atien inteilect 
and has enough prescience to realize that the characters 
are destirted tq find it The stone doesh't wantto be found 
too easily, though. 

Jf the characters obtain the stone earlier than expected, it 
proves uncooperative and tries to separate itself frorn the 
party as quickly as possible, refusing to share any knowl- 
edge with characters in the meantime. The stone tries to 
take control of anyorte who attunes to it, tnggering a con- 
flict (see "Sentient Magic Iterns" in chapter 7 of the Dun- 
geon Master’% Guide). tf the stone fails to take control, it 
carft try again against that character until the next dawn. If 
the stone succeeds in taking control of ite owner, it orders 
that character to deliver it to wbichever location sets into 
motion the sequence of encounters discussed in this chap¬ 
ter (see "Encounter Chains”). Once the stone divests itself 
of its current owner, it tries to erase ali knowledge of itself 
from that character s mind (see the itenYs description in 
appendix A). Any player whose character is forced to for- 
get about the stone carries the burden of rolepiaying that 
memory loss* You can award inspiration to that character 
as a way to acknowiedge the pJayer’s good rolepiaying. 

As chapter 4 unfolds, you decide when it f s time for the 
characters to ha ve a chance of securi ng the Stone of Gohrr ; 
Try to keep it out of their hands for as long as possible to 
maximize the suspense. 

Once the characters have earned the Stom of Gohrr , it 
no ionger tries to take control of them. A character can 
attune to it and fearn the foltowing Information: 

* The location of the Vault of Dragons (see "Vault of Drag- 
ons T ” page 94) 

* The three keys required to untock the vaulfs doors (see 
"Vault Keys," page 90) 

* The name of the vaulfs gold dragon guardian, and the 
powers ofthe staff in its possession (see the descriptiori 
ofthe dragonstoff of Ahghoiron in appendix A) 


* If Manshoon is the villain, "Thrakkus" is written by 
the X on a map of the Field Ward. (The X marks the 
location of Thrakkus*s butcher shop and residence.) 

Encounter Chains 

Eight encounters comprise the characters* hunt for the 
Stone of Gohrr and the Vault of Dragons* They Form a 
chain, and their order Is determined by your choice of 
villain and seasom The dIngram on the facing page illus- 
trates the order of encounters in each chain. If Xanathar 
is the villain, for example, the chain begins with encoun¬ 
ter 2, "Mistshore," and ends with encounter 6, “Theater.” 

Don*t feel bound by an encounter chain. Let the char¬ 
acters 1 decisions and actions drive the story* You can 
change the order in which encounters happen, remove 
encounters you don*t need, or create new encounters* 
You can also modify encounters to suit your tastes, 

If the characters stray, they might find themselves at a 
loss for what to do next. You have a couple of easy ways 
to guide them back on track: 

- A friendly faction that has Information about the 
whereabouts of the Stone of Gohrr where ab out s can 
bring that knowledge to the characters, 

* A treacherous underling of the villam reveals the loca¬ 
tion of the Srone of Goforr for a price* 

Spring Encounter Chain 

Ah, springtime—when beholder eyestalks are in bloom. 
The Stone ofGolorr was originally snatched from Xana¬ 
thar, and the eye tyrant wants it back. It sends monsters 
and minions to do its dirty work. 

SUMMARY 

The stone is delivered to Grinda Garloth, a mage who 
has worked for Xanathar in the past. When she refuses 
to give up the stone, members of the Xanathar Guild 
try to take it by force (encounter 2, “Mistshore”). After 
the characters defeat these attackers. they learn that 
Grinda told her rat familiar to hide the stone in her fam- 
ily’s crypt in the City ofthe Dead. From this point on, 
the characters are followed by a gazer (see appendix B), 
through whose eyes Xanathar can see. If this gazer is 
killed, Xanathar doesnT send another one to replace it* 
Losser Mirklav. a halfling necromancer, raids the Gar¬ 
loth mausoleum and takes the stone shortly before the 
characters arrive (encounter 4, “Mausoleum' 1 ). As they 
emerge from the mausoleum, members of the Xanathar 
Guild attack them, believing they have the stone. A clue 
left behind in the mausoleum leads the characters to 
an old windmill in the Southern Ward and a pair of 
grave robbers (encounter 10, Xonverted Windmill"). 
Fearing arrest, the grave robbers point them to a cellar 
complex under the Trades Ward (encounter 9, “Cellar 
Complex"). When the characters arrive, they find Losser 
surrounded by foes and kenku working for the Xana¬ 
thar Guild making off with the stone. A ehase through 
the streets on or before Trolltide (encounter 3, “Street 
Chase") ends when the kenku, fearing capture, duck 
into an old tower (encounter 7, "Old Tower"), If they are 
caught and confrcmted, the kenku hand over the stone* 
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Encounter Ghains by Season 
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Xanathar The Cassalanters Jarlaxle Baenre Manshoon 
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The Xanalhar Guiid makes one last attempt to regain 
the stone (encounter 1, “Atley rt ). Any character who be- 
comes attuned to the stone learns that the Vauk of Drag¬ 
ons lies beneath a theater in the Castle Ward (encounter 
6, "Theater"). 

Weather Effects 

Until the encounter chain is complete, the foJlowing 
weather effects are in play. 

Heavy Rain. Heavy rain falis from noon until mid- 
nighL Creatu res in the rain have disadvantage on Wis- 
dom (Perception) checks that rely on hearing or sight. 
The rain also extinguishes open flames. Visibility is 
reduced to 60 feet 

ThickFog. From midnight until noon, the city is en- 
gulfed in thick fog, Creatures in the fog have disadvan¬ 
tage on Wisdoin (Perception) checks that rely on sight. 
Visibility is reduced to 30 feet 

Summer Encounter Chain_ 

As Waterdavians contend with sweliering heat, the Cas- 
salanters send disciples of their Asmodeus-worshiping 
cult to seize the Stone ofGolorr while deftly avoiding 
entanglements with loca! authorities, 

SUMMARY 

The characters arrive at the Cassa lanter mausoleum to 
find severa 1 dead cultists inside (encounter 4, “Mauso¬ 
leum”). A left-for-dead survivor reveals that these cult¬ 
ists were betrayed by two of their own, The characters 
head to an old windmill in the Southern Ward where the 
cult fanatics practice their diabolica! faith (encounter 10, 
"Converted Windmill”). Spined deviis swoop in, snatch 
the stone, and ilee, setting up a rooftop chase (encounter 
5, "Rooftop Chase”). 

The spined deviis deliver the stone to a hire-coach 
parked in an alley (encounter 1, "Alley”). Inside the 
coach is Victoro Cassalanter’s valet, Willifort Crowelle, 
a doppelganger in tiefling form. As the hire-coach flees, 
a Street chase en sues (encounter 3 t “Street Cliase”). 
When a crowd cuts off his escape route, Willifort leaps 
out of the hire-coach and tries to lose himseif in the 
crowd. In the confusion, Street urchins snatch the stone. 
The characters catch up to the children in their cellar 
hideout (encounter 9, "Cellar Complex”). 

With the Stone ofGolorr in their possession, the 
characters emerge from the cellar complex only to find 
themselves surrounded by members of the City Watch. 
They are arrested for one or more crimes and taken to 
a courthouse in the Dock Ward to face sentencing by a 


1f a Villain Cets the Stone 

if a main villain acquires the Storre of Golorr , it takes that 
villain 2d6 days to find the Vault of Dragons and its keys. 
During this time, the characters have a ohance to steal the 
stone from the villain J s tair. If the characters dont steal the 
stone in time, the villain sends forces into the vault to de- 
feat Aurinax and recover the gold, which takes another 2d6 
days. Once the gold is recovered, the villain moves forward 
with a master pJan as detailed in the introduction. If the 
characters are stili alive, they could oppose the villain by 
stealing the gold from the villain 3 s fair. 


magister (encounter 8, "Courthouse”). Meanwhtle* the 
doppelganger tries to gei the stone back. 

Any character who becomes attuned to the Stone 
ofGolorr learns that the Vault of Dragons is hidden 
under an old tower in the Sea Ward (encounter 7, "Old 
Tower”). When they arrive at the tower, they encounter 
its new ownep who is discussing renovatlons with vari¬ 
cus local guiid members. 

Weather Effects 

Until the encounter chain is complete, the following 
weather effect is in play. 

Heat Wave* During the day, a character without 
access to drinkable water must succeed on a DC 10 
Constitution saving throw at the end of each encounter 
in the chain or gain one level of exhaustion. The saving 
throw is made with disadvantage if the character is 
wearing medium or heavy armor, Characters who have 
resistance or immunity to fi re automatically succeed on 
the saving throw. 

Autumn Encounter Chain 

Deception and misdirection are Jarlaxle'$ forte, and be 
Hkes to trick his rivals into working for him. He steers 
the characters toward the Stone ofGolorr and lets them 
think they Ve always one step ahead. Drow player char¬ 
acters who are members of Bregan D*aerthe mighl find 
their loyalty to the party put to the test. 

SUMMARY 

The characters visit the residence of Fenerus Storm- 
castle, a lamplighter and retired brigand who funnels 
Information to Bregan D'aerthe. They arrive to find the 
place ransacked (encounter 1, "Alley"), The duergar 
who looted the residence work for the Xanathar Guiid, 
and Bregan Daerthe spies have trackcd them to a 
cellar complex in the Southern Ward. In the guise of 
Laeral Silverhand, Jarlaxle steers the characters in that 
direction (encounter 9, "Cellar Complex”). A search of 
the cellar complex yields a fake stone, but not the real 
Stone ofGolorr With no other leads, the characters can 
follow up with "Laeral” at a theater in the Dock Ward 
(encounter 6, "Theater”). Jarlaxle makes the characters 
an offer they can’t refuse, setting his agents on them If 
they dare to do so. 

Once he realizes the Xanathar Guiid doesn't have 
the stone, Jarlaxle asks the characters to interrogate 
Fenerus to find out where he hid it. jarlaxle has learned 
that Fenerus is awaiting trial at a courthouse in the Cas¬ 
tle Ward (encounter 8, "Courthouse”). Fenerus wants 
immunity for ali of his past crimes, The characters are 
in no position to grant his wish, but they might threaten 
him, persuade him, or use magic to charm him. If he is 
compelled to reveal the stoneV location T Fenerus points 
the characters to an old tower in the Dock Ward (em 
counter 7, "Old Tower”). 

Jarlaxles lieutenants reach the stone first and ffee 
across the rooftops in the Dock Ward to escape the 
characters (encounter 5 t "Rooftop Chase"). They go to 
ground in Mistshore (encounter 2, "Mistshore"). Once 
the characters wrest the stone away from these drow, 
they can use it to guide them to the home of a famous 
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painter in the Sea Ward (encounter 10. “Converted 
Windmiir) T beneath which is a tunnel that leads to the 
Vault of Dragons. 

Weather Effects 

UntiI the encounter chain is complete, the following 
weather effect is in play. 

Autumn Wind , Wind whistling through the streets 
imposes disadvantage on ranged weapon attack rolls 
and Wisdom (Perception) checks that rely on hearing, 
The wind also extinguishes open hres smaller than a 
torch fiam e. 

Winter Encounter Chain 

Wow is the winter of Waterdeep’s discontent. The 
Zhents who serve Manshoon believe their master to be 
ail-powerful. which has made them reckless. Against a 
frigid backdrop, they T re willing to thumb their noses at 
local authorities and risk death in pursuit of the Stone 
of G olorr. 

SUMMARY 

The stone is delivered to Thrakkus, a dragonborn 
butcher in the Field Ward (encounter 10, “Converted 
Windmill”). Thrakkus hides the stone in one of his meat 
deliveries. The characters follow the delivery cart to an 
alley in the Trades Ward where Zhents meet in secret 
(encounter 1, “Alley”). Before the characters can lay 
hands on the stone, a Zhent named Vevette Blackwater 
grabs it and fiees, initiating a chase across icy rooftops 
(encounter 5, “Rooftop Chase”)* She hands off the stone 
to Agorn Fuoeo, a bard who is attending a play in a 
nearby theater (encounter 6 P *Theater M ), before leading 
her pursuers on a merry chase through the snow-cov- 
ered streets (encounter 3, “Street Chase”). The charac¬ 
ters learn that the stone has been taken by hire-coach to 
Mistshore* The characters can cateh up to Agorn there 
(encounter 2, “Mistshore"). 

If he is captured and questioned, Agorn reveals that 
he made one stop on his way to Mistshore. He dropped 
off a lady friend, a priest of Bane aliied with the Zhen- 
tarim, and left the stone with her and her acolytes for 
safekeeping. The characters can find them in an old 
tower in the Castle Ward (encounter 7, “Old Tbwer”). Be¬ 
fore they leave that place, the characters are eonfronted 
by Manshoon's simulacrum, which arrives by way of 
teleportation circle to collect the stone. Once the simu¬ 
lacrum is defeated, the characters can use the stone to 
learn that the entrance to the Vault of Dragons is hidden 
bdow a mausoleum in the City of the Dead (encounter 4, 
“Mausoleum”)* 

Weather Effects 

Until the encounter chain is complete, the following 
weather effects are in play. 

BHzzard. Shrieking wind and falling snow impose 
disadvantage on Wisdom (Perception) checks that rely 
on hearing or sight The wind also extinguishes open 
6res smaller than a torch flame, Visibility is reduced to 
60 feet. Snow on the ground creates difficult terrain in 
areas that are not heavily trod. 


Extreme Cold. A character exposed to the cold must 
succeed on a DC 10 Constitution saving throw at the 
end of each encounter in the chain or gain one level of 
exhaustion. Characters who have resistance or immu- 
nity to cold automatically succeed on the saving throw, 
as do those wearing cold weather gear (thick coats, 
gloves, hats, and the like). 

Encounter 1: Alley 

Use map 4.1 for this encounter* The buildings that bor- 
der the alley are 30 feet (three stories) high unless you 
decide otherwise* Since this encounter occurs outdoors, 
be mindful of any weather effects in play. 

Areas o f the A lley _ 

The following locations are keyed to map 4.1. 

LL Alley Residence 

This old, one-story, windowless stone house with a slate 
roof is tucked in the middle of the alley, surrounded by 
taller buildings* lts doors are made of sturdy wood, and 
the outer door can be barred shut from within. Break- 
ing down the barred door requires a successfui DC 18 
Strength (Athletics) check. 

The interior is divided into two rooms, a kitehen with 
a fireplace and a plainly furnished bedroom. 

L2* Store 

This stone building is a store of one kind or another. If 
an encounter doesiTt specify the goods sold here, roll 
a d20 and consuit the Store Goods table to determine 
what the store sells, 

A small room serves as a cloakroom, where visitors 
can hang their heavier overgarments* Past the cloak¬ 
room is the store proper, with wares on display* The 
room to the north is a storeroom or a workshop. The 
store owner (commoner) has keys to aII doors* 


Store Goods 


d20 

Goods 

d20 

Goods 

1 

Art 

11 

Hats 

2 

Books 

12 

Hunting traps 

3 

Candles 

13 

Locks and keys 

4 

Cartwheels 

14 

Musical instruments 

5 

Costumes 

15 

Pets 

6 

Dolis 

16 

Pots 

7 

Fresh meat 

17 

Rations 

8 

Fumature 

18 

Rugs 

9 

Games 

19 

Umbrellas 

10 

Glass 

20 

Wine 


Modifying Encounters 

You can adjust the difficuity of a combat encounter by add- 
tng or subtracting monsters. If you need to increase the 
difficuity of an encounter that has already begun f have en- 
emy remforcements arrive during the battle. If you find an 
encounter too deadly, reduce the antagonists T hit points, 
have NPCs arrive to help the characters, or have the bad 
guys cut their losses and flee. 
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ALLEY: SPR1NG 

When this encounter begins* either the characters have 
the Sfone ofGohrr in their clutches, in which case 
theyre jumped as they move through an allev near the 
tower—or it was taken from them by XanathaFs gazer 
spies, in which case they catch up with the gazers in the 
alley before the creatores can descend into the sewers* 

Bear Traps 

Choose five squares on the map. The se squares con- 
tain deep puddles of muddy water. Hidden within each 
puddle is a spring-loaded bear trap. A creature thai has 
a passive Perception score of 13 or higher spots a trap 
before aceidentally stepping in it, 

Any creature that steps into a traps square must 
make a DC 10 Dexterity saving throw, On a failed 
save, the creature takes 3 (ld6) slashing damage as 
the trap snaps shut around its ankle, and the creature 
is restrained unttl the trap is removed. As an action T a 
creature can try to pry open the trap, doing so with a 
successful DC 12 Strength (Athletics) check. 

Amrushers 

The characters enter the alley followed by eight kobolds 
disguised as children wearing troll masks* A bugbear 
named Morga and an intellect devourer hide in a door- 
way halfway down the alley and can be spotted with a 
successful DC 16 Wisdom (Perception) check. 

When the characters reach Morga’s hiding spot, the 
bugbear and the kobolds attack, The intellect devourer 
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stays hidden and tries to take control of a character* 
Given the chance, Morga tries to shove a character into 
the nearest trap. If these creatu res obtain the stone, they 
bring it to Xanathar in its lair (see chapter 5). 

Next Encounter 

If a character becomes attuned to the Stone ofGohrr ; 
it reveals the location of the Vault of Dragons, below 
a theater in the Castle Ward ealled the Pink Fltimph, 
and the three keys that are needed to enter it. When the 
characters are ready to visit the location, proceed with 
encounter 6, *‘Theater. rt 

ALLEY: SUMMER 

The characters begin this encounter on the rooftops 
overlooking the alley. If any characters went to ground 
during the rooftop chase, start them at one end of the 
alley instead. 

Hire-Coach 

Parked in the middle of the alley is a hire-coach pulled 
by two draft borses* The driver, Haru Hamatori (LG 
male Kozakuran human commoner). wears a feathered 
cap and matehing outfit. 

Lord CassalanteFs doppelganger valet, in the guise of 
an elderly tiefling named Willifort Crowelle t sits in the 
passenger cab T which grants half cover. Standing next to 
the hire-coach is a bearded devii disguised as a cloaked 
human bodyguard wearing a wide-bnmmed hat, and 
perched on the coach are three invisible mips Any 







































































































































spined deviis that sorvived the previous encounter are 
also present, having just delivered the Stone ofGohrr to 
Willifort, 

When he sees Ihe characters, Willifort orders the 
imps and the spined deviis to attack. The bearded devii 
stays close to Willifort and engages any character who 
tries to reach the hire-coach, 

The hire-coach has AC 14, 45 hit points, and immunity 
to poison and psychic damage. 

If there/s any chance that the characters might obtain 
the Stone of Golorr as the encounter progressos, Willi¬ 
fort orders the driver to move the hire-coach ouL of the 
alley as quickly as possible. If the driver is incapacitatcd 
or killed. the bearded devii climbs into the driveFs seat 
on the back of the coach and steers the vehtcle. If the 
bearded devii is unable to replace the driver, the doppd- 
ganger takes the reins. Willifort flees on foot if the hire- 
coach ts destroyed or its horses are unable to move, 

Next Encounter 

If Willifort escapes and the characters pursue hini T pro- 
ceed with encounter 3, "Street Chase/' 

ALLE Y: AUTU MN 

The characters’ quesl for the Stone of Golorr first leads 
them to Fenerus Stormcastle, a lamplighter who rents a 
small house in the Trades Ward (area Ll). 

Apple Cart 

The characters enter the alley from dther end. Deter- 
mine their marching order, then read the following text 
onca they reach the alley’s midpoint: 

A cart laden with apples comes careening toward you 
from the opposite directior, rollirrg downhiN. Riding on 
the cart is a tiefling boy with an eye patch, screa m in g at 
the top of his lungs. "Look out! Jf he shouts, 

A character in the path of the apple cart must succeed 
on a DC 10 Dexterity saving throw or be struck for 5 
(2d4) bludgeoning damage and knocked prone, A char¬ 
acter can forgo the Dexterity saving throw and try to 
stop the cart bodily, doing so with a successful DC 15 
Strength saving throw. On a faiicd save T the character is 
struck by the cart and falis prone as it continues to roIL 
After plowing through the party, the cart flips on its side, 
sending apples tumbling down the alley, The tiefliiig boy 
is thrown from the cart but not seriously hurt, 

The boy is one of three Street urchins who teamed up 
to steal the apple cart from a nearby Street corner. The 
other two children lost control of the cart at the crest 
of the alley before they could hop on, They catch up to 
their friend after the crash, make sure he’s ali right, and 
then apologize profusdy to anyone who was hurt. The 
urchins, harmless troublemakers, are detailed in the 
sidebar "The Three Urchins.” 

If they are asked about Fenerus, the children know 
who he is. They describe him as a big man with graying 
hair who looks like he has been in many fights T based 


on “the scars he wears on his face,” They know nothing 
more about him, other than that he lives alone, 

If ihe characters don t frighten them away, the chil¬ 
dren loiter around the alley, eating apples and picking 
through garbage piles. 

Fenerus's House 

The door to Fenerus's house stands open. and the place 
has been ransacked, Painted in blood on the kitchen 
wall is a circle with ten equidistant lines radiating out- 
ward from its circumference: the sign of Xanathar. A 
thorough search accompanied by a successful DC 12 
Wisdom (Perception) check reveals small pools of blood 
on the kitchen floor. A successful check also verifies that 
the blood on the floor and wall is fresh, 

Fenerus'5 Story 

Fenerus Stormcastle was the founder of the Blood 
Hawk Posse, a gang of horse-riding brigands that, to 
this day, barries travelers on the road to Amphail. When 
he was drummed out of the gang after a botched raid, 
Fenerus "retired” to Waterdeep and joined the Quild of 
Chandlers and Lamplighters. 

Until recently, Fenerus supplemented his income by 
spying for the city of Luskan and providi ng his contacts 
with information on the politica! climate m Waterdeep, 
as well as juicy bits of news overhcard on his nightly 
rounds through the Trades Ward. He has no clue that 
his contacts are drow members of Bregan Daerthc, 
since they wear cloaks and keep to the shadows, 

Agents of the Lords' Alliance recently labeled Fenerus 
as a wanted brigand and notified the Lords of W r ater- 
deep, who sent the City Watch to arrest him, Fenerus 
had the good sense to hide the Stone ofGohrr else- 
where and bopes to use it as leverage to gain his free- 
dom as well as forgiveness for past crimes, 

Shortly after Fenerus s arrest, drow agems of Bregan 
D*aerthe showed up to collect the stone and were way- 
laid by invisible duergar hiding in the alley. The duergar 
were members of the Xanathar Guild that had been sent 
by Nar'1 Xibrindas (see appendix B) to retrieve the stone. 
After searching Fenerus T s home and finding nothing, 
they were waiting for Fenerus to return when the drow 
showed up, The drow barely got away with their lives, 

Jarlaxle in Disguise 

Before the characters leave the alley, Jarlaxle Baenre 
(see appendix B) uses his hat of disguise to approach 


The Three Urchins 

Three Street urchins, deseribed betaw, appear in several of 

this chapter's scenes; 

Nat is a Sanky, 10-year-old deaf llluskan girl with a wooden 
toy sword. She is the leader of the group and comm uni¬ 
tates using a sign language that she invented and taught 
to her friends. 

jenks is a portly 9-year-cld Turami boy with a cloak, a toy 
wand. and a stuffed owlbear "familiar/' He f s shy around 
strangers but brave when it comes to helping his friends. 

Squiddly is a slim 9-year-dd tiefling boy with an eye patch, 
a small bow, and a quiver of toy arrows, He rarety thinks 
before he talks or aets. 
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ihem in the guise of Laeral Silverhand, the Open Lord 
of Waterdeep: 

i v , 

A tali, graceful woman in an emerald green cloak ap- 
proaches you r her long, silver hair btllowmg out from 
under her hood, rf lf yotVve come lookmg for Fenerus 
Stormcastfe, tVn afraid youVetoo late/ 1 she says. "ft 
appears Xanathar has gotten to him fsrst. Fenerus had 
something in hrs possession that I desire, Perhaps you 
car help retrieve it." 

“LaeraF telis the characters that Fenerus had a sen¬ 
tient magic item in his possession called the Stone of 
Golorr ; which knows the location of a large cache of 
gold that was embezzled from the City by its previous 
Open Lord. She asks the characters to retrieve the 
stone* for the good of Waterdeep. and deliver it to her at 
the Seven Masks Theater in the Dock Ward. “Laera!" 
offers no reward other than the gratitude of Waterdeep s 
Open Lord. 

Jarlaxle suspects that Nari Xibrindas, his spy in the 
Xanathar Guild. has betrayed him and is now using 
the resources of Bregan 0 aerthe to help the beholder 
retrieve the stone. Jarlaxle also knows that the Xanathar 
Guild has a refuge fairly close by. in a cellar complex un* 
der the Southern Ward. “Laeral” suggests that the char¬ 
acters search for the stone there* (Jarlaxle doesnV want 
Nar’1 to know that he's onto him. which Is why he would 
rather send a small group of adventurers than call upon 
a Bregan D aerthe attack force.) 

Characters who are suspicious of LaeraFs intentions 
can ascertain that she f s hiding something with a suc- 
cessful Wisdom (Insight) check contested by Jarlaxle's 
Charisma (Deception) check. If the characters somehow 
penetrate Jarlaxle’s dis guise. he smiles and offers them 
10,000 gp if they promptiy deliver the stone to him at the 
Seven Masks Theater* He assures them, in ali honesty, 
that he pians to give the gold back to Waterdeep in ex- 
change for some political goodwill 

Next Encounter 

If the characters invade the Xanathar Guild refuge, pro- 
ceed with encounter 9* “Cellar Complex." 

ALLEY: WlNTER 

The characters' search for the Stone of Golorr leads 
them to a snow-covered alley in the Trades Ward that 
contains a windowless Zhentarim safe house (area Ll) 
and a meat shop called Cuttle’s Meat Pies (area L2). 

The characters approach from either end of the alley. 
Hoofprints and wheel ruis in the snow testify that Justyn 
Rassks delivery cart passed through the alley recently 
after a brief stop outside the meat shop. A character who 
inspects the tracks and succeeds on a DC 10 Wisdom 
(Survfval) check can teli that the deliverer visited both 
the shop and the alley residence. Before the characters 
can investigate further, they are assaulted by members 
of the Xanathar Guild. 


Bugbears Attack 

At the end of a dead-end side alley South of areas Ll and 
L2 is an Iron grate that covers an opening to the sew- 
ers under the North Ward. Five bugbears have quietly 
climbed up through the grate and concealed themselves 
in the side alley. They pour out and attack the charac¬ 
ters* hoping to galn surprise in the blizzard* Characters 
who have a passive Perception score of 16 or higher 
aren t surprised. 

The bugbears were sent by Xanathar to retrieve a pris- 
oner being hdd in the Zhent safe house* but they Ve too 
bloodthirsty to pass up the chance to murder a band of 
adventurers standing in their way* The wind and snow 
render the City Watch oblivious to the danger. 

Cuttle^s Meat Pies 

Characters who speak to the proprietor of the meat 
shop, a portly middle-aged woman named Sora Cuttle 
(LG female Illuskan human commoner), learn that she 
received an unexpected delivery from Justyn Rassk of 
the Guild of Butchers* Given that fresh meat is in short 
supplv in winter, Sora could hardly turn it down. If the 
characters see fit to teli her that the meat came from 
chopped-up humanoids* Sora falis ili. She has no knowl- 
edge of Thrakkus T s nasty handiwork and promises to 
bring the matter to the attention of the Guild of Butchers 
and the local magister. Until then, she wonV use any of 
Thrakkus^ meat to make her famous meat pies, 

Sora is suspicious of her two neighbors in area LL 
They come and go at strange hours, sometimes return- 
ing from a nighfs sojourn with blood on their leather 
annor* If the characters do Sora the courtesy of warning 
her about the meat, she happily shares her concerns 
about her naughtv neighbors, along with descriptions 
of them* One is a pale, gaunt woman in her twenties 
with dark, stringy hair. The other is a much older t dark- 
skinned man with a bald head, a half-missing ear t and a 
short white beard. 

Zhentarim Safe House 

This windowless house is occupied by two Zhents loyal 
to Manshoon—the same individuals that Sora describes. 
Their names are Avareen Windrivver (LE female Illus¬ 
kan human spy) and Zorbog Jyarkoth (NE male Turami 
human thug). 

When the characters first enter the alley Avareen is 
in the front doorway of the house, handing the Stone of 
Golorr to a high-ranking Zhent named Vevette Blackwa- 
ter (CE female Tethyrian human swashbuckler: see ap¬ 
pendix B) + Zorbog is stoking a fire in the fireplace while 
quietly observing the transaction. With stone in hand. 
Vevette scramhles up to the rooftops, leaving Avareen 
and Zorbog to deal with the survivors of the conflict be- 
tween the characters and the bugbears. 

Gagged and tied to a chair in the back room of the 
house is a known member of the Xanathar Guild—a 
shield dwarf who wears a leather skullcap stitehed 
with fake beholder eyestalks. The dwarf, Ott Steeitoes 
(see appendix B), was captured while buying fish food 
in a Dock Ward market. After the Zhents interrogated 
Ott, it became ciear to them that Xanathar would want 
him back, He is being held until a ransom is paid* but 
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Xanathar has learned where he is being kept. Any bug- 
bears that survived the initia l attack try to rescue Gtt, 
while Avareen and Zorbog do their best to fight them off. 
If Ott is set free, he runs back to the waiting eyestalks of 
his insane beholder master. Characters who follow him 
are led straight to XanathaFs lair (see chapter 5). 

Next Encgunter 

Any characters within 10 feet of the Zhents 1 front door 
can make a DC 14 Wisdom (Perception) check. Those 
who succeed on the check hear a mocking laugh above 
the howling wind and glimpse a cloaked figure on a 
nearby roof, darting away through the blizzard, If the 
characters chase after this figure, proceed with encoun- 
ter 5, “Rooftop Chase ” 

Encounter 2: Mistshore 

Mistshore is a run-down Dock Ward neighborhood 
that reeks of hsh and scorched timber. A fi re swept 
through the area a little over a year ago, and most of 
the buildings are now burned-out shells with (at best) 
sails for roofs. Fishing poles and nets line the dock, and 
the 15-foot-deep water is covered by a thick layer of ice 
during the winter. 

A reas of Mistshore_ 

Mistshore is a riotous assemblage of ramshackle homes 
made of wood from old ships and inhabited by impov- 
erished Waterdavians. Severa 1 buildings were reduced 


to ash by the fi re last year Although some were rebuilt, 
others were ruined beyond repair and are now used as 
roofless dens by homeless children and rats, 

The following locations are keyed to map 4.2. 

DI, Kraken'8 Folly 

The Kraken s Folly is a beached pirate ship that some 
residents of Mistshore use as a tenement. At any given 
time, 4d6 bandits loiter on deck, hoping that someone 
who needs muscle will offer them work. These ruffians 
live in the rat-infested cabins belowdecks. They are will- 
ing to come to the atd of anyone who asks—for a price, 
Each demands 1 gp to get involved in a fight or create a 
distraction on behalf of their employer, 

D2. Grinda^ Residence 
A mad treasure hunter named Grinda Garloth (CN 
female IUuskan human mage who speaks Common, 
Dwarvish, Halhing, and Undercommon) lives here. Her 
ramshackle home contains an unmade bed, an alche- 
misfs laboratory, a small stove t a coat rack, a table, a 
stool, a stuffed chair in poor condition, a wash basin, 
and a locked wood en sea chest with a glyph of ward ing 
spell casi on it, Grinda carnes the key, and the glyph 
triggers an explosive runes effect (see the spell descrip- 
tion in the Piayer’$ Handbook) i f anyone other than 
Grinda lifts the Hd of the chest, 

Chest Grinda ? s chest contains a heavy iron key that 
locks and unlocks the Garloth family mausoleum in the 
City of the Dead (see “Mistshore; Spring" below). 
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Grinda Garlqtw and Her Apparatus of Kvmlish 


D3. GrindVs Apparatus 
Grinda Garloth keeps her apparatus ofKwalish here 
when she'5 not using the vehide to hunt for treasure io 
Deepwater Harbor. While the apparatus Ls here, it floats 
in an enclosed dock, Underwater metal doors leading 
out to the harbor are kept shut by an iron bar across the 
inside. The apparatus can Hft the iron bar automatically; 
a creature inside the bay can lift it with a successful DC 
20 Strength (Aihlelics) check, 

Borrowing the Apparatus, Grinda atlows the char¬ 
acters to borrow her apparatus ofKwalish on the condi- 
tion that they first use the device to search the bottom 
of Deepwater Harbor for treasure and give her half of 
whatever they ftnd. To meet the mages demands, the 
characters must spend a day searching the harbor. At 
the end of the day, the pilat makes an Intel li gence (In¬ 
vestigat ion) check. Multiply the total of the check by 10 
to determine the gold piece vaiue of any treasure found. 
Grinda sells the bounty and gtves half to the characters. 

As the characters search the harbor for treasure, roll 
any die, lf an even number is rolled, an awakened shark 
nanied Obltteros attacks them. Grinda has had several 
close encounters with the shark recently, but fails to 
mention this to the characters for fear of scaring them 
off. Oblite ros is a giant shark. with these changes: 

* The shark’s aiignment is chaotic evil. 

* Its Intelligence score is 10 (+0), and it can speak and 
understand Aquan. 
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Mistshore: Spring _ 

Xanathar has sent forces to collect the Sfone of Golorr 
from Grinda Garloth, known op and down the wharf as 
an eccentric wizard who owns a submersible contrap- 
tion that she uses to hunt for treasure on the bottom of 
Deepwater Harbor. The characters have no troublc get- 
ting directions to her Mistshore residence (area D2), 

When the characters arrive at her home, Grinda is 
holed up inside, having barricaded the doors with furni- 
ture. Trying to break down the doors are four members 
of the Xanathar Guild (CE male human bandits) under 
the command ofa dwarf en fore er named Noska Ur‘gray 
(see appendix B), A merrow also under Noska’s com¬ 
mand swims beneath the docks. It surfaces to attack 
when the characters arrive. 

f f the characters come to Grinda*s defense, Noska 
orders his thugs to attack them while hc takes potshots 
at the characters with his crossbow. Two rounds later, 
eighi more bandits leap down from the Kraken*s FoIIy 
(area Dl)andjoin the fray. These hooligans were paid 1 
gp each to watch Noska’s back. The characters can turn 
them against Noska by offering a larger bribe (at least 
5 gp each). 

If the characters turn the hooligans against Noska or 
reduce the dwarf to half his hit points or Fewer, Noska 
flees, Any remainmg Xanathar Guild members cover his 
escape, Grinda emerges from her residence to thank the 
characters once the fight has conciuded. 





WHERE^S THE StONE? 

Grinda admits that she has done business with the 
Xanathar Gtiild in the past. Her orders were to pro- 
tect the stone until Noska arrived to claim it, but she 
changed her mind and deeided to keep the stone for her- 
sdf* She now realizes that decision was a mistake. 

Grinda telis the charaeters that she gave the stone to 
her rat famiiiar and told the creature to stash it in her 
family's mausoleum in the City of the Dead. The mage 
gives the charaeters directioris to the site and a key to 
the mausoleum. (They won't need the key, since the 
mausoleum is open when they arrive.) 

Spy in the Sky 

As the charaeters leave Mistshore, a gazer (see appen¬ 
dix B) begins to follow them, staying at least 60 feet 
away. Xanathar uses it to spy on the charaeters. Charac- 
ters who have a passive Ferception score of 15 or higher 
can spot the gazer shortly after the party enters the City 
of the Dead. The gazer defends itself if attacked* 

NEXT ENCOUNTER 

Armed with directions to the Garloth mausoleum, the 
charaeters can head for the City of the Dead. The spring 
chain continues with encounter 4, “Mausoleum.” 

Mistshore: Autumn 

At the end of their pursuit, the charaeters corner FelYekt 
Lafeen and Krebbyg Masq^iFyr in Mistshore. The two 
drow gunslingers (see appendix B) lurk behind the 
Kraken's FoIIy (area DI) and wait to be rescued. When 
the charaeters confront them, FelYekt and Krebbyg stall 
for time until their escape vehieie arrives. If either drow 
falis, the other tosses the stone into the harbor to keep it 
from falling into enemy hands. A character can recover 
the sunken stone by using a detect magic spell to help 
pinpoint its locat ion, 

Big Belchy 

A mechanica 1 dragon turtle, dubbed Big Belchy, sank 
in Deepwater Harbor almost a century ago, Lantanese 
gnomes working for Jarlaxle have managed to repair 
the construet. Two rounds after the charaeters corner 
FeTrekt and Krebbyg, Big Belchy surfaces next to the 
dock on initiative count 5, dose enough that the drow 
can leap onto its barnade-encrusted back on their 
next turns. 

In the round after it surfaces, the mechanism breathes 
a cloud of steam onto the docks in a 30-foot cube, then 
begins to move away at a swimming speed of 20 feet. 
Any creature in the cloud of steam mu st make a DC 14 
Dexterity saving throw, taking 22 (4dlG) hre damage on 
a failed save, or half as much damage on a successful 
one. Big Belchy can breathe steam only onee. On each 
of its turns thereafter, it swims a total of 40 feet toward 
jarlaxle^s flagship. the Eyecatcher, which is anchored in 
the middle of the harbor 1 mile away. 

Big Belchy has AC 18. 75 hit points, and immunity 
to poison and psychic damage* If it is reduced to 0 hit 
points, it sinks once more to the bottom of Deepwater 
Harbor. If the drow are stili on its back when it goes 
down, they swim the rest of the way to the Eyecatcher 


but gain two levels of exhaustion from the cold water 
and exertion. 

If the drow are defeated whiie on Big Belchy f s back, 
the Stone ofGolorr tumbles off the mechanical dragon 
tortas shcll and drops into Deepwater Harbor, If the 
water is deep enough, the charaeters might need to bor- 
row Grinda Garloths apparatus ofKwalish to recover it. 

Next Encounter 

If a character becomes attuned to the Stone ofGolorr, it 
reveals the locat ion of the Vault of Dragons, beneath an 
old stone windmill in the Sea Ward, and the three keys 
needed to enter it. When the charaeters are ready to visit 
the location, proceed with encounter 10, “Converted 
WindmillT 

Mistshore: Winter 

The charaeters head to Mistshore in search of the man 
they believe has the Stone of Golorr En route to that 
destination, the man had his hire-coach make a brief 
stop in the Castle Ward to drop off his lady friend* She 
now has the stone—a fact that charaeters can discover 
by questioning the man, a bard namcd Agorn Fuoco. 

Agorn made such a good impression on Manshoon 
that he was elevated quickly through the ranks of the 
organizadon, but his life is full of disappointment oth- 
erwise, He has not aehieved the fame he craved nor 
earned the wealtb he felt he was entitled to* He has 
adopted the Zhentarim credo that power comes to those 
who deserve it and has come to see the Black Network 
as a new family of sorts. Agorn has come to Mistshore to 
visit a member of his actual family—his mother, who is 
gravely ili and lives in abjeci poverty. 

A Waiti ng COACH 

Waiting at the edge of the neighborhood is the hire- 
coach that bore Agorn Fuoco through the bli 2 zard to 
Mistshore. Two draft horses stamp their hooves impa- 
tiently in the snow. The driver, Rowan Evenwood (LG 
female Chondathan human commoner), was paid extra 
to wait for Agorn to return. He left in a hurry, and she 
doesnY know how long she is expected to wait, but her 
patience has limits* 

A Cold Reception 

A blizzard is tearing through Mistshore, turning its 
rotten tenements into dark, looming shapes behind 
veils of blowing snow. The water around the docks is 
frozen solid. and impoverished commoners clad in tat- 
tered garments gather around sputtering campfires for 
warmth. These folk are suspicious of anyone they donY 
rccognize and far from welcoming. even toward those 
who show them charity. These people would tear the 
clothes from the charaeters’ backs given half a chance. 

Ice Escapades 

Playing on the ice underneaih the docks are three Street 
urchins wearing frayed cloaks and gloves. They dart 
in and out of view, hurling snowballs at each other and 
laughing as the blizzard batters the structures above 
them (see “The Three Urchins,” page 63)* 
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When the children see the characters for the ftrst 
time, their interest is piqued* The children fancy thern- 
selves adventurers of sorts, and they are quick to idol- 
ize and emulate real-Hfe ones. Squiddly even has the 
audacity to hur! a snowbali at one of them {+0 bonus to 
hit). The children know who Agoni Fuoco is because he 
used to live and play mu sic in Mistshore. T hey offer to 
lead characters to his mother’s residence, 

Mother AND Son 

Pick one of the unmarked buildirtgs on map 4.2 to serve 
as the Fuoco residence. Agorn Fuoco (NE male Tu rami 
bard; see appendix B) is inside, trying to smother his 
bedridden mother, Marta (N female Turami human 
commoner with 1 hit point), with a sack she uses as a 
pillowcase. With tears born of joy and sadness stream- 
ing down his face, Agorn is cutting loose his old family 
ties and embracing his uew family: the Zhentarim, The 
characters can stop him from committing matricide by 
pulling him away from his mother b e fore she suffocates* 

Agorn was moved to perpetrate this act by the play he 
saw at the theater and by his lady friend, Amath Sercent, 
to vvham he entrusted the Stone ofGobrr. He wonT give 
up her loeation willingly, though magic can be used to 
pry the Information from his lips, Characters can also 
speak to the hire-coach d river, Rowan Evenwood, who 
dropped off Agorn s lady friend before transporting 
Agorn to Mistshore. Amath lives in an old tower in the 
Castle Ward called Ydlowspire, 

ZHENTS IN THE WlND 

As the characters leave the Fuoco residence, with or 
without Agorn as their prisoner, they are surrounded 
by ni ne Zhentarim thugs, The thugs ftght to the death 
whtle Agorn tries to escape, If he gets away, the charac¬ 
ters might encounter him again in chapter 8. 

As the Zhents attack and Agorn attempts to flee, the 
characters hear a child ? s screarn Corning from the oppo¬ 
site direction. Through the blowing snow, they can see 
that one of the urchins, Jenks, has fallen through a thin 
pateh of ice and is in danger of sinking to the bottom of 
the harbor. His two friends are trying to pull him out of 
the hole, but he's too heavy. The children are roughly 30 
feet away* A character with in arms reach ofjenks can 
use an action to try to pull the boy from the cold water, 
doing so with a successful DC 11 Strength (Athletics) 
check. If no adult comes to Jenks T s aid with in 1 minute 
of his falling, through the ice, he sinks below the surface 
and begins to drown as the cold water overcomes him. 

If the characters find themselves outmatched by the 
Zhents, heip comes in two forms. Two Harper spies 
sent by Remallia Haventree (see appendix B) appear 
on the scene. Their names are Salazar Lorrance (CG 
male Tethyrian human) and Mavia Oxlander (NG female 
Chondathan human). If the battle doesnt turn quickly in 
the partys favor, Grinda Garloth (see area D2) appears 
and uses her magic to aid them* 

Next Encounter 

Armed with Information from Agorn Fuoco or his hire- 
coach driver, the characters might feel compelled to pay 
a visit to Yellowspire in the Castle Ward, Proceed with 
encounter 7, “Old Tower/* 
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Encounter 3: 

Street Chase 

For this encounter, use the chase rules and the Urban 
Chase Complications table in chapter 8 of the Dungeon 
Master f s Guide. The chase plays out as a “theater of fhe 
mind” experience. Consequently, you dont need a map 
to run the encounter, The chase occurs outdoors, so be 
mindful of any weather effects in play* 

Street Chase: Spring 

A kenku in cahoots with the Xanathar Guild has the 
Stone ofGoIorr and is running through the streets with 
it. The kenku is 60 feet away from the characters at the 
start of the chase. 

If at any point the kenku is incapacitated, another 
kenku previously hidden by the rain or fog joins the 
chase, acting next in the initiative count. It suddently 
appears, snatehes the stone, and flees with it. 

Next Encounter 

When the characters are dose to catching the kenku, or 
when you want the chase to and, the creature ducks into 
an old tower. Proceed with encounter 7, “Old Tower/’ 

Street Chase: Summer 

The characters are pursuing Lord Cassalanters doppel- 
ganger valet, Willifort, as he flees in a hire-coach or on 
foot. The chase takes place on crowded streets, in from 
of agog spectators, 

If you havenh been tracking the d ista n ce between the 
doppelganger and the characters. assume the charac¬ 
ters are 120 feet away from their quarry at the start of 
the chase if Wlllifort is traveling by hire-coach, or 60 
feet away if the doppelganger is on foot, The hire-coach 
has an initiative modifier of 4*0, and Willifort moves with 
it. A creature in the hire-coach doesn’t need to roll on 
the Urban Chase Complications table on its turn. 

Crowded Street 

If Willifort flees in a hire-coach, his getaway is thwarted 
on the third round of the chase when a large crowd 
blocks the road, forcing the hire-coach to stop, (If the 
chase occurs on Founders' Day, the crowd is part of the 
holiday celebratiom) The doppelganger jumps out of the 
hire-coach on his next turn and makes his way through 
the crowd on foot* 

Any creature in the crowd has half cover, and any at¬ 
tack that misses the creature because of the cover hits 
an innocent commoner instead* 

If Willifort is incapadtated, a raven abrubtly swoops 
down, acting next in the initiative count. It snatehes the 
stone and flees with it. This raven is a shapechanged 
imp that works for Lady Cassalanten 

Street Urchins 

The chase ends when three Street urchins (see “The 
Three Urchins/" page 63) steal the stone, either by 
pickpocketing it from the doppelganger or by shooting a 
toy arrow at the raven and causing it to drop the stone. 






Once they have the stone, the Street urehins quickly 
lose themselves in the crowd, If WiUifort the doppel- 
ganger is stili around, he tries to slip away, beiieving he 
stili has the stone. The imp t if present. turns invisible 
and circles above the crowd in a futile attempl to fmd 
the stone. 

A character can use an action to seareh the crowded 
Street by making a DC 17 Wisdom (Perception) check. 
On a successfu! check. the character spots an iron 
grate in the Street that wasn't closed properly. Lifting it 
reveals an iron ladder that descends 10 feet to an under’ 
ground sewer tunnel. Characters who lower themselves 
into the tunnel can hear the sounds of splashing water 
and childrens voices in the distance and mlght decide lo 
follow them. (The ehildren are holding hands in the dark 
and being guided by Squiddly, who has darkvision.) 

Next Encounter 

ff the characters follow the Street urehins inio the sewer, 
proceed with encounter 9. “Cellar Complexi 

Street Chase: Winter 

After leaving the theater, the characters resume their 
pursuit of the elusive Zhent spy, Vevette Blackwater (CE 
femaie Tethyrian human swashbuckier: see appendix 
B), She leads them on a merry chase through snowy 
streets until she is finally caught or until the characters 
give up the chase. She starts 30 feet away from the char¬ 
acters. If forced to make an ability check or saving throw 
because of a chase complication, she has advantage on 
the rolL Also, she can use the Dash action during the 
chase without having to make Constitution checks to 
avoid exhaustion. 

Where’s the Stone? 

If she is caught, Vevette surrenders, She s counting on 
the law to protect her from serious liarm, and she knows 
she has done nothing to warrant arrest. Vevette no lom 
ger has the Stone ofGoIorr, after parting with it back in 
the theater, She doesnT willingly divulge who has the 
stone, though the characters can pry the Information 
from her using a charm person spell or simi lar magic. 

ff the characters return to the theater, Remallia 
Flavent ree (see appendix B) waves them over and telis 
them that she saw two people exit Lhe theater shortiy 
after ihey did and then depart together in a hire-coach 
shortiy thereafter. One of them is a bard named Agorn 
Fuoeo, the other a woman unknown to Lady Haventree. 

Both Remallia and Vevette know that Agorn spends 
time around the dangerous dockside neighborhood of 
Mistshore. 

Next Encounter 

Proceed with encounter 2, “Mistshore." 

Encounter 4: Mausoleum 

The City of the Dead is a pubhc park dotted with mauso- 
leums. The place is closed at night T with two City Guard 
soldiers (guards) stationed at each entry gate. A charac¬ 
ter can slip over a wall undetected with a successfuI DC 
15 Dexterity (Stealth) check. 


At dusk, hundreds of driftglobes make their way from 
the inhabited part of the city and congregate in the City 
of the Dead. They spend the night here, then disperse 
and return to the waking city at dawn—for a reason no 
one knows. 

Sir Ambrose Everdawn (LG male human Tethyrian 
knight), an aging servant of Kelemvor (god of the dead), 
patrols the cemetery from sunset to sunrise* chasing off 
grave robbers and making sure the dead siay buried. 
Characters who creep around the cemetery in the dark 
have a 30 percent chance of running into him. If that 
happens, he escorts them out and aleris the City Guard 
if they refuse to leave. 

Areas of the Mausoleum 

Rooms in the mausoleum have 8-foot-high ceilings, with 
6-foot-high passages and doorways connectingthem. 
The following locations are keyed to map 4,3. 

ML Ground Level 

Unless the text of an encounter says otherwise, the 
stone double door to the mausoleum is locked. The lock 
can be picked by a character who makes a successfuI 
DC 15 Dexterity check using thieves’ tools, or the door 
can be forced open with a successful DC 25 Strength 
(Athletics) check. 

Inside» a family emblem is emblazoned on the floor 
between four astent atious marble coffms. The coffins, 
engraved with the names of those interred with in, con- 
tain nothing but dust and bones. 

M2, Underground Crypts 
Empty sconces adorn the walls. Cobwebs and dust indi¬ 
cate that no one has tended to this place in a long time. 
Stone coffins in alcoves contain dust and bones, 

Mausoleum: Spring 

This encounter begins when lhe characters come to the 
Garloth mausoleum seeking the Stone ofGolorr : The 
double door to the mausoleum is open when they arrive. 

Earlier, Grinda Garloths rat familiararrived to find 
the mausoleum open and grave robbers inside. They 
killed the rat, took the stone, and fled along with the 
skeletal remains of Grinda^s ancestors. Characters who 
seareh the plundered crypts find neither the rat nor the 
stone, but they do find a clue left behind by one of the 
grave robbers (see “Crypt Clue ,+ below). As the char¬ 
acters make their way out, Xanathar Guild members 
attack them in an attempt to retrieve the stone. 

Crypt Clue 

Characters who seareh the underground crypts can find 
a shiny Steel key lying in the dust on the Boor, One of the 
grave robbers dropped it while looting the crypts. 

The characters can take the key to the Meta! House 
of Wonders» the guiklhall of the Splendid Order oFAr- 
morers, Locksmiths. and Finesmiths in the Dock Ward, 
or to any local locksmith. In ehher place, someone can 
identify the key as lhe handiwork of a dwarf locksmith 
in the Trades Ward named Elaspra Ulmarr. Characters 
who visit Elaspra f s shop can learn from her that she 
made a key for a Client who bought one of her excellent 
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locks. She even installed the lock for him. Elaspra won’t 
easily divulge the name of the dient or his place of resb 
dence. She has great respect for the Harpers, however; 
a character who beiongs to this faction and produces a 
Harper pin to prove it can pry the Information from her 
with a successful DC 13 Charisma (Persuasion) check. 

A character pretending to be a Harper can fool her with 
a successful DC 16 Charisma (Deception) check. 

Otherwise* * the characters must either compel Elaspra 
to release the Information using magic, or they must 
sneak a peek at her records, which she keeps in an iron 
safe that can be opened with a knock spell or simiiar 
magic. To pick the comblnation lock on the safe, a char¬ 
acter must succeed on three DC 20 Dexterity (lnvesti- 
gation) checks in a row, Each attempt made to pick the 
lock requires an action. 

From Elaspra or her records, the characters learn 
that she sold the key to a man named Volkarr Kibbens, 
whose address is an old windmill in the Southern Ward, 
The key unlocks the door to his apartment, which he 
shares with another man named Urlaster Ghann. 

Xanathar Guild Ambush 

As the characters teave the mausoleum, they are jumped 
by four duergar. members of the Xanathar Gulld, who 
slippcd past the cemetery guards using thcir invisibtlity. 
The leader, Gorath, accosts the characters in Dwarvish, 
demands the Stone of Golorr, and refuses to believe that 
they don’t have it. If the stone isn’t turned over to them 
promptly, the duergar enlarge themselves and attack. 
Xanathar watches the battle unfold through the eyes of a 
gazer (see appendix B), which stays out of the fight and 
tries to remain unseen, 

If this encounter occurs at night, there’s a 50 percent 
chance that Ambrose Everdawn hcars the disturbance 
and investigates, arriving after two duergar fall in battle. 
The characters can convince him that they Ve not grave 
robbers with a successful DC 15 Charisma (Persuasion) 
check. If they re polite, Ambrose escorts them out of the 
City of the Dead and warns them not to trespass again. 
Otherwise, he attempts to subdue them and turn them 
over to the City Guard. 

Next Encounter 

Once they trace the key to its owner, the characters can 
head to the Southern Ward in search of Volkarr Kib- 
bens. The spring chain continues with encounter 10, 
“Converted Windmill.” 


Vi liain Lairs 

Chapters S through 8 describe the lairs of the maEn vil¬ 
lain s. The characters might want to explore the lairs for a 

variety of reasons, induding the following: 

* Disrupting the villairfs operatiori 

* Caining an audience with the villa in (perhaps to forge a 
truce or an alliance) 

* Completing a special missson for a faction (see "Joining 
Factioris, p page 34) 

- Investigatrng a false clue given to them as part of a 
scheme concocted by another villain 

* Stealing the Stone of Gohrr if the villain has it, or finding 
leads on its whereabouts when the trai! goes cold 


Mausoleum: Summer 

The characters travel to the City of the Dead, which is 
open to the public from dawn until dusk. One well-main- 
tained mausoleum has the na me CASSALANTER 
engraved above its entrance. The outer door is locked 
when the characters arrfve in search of the Stone of 
Golorr ; A successful DC 20 Intelligence (Investigation) 
check reveals that it has been opened recently, as evi- 
denced by dirt smears on the door. A character can try 
to pick the lock using thieves 1 tools, doing so with a suc¬ 
cessful DC 15 Dexterity check. A knock spell or simiiar 
magic also opens the door. 

Human footprmts crisscross through the dust on the 
upper level A search of the underground crypt reveals 
the bodies of three humans—two males and a female, 
ali dressed in hooded robes, Further inspection reveals 
that the woman is stili breathing (unconscious whh 0 
hit points). 

Left for Dead 

The three cultists were low-ranking members of Victoro 
Cassalanters cult of Asmodeus. They were betrayed 
by two cuit fanatics acting on orders from Lord Cas- 
salanter. who not only wants the Stone of Golorr but 
also, as a security precaution, intends to eliminate cult 
members who know too much about it, These three cult¬ 
ists were felled by daggers and infUct wounds spells. 

The survivor is Vaelle Lurval (LE female Tethyrian 
human cultist). a 30-year-oId Waterdavian florist, She 
was brought into the cult by her boyfriend, Holiver Torn- 
rudder, who lies dead nearby. The other dead cultist is 
named Kaeth Warloon. 

If she is healed, Vaelle regains consciousness. She 
reveals that the cult fanatics, Arn Xalrondar and Seffia 
Naelryke, would likely have taken the stone to an old 
windmill in the Southern Ward T where they hold their 
own ceremonies worshiping Asmodeus, Vaelle can 
provide directions, or she can lead characters there if 
she is healed fully, for the sake of avenging her mur- 
dered lover, 

Vaelle believes that the cult fanatics acted on their 
own, not under Lord CassalantePs orders, She won’t 
reveal the Cassalanters as the leaders of the cult unless 
magically compelled to do so. 

Next Encounter 

Proceed with encounter 10, “Converted Windmill” 

Mausoleum: Winter 

The Stone of Golorr has revealed that the Vault of Drag- 
ons lies beneath the Brandath family mausoleum in the 
City of the Dead. The characters are unlikely to know 
it f but the Brandath family is an old one. Lord Dagult 
Neverember married into it for its wealth, and Lady 
Brandath gave birth to his son, Renaer. It's a dark irony 
that Neverember entrusted the location of his embezzJed 
gold to his dead wife's family. Renaer Neverember would 
be horrified but not surprised to learn the truth. 

The cemetery is buried in snow, and though some 
visitors are drawn to its scenic beauty even in winter, 
the blizzard keeps most of them away. The crumbling 
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mausoleum is sealed tighb and the name BRANDATH 
is etched above its entrance. Large ehn and bireh trees 
grow around the structure, sheltermg it as best they can 
witli their leafless boughs, 

Guardian Treant 

The largest tree growing in front of the entrance is a 
treant. It awakens when one or more creatores ap- 
proach the entrance and growls, “Only those of Bram 
dath blood are welcomc here! Begone!* The treant is 
particularly surly, it being winterand ali 
[f someone other than a Brandath descendant tries to 
open the mausoleum, the treant animates two nearby 
trees and then attacks. The treant and its animated al- 
lies are too big to enter the mausoleum. 

The characters can kil! the treant, try to slip past it, or 
retreat until they learn more about the Brandath family. 
A days research followed by a suecessful DC 10 Intelli- 
gence (Investigation) check reveals that the characters 
know one such person: Ren aer Neverember. lf they ask 
Renaer to admit them to the Brandath family mauso¬ 
leum, he agrees to do so. Because the treant can sense 
that Renaer has Brandath blood in his veins, it allows 
him and those he calls his friends to enter unmolested, 
and says to Renaer in passing, "Your mother was a 
lovely person/' 

Glyph ofWarding 

A glyph ofwarding speil has been casi on the first step 
leadingdown to the underground level, set to Lrigger 
when a humanoid creature passes over the step. The 


glyph can/t be spotted unless the dust on the floor is 
cleared away by a gust of wlnd spei! or some other 
means, Once the dust is swept aside, a character who 
searches the stairs notices the glyph with a suecessful 
DC 15 IntelHgence (Investigation) check. 

If the glyph is triggered, it erupts with magical fire in 
a 20-foot-radius sphere centered on it. The ii re spreads 
around corners. Each creature in the area must make 
a DC 15 Dexterity saving throw, taking 22 (5d8) fire 
damage on a failed saving throw, or half as much dam- 
age on a suecessful one. The glyph disappears after it is 
triggered. 


Uld’s Resting Place 

A detect nmgic speil reveals an aura of transmutat ion 
that em anates from one of the stone coffins on the un¬ 
derground level. This crypt contains the shattered bones 
of Uld Brandath* a Waterdavian magister who died in 
a freak accident decades ago. (A gargoyle broke off the 
cor ner of a government building and feli on Uld, crush- 
ing him*) Guarding his rematns are six crawling daws 
made from the hands of murderers who were sentenced 
to death by Uld, These undead hands spring out and at- 
tack when the lid is lifted or shoved aside, 

Treasure* Lying amid the bones is Uld T s headhand 
of intellecta which the characters can retrieve once the 
crawling claws are dealt with, 

PATH TO THE VAULT 

The collapsed eastern end of the underground level is 
actually an illusion that conceals an intact f 10-foot-wide 
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passageway that slopes dowo, The characters can walk 
right through the illusion, which has no substanee, and 
a dispel maglc spdl destroys it. The tunnel wends down- 
ward for several hundred feet gradually widening to 20 
feet where it ends at the doors to the Vault of Dragons. 

Rooftop Chase Complications 

d20 Complication 

1 You come to a 10-faot-wide gap between rooftops. 
You can jump over the gap if your Strength is 10 or 
higher (each foot you ciear costs 1 foot of move- 
ment), and you must succeed on a DC 10 Dexter- 
ity (Acrobatics) check or faJI prone on the far roof¬ 
top, Or you can cross the gap using a 10-footlong 
rope line that stretches between the two rooftops; 
each foot of rope line costs 2 feet of movement. 

2 You come to a rooftop that's 10 feet higher than 
the one youYe on. Make a DC 10 Strength (Athlet- 
ics) check. On a failed check, the height cbange 
counts as 10 feet of difficult terram, 

3 You come to a rooftop that's 10 feet lower than 
the one youYe on. Make a DC 10 Strength (Athlet- 
ics) check to jump down safely. On a failed check, 
you take damage from the fall and land prone, 

4 A roof is stippery. Make a DC 10 Dexterity saving 
throw, On a failed save, you fall prone. 

5 You step on a rotterr section of roof and it col- 
Iapses underneath you. Make a DC 15 Dexterity 
saving throw, On a failed save, you fall partway 
into the hole in the roof and become stuck. While 
stuck t you are prone and restrained. You can use 
an action on your tum to make a DC 10 Strength 
(Athletics) or Dexterity (Acrobatics) check, ending 
the effect on a success. 

6 Roof shingles or hies give way as you step on 
them, Make a DC 15 Dexterity saving throw. On a 
failed save, you fall prone and slide 10 feet back. 

7 A rooftop protuberance such as a chimney or 
weather vane gets in your way, Make a DC 10 Dex¬ 
terity (Acrobatics) check, On a failed check t the 
obstacle counts as 5 feet of difficult terra! n, 

3 You startle a flock of birds nesting on the rooftop, 
and they flutter ali around you. Make a DC 10 
Dexterity saving throw, On a failed save, the birds 
count as 10 feet of difficult terrain. 

9 You trigger a glyph of warding spell placed on the 
roofto discourage burglars. Make a DC 13 Wis- 
dom saving throw. On a failed save, you are tar- 
geted by a Tosbo^ hideous laughter spell, the effect 
ofwhich lasts 1 minute, 

10 Someone on the ground throws a rock, a snow- 
ball r or a similar projectEle at you, Make a DC 10 
Dexterity saving throw, On a failed save, the attack 
deals no damage but distracts you and counts as 5 
feet of difficult terrain. 

11-20 No complication. 


Encounter 5: 

Rooftop Chase 

This encounter uses ihe chase rules in chapter 8 of the 
Dun&eon Masters Guide. Ii also uses the Rooftop Chase 
Complications table, which applies only to creatures 
moving a cross rooftops on foot, Flying creatures needrvt 
roll on the table. 

Rooftop Chase: Summer 

The characters are trying to catch up with three spined 
deviis that keep low ahove the rooftops, so as nat to be 
seen by Waterdeep s Griffon Cavalry. The deviis are 100 
feet away from the characters at the start of the chase. 

If the devii carrying the Stone ofGolorr become s 
incapacitated* another devii snatches the stone and 
fiees with it, 

Next Encounter 

When the characters are close to getting the stone, or 
when you want the chase to end, ali rem a ini ng spined 
deviis duck into an alley. If the characters lose their 
quarry, they can question eity folk on the ground who 
saw where the deviis went. Continue with encounter 

1, rt AUey" 

Rooftop Chase: Autumn 

The characters are chasing two drow gunslingers {see 
appendix B) across windy rooftops in the Dock Ward* 
The drow stick together as they run, but each one aets 
on his own initiative count. 

FelYekt Lafeen and Krebbyg Masq^ihyrstartout 40 
feet ahead of their pursuers. They do nothing but move 
on their turns, trying to put as much distance between 
themselves and the characters as possibie, FelYekt has 
the Stone ofGolorr at the start of the chase, but one 
drow gunslinger can pass the stone to the other as a 
reaction as long as the two drow are within 10 feet of 
each other, 

Next Encounter 

The drow keep running across the rooftops until they 
get to the run-down dockside neighborhood known as 
Mistshore, Characters who remain in pursuit can follow 
them all the way there. If all the characters lose their 
quarry t they can question city folk on the ground who 
saw the drow heading toward Mistshore, In either case, 
procced with encounter 2 T “Mistshore.” 

Rooftop Chase: Winter 

A Zhent named Vevette Blackwater (CE female 
Tethyrian human swashbuckler; see appendix B) has 
snatched the Stone ofGolorr and is fleeing as fast as she 
ean across icy rooftops during a blizzard. Characters 
who intend to pursue her are 60 feet away from their 
quarry at the start of the chase and must also take to the 
rooftops or lose sight of her, 

Vevette was a vicious pirate before she joined the 
Zhentarim and rose to become one of Manshoons 
favored lieutenants* She cackles madly in the face of 
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danger and laves a good chase. She knows the streets, 
alleys, and rooftops of Waterdecp well. If forced to make 
an ability check or a saving throw because of a chase 
complication, she has advantage on the roll Also, she 
can take the Dash action during the chase without hav- 
ing to make Constitui ion checks to avoid exhaustiom 

Next Encounter 

The chase iasts no more than 5 rounds, after which 
Vevette drops to the ground and ducks into a theater. 
Characters who lose sight of her can ask people along 
her path to help them out. Continue with encounter 6 t 
“Theater" 

Encounter 6: Theater 

Whether the theater is open for business or shut down t 
it has the following features: 

- Ceilings in the rooms are 10 feet high except in area 
P5, which has a 2(Tfoot-high raftered ceiling, Con- 
necting the rooms are 8-foot-high passages and 7Toot- 
high doorways, 

* The theater is lit by lanterns that have continual fiame 
spells cast on them. Speaking a command word in¬ 
side the theater causes the Hghts in the theater and 
backstage to dim; speaking another command word 
inside the theater re sto res them to fu 11 brightness, All 
the stage managers know the command words. 


Areas of the Theater 

The foliowing locations are keyed to map 4.4. 

Pl, Lobby 

This plush lobby is decorated with red carpet and ornate 
wallpapen On display here are several painted wooden 
mannequins dressed in fancy costumes, each one repre- 
senting a character from a fa mons play. 

P2, Ticket Booths 

The Western door on each booth is locked. The lock 
can be picked by a character who sueceeds on a DC 15 
Dexterity check using fhieves* tools, or !he door can 
be forced open with a successful DC 13 Strength (Ath- 
letics) check, The ticket sellers and the stage manager 
have keys to these doors. 

A stack of torn tickets sits on a shelf beneath a counter 
inside the booth. Prior to a show, each booth holds a 
ticket seller (commoner). Admission to the theater is 1 
sp per person. 

P3. Ticket Offiges 

A desk near the far wall in each of these rooms contains 
notebooks, papers, and a lockbox* 

Treasure* The house managers hold the key to each 
lockbox. A lock can be picked by someone who makes a 
successful DC 12 Dexterity check using thieves' tools, 
or a lockbox can be forced open with a successful DC 
15 Strength (Athletics) check. During a performance, 
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each lockbox holds lOdlOsp. After a performance* both 
boxes are empty. 

P4. Auditorium 

The auditorium has the following features: 

• Cushioned seats are arranged in seven tiered raws 
facing a Sdbot-high wooden stage, Each row has 
twenty seats. 

* Behind a rarsed red curtain are paimed backdrops 
and stage props for the current production. 

During a performance, a stage manager (commoner) 
watchcs from the back of the scating area. 

P5, WlNG 

This smalJ offstage area is painted black and has a table 
that holds fake daggers, swords* and other props. Prop 
weapons can be used in combat but deal only 1 blud- 
geoning damage on a hit 


P6. Stage Manager’s Office 

This room holds a desk covered in papers. The stage 

manager (commoner) stays here between per forma nc es, 

P7, Green Room 



A trio of mismatched couches and a stained beige rug 
are the main features of this room. whose wahs are 
covered with liglit green paint This is whcre the ac- 
tors congregate when they aren t on stage or in their 
dressing rooms. 
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P8* Dressing Rooms 

This room contains clothes raeks, tables llned with 
makeup, and iong wall mirrors. During or Imtnediately 
before a performance* each dressing room holds ld3 
actors (commoners). 

THEATER: SPRING 

The name of the Pink Flumph theater is displayed on 
a sign mounted to the building T s facade. Posters on 
the outside walls advertise the latest shows, Meet the 
Gaodberrys and Kiss of the Lamia. The former is a com¬ 
ica! glimpse into the travails of a large halfling family 
engaged in illicit criminal activity, The latter is a tragk 
play about an evil Mulhorandi prince who is banished to 
a desert, charmed by a lamia, and sent back with power- 
fui magic ilems to conquer his homeland in her name. 

In the early hours of the morning, the backstage area 
is abuzz with halfling actors donning costumes, wigs* 
and makeup in preparation for the afternoons show. 

As that show wraps, the cast and musicians for the 
evenings tragic fare arrive. The actor who plays the 
evil prince ts a woman named Yaliek Iltizmar (N female 
Rashemi bard: see appendix B), who is also a member 
of the Harpers, She pays close attention to eharacters 
who nose around backstage, then shares any imeresting 
revelations with Remallia Havenlree (see appendix B) at 
the eariiest opportunity. If Remallia learns the location 
of the Vault of Dragons, she sees that the Information 
reaches the Lords of Waterdeep by conveying it to Mirt 













































































































Theater Owner 

The owner of the Pink Flumph, lokaste Daliano (N 
female Tethyrian cotnmoner), is a selfish. middle-aged 
widow with no great love of theater, The Pink Flumph 
was her husbantfs passioo; for lokaste, it's strictly a 
means through which she can rub shoulders with the 
city^ dite. She requires the directors to choose plays 
and hire actors, while she spends her time "on the job” 
greeting important guests and promising them the fin- 
est entertainment. She treats her actors and stafflike 
half-forgotien children, and she turns away characters 
who come to the theater seeking the Vault of Dragons 
unless there’s something in it for her. Appealing to her 
greed backfires t since lokaste wants ali the treasure 
for herself. 

Path to the Vault 

One of the dressing rooms (area P8) contains a secret 
trapdoor in the fioor that no one knows about. It can be 
found with a successful DC 20 VVisdom (Perception) 
check. This stone door has an arcane lock spdl cast 
on it and can be pulled open with a successful DC 30 
Strength (Athletics) check. A knock spell or similar 
magic also does the trick. 

Below the trapdoor is a 30-fooFdeep shaft containing 
a wooden ladden Characters who descend the ladder 
find themselves at one end of a 20-foot-wide stone pas- 
sageway that gradually slopes down 100 feet before end- 
ing at the entrance to the Vault of Dragons* 

WlSHES THE FAERIE DRAGON 
lokaste s late husband, Algondar Daliano, had a violet 
faerie dragon companion named Wishes. The faerie 
dragon detests lokaste but remains on the payroll, 
begrudgingly using its magic to enhance performances 
for the sake of preserving AlgondaFs legacy. Ii prefers to 
remain invisible and unseen otherwise. lokaste refers to 
it derisively as “the fiying serpent." 

If the characters threaten it or endanger the theater, 
Wishes uses its magic to eonfound and neutralize them. 
As they make their way to the Vault of Dragons, it fol- 
lows them invisibly. Once it learns about the gold in the 
vault, the faerie dragon casts mirror image on itself, 
turns visible, and addresses the characters telepathi- 
cally, It demands a share of the hoard (at least 5,000 
gp), threatens to tip off the City Watch if the characters 
refuse, and makes good on its threat if the characters 
don’t share the wealth. The faerie dragon doesnT have 
a hoard of its own, since it gives its earnings to unfor- 
tunate Waterdavians by invisibly flying around the city 
at night and leaving coins on doorsteps. window silis, 
nightstands, and pillows. 


TH EA TER: AUTUM N 

At the end of their previous encounter, the characters 
are no closer to finding the Stone ofGohrr. Jarlaxle 
is waiting for them at the Seven Masks Theater in the 
Dock Ward. The theater caters to a iower-class clientele, 
and ship captains and sailors are admitted for free. The 
owner of the theater is a burly and jovial Shou man with 
a braided goatee named Rongquan Mystere—another of 
jarlaxle^ many disguises. When Jarlaxle is away, he en- 
trusts his stage managers to look after things, 

SapphiriVs Booty 

When the characters first arrive, all doors except the 
ones leading backstage are locked. Characters who slip 
in through rhe back see actors and stagehands busthng 
about and the director arguing with the play wright while 
the stage manager looks on helplessly, On the stage, 
actors walk through their scenes and read their lines 
to a mostly empty theater. Watching the rehearsal from 
the front row while smoking a pipe is Jarlaxle Baenre 
(see appendix B), disguised as Rongquan. Hidden in the 
shadows in various spots are four drow elite warriors 
ready to fight by Jarlaxle^ side. 

The play. Sapphiria f s Booty ; is a romantic comedy 
about a blue-haired madam named Sapphiria who runs 
a thieves’ guild out of a festhall. When a charming sea 
captain arrives with a hold full of booty from a faraway 
land, Sapphiria decides to steal it, Zaniness ensues 
when she falis in love with the first mate, who is half her 
age, while the captain falis in love with her. On one side 
of the stage is a backdrop resembling the deck of a ship; 
the other side is decorated to look like a madam s parior 
in a brothel, complete with a gaudy chanddier and a 
fainting couch. 

Westra Moltimmur (CG female Illuskan human com- 
moner with Insight +2 and Performance +6), the play’s 
leading lady, is one of Waterdeep^ great treasures, and 
the cast and crew are very protective of her. Now in her 
seventies and having been married no fewer than seven 
times, she has a brisk sense of humor and a zest for life. 
She’s also insightful enough to know that '"Rongquan 
Mystere" isiVt what he appears to be. She has seen the 
dark elves who watch over Rongquan and observed him 
using subtle hand gestures (Drow Sign Language) to 
communicate with them. 

Speaking with Rongquan 
Jarlaxle has instructed the stage managers to bring all 
visitors to him. In the guise of Rongquan, he claims to 
be a member of the Lords f Alliance who answers di- 
rectly to Laeral Silverhand, He also seems to know all 
about the characters’ meeting with Laeral (see encoun¬ 
ter 1. "Alley”) and says he can speak on her behalf. He 
asks about the Stone of Golorr and is disappointed if the 
characters don*t have it. If they offer up the fake stone 
recovered in encounter 9, ^Cellar Complex," Rongquan 
immediately realizes it J s a fake. 

If the characters arenT sure what to do next, Jarlaxle 
imparts the following Information: 
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u My friends, don’t be discouraged, The wind is blowing 
En our directiori! Tve learned that Fenerus Stormcastle 
was arrested by the City Watch for theft and taken to a 
courthouse in the Castle Ward to face the judgment of 
a magister. No doubt he hid the stone before his cap¬ 
ture. You must speak to him right away. Youll need to 
devise some sort of ruse to get dose to Fenerus. I urge 
against violence, or you might find yourself locked up 
beside him." 

If the characters ask why Laeral Silverhand doesn’t 
question Fenerus herself or bail him out of jail t Jarlaxle 
laughs and says it would be politically unwise for the 
Open Lord to be seen negotiating with a man who has 
committed heinous crimes against the city, 

Jarlaxle could speak to Fenerus htmself. but he’s not 
sure if the courthouse is warded against magic. He canT 
risk the exposure, so he sends the characters instead. If 
the characters refuse to work for Rongquan. he shrugs 
his broad shoulders and lets them leave unmolested t fig- 
uring theyTl try to talk to Fenerus anyway. 

If the characters attack him, Jarlaxle smile$ t whistles 
for his drow hodyguards, and has at them. If the char¬ 
acters fall in combat Jarlaxle and his guards stabilize 
dying party members before dragging ali of them to a 
snowy alley and leaving them there with their gear, Af- 
ter the drow depart. a cold wind tears through the alley 
and awakens the unconscious characters, 

Next Encounter 

If the characters decide to speak with Fenerus, proceed 
with encounter 8 T “Courthouse/' 

THEATER: WlNTER 

As this encounter opens* the characters follow a fice* 
ing Zhent swashbuckler into a theater in the Trades 
Ward called the Brizzenbright. Named after Malkolm 
Brizzenbright. its dead owner, the establishment has 
struggled in recent years, It stays open in the winter for 
its own survival, but the theater is wickediy cold this 
time ofyear. 

Bju2zenbright*s Ghost 

Malkolm Brizzenbright. a ghost, greets all visitors in the 
lobby (area PJ), Dressed in a suit T his hair unkempt, he 
floats in plain sight most of the time, waving his hands 
about in gestures of greeting and salutation, Loca Is are 
accustomed to his spectral form and his stoek introduc* 
tion: “Let not this harried visage diminish you, gentle* 
sirs and beautiful ladies, for 1 am but your friendly host. 
What fine art have we wrought for you this day? Buy 
your lickets and bchold! You shatYt be disappointedF 
The ghost can engage in light conversat ion. It is 
bound to the theater because Malkolm Brizzenbright *s 
soul couldn’! bear to leave the place, If the theater were 
to close down, the ghost would haunt it stili, perhaps 
becoming more deranged over time, Only razing or 
buraing the theater to the ground can force his spirit to 
depart forever. 


SNAKES IN THE HOUSE 

After a harrowing rooftop chase, Vevette Blackwater 
(CE female Tethyrian human swashbuckler; see appen¬ 
dix B) has bought a ticket and slipped into the theater 
during a performance of BJood Wedding—a play about 
love Jealousy, and death. In the story, a young woman 
is brought to a castle by a count, only to fall in love with 
his younger brother, a man of faith. Her betrayal eats 
away at the jeaious count. He murders his brother on 
his wedding day and pursues the bride, who buris her¬ 
self off the castle battlements in despair. The count is 
cursed by the gods and transformed into a creature of 
darkness T damned to live in his castle and feed on blood* 
A female cellist and two male violinists provide musica! 
accompaniment, 

The shivering audience includes thirty commoners. 
Also present is a Zhentarim spy named Agoni Fuoco 
(NE male Turami bard; see appendix B) and his eom- 
panion, Amath Sercent (LE female Mtilan priest of 
Dane). Agorn is swept up in the drama and fighting back 
tears while Amath pats his arm gently. Vevette takes a 
seat behind them and surreptitiously passes the Stone 
of Golorr to Agorn. Looking on from the back row is 
Remallia Haventree (see appendix B) s a member of the 
Harpers who suspects Agorn of being a high ranking 
Zhent. She has been watching him for a while now, hop- 
ing to identify other Zhentarim leaders in Waterdeep, Al- 
though Remallia appears to be a Ione, the two violinists 
(LG male Illuskan human spies with Performance +5} 
are Harpers under her eommand, Agorn and Amath are 
unaware that theyVe under surveillance. 

Enter the Heroes 

The characters are expected to buy tickets before en- 
tering the main theater, The house manager chases 
after them if tbey donY, threatening to summon the 
City Watch, 

A character who makes a successful DC 14 Wisdorn 
(Perception) check spots Vevette in the darkened the¬ 
ater. When this happens, Vevette springs from her chair 
and flees out the nearest door, planning to lead the 
characters on anotber merry chase. Remallia and her 
fellow p Harpers watch with interest but donY get involved 
unless their lives or the lives of innocents are imperiled, 

Next Encounter 

If the characters take the bait, proceed with encounter 
3, Street Chase/’ Once Vevette's pursuers are out of 
sight, Agorn Fuoco and Amath Sercent use the distrac- 
tion to shp away, exiting through the main doors and 
flagging down a hire-coach. 

Encounter 7: Old Tower 

The characters face enemies in a dilapidated tower built 
by some half-forgotten Waterdavian mage hundreds of 
years ago. It has the following features: 

* All doors are unlocked except the one to area 05, 

* The rooms have 15-foot-high ceilings, with 7Toot-high 
doorways connecti ng them. 

* The tower is brightly llt by continual flame spells cast 
on wall sconces. 
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Areas of the Old Tower _ 

The following locations are keyed to map 4.5* 

OL Vestibule 

The outer door has a tiny peephole wkh a closed iron 
shutter on the inside. Rotting tapestries adorn the walls, 
and mud and dirt have aceumulated on the floor. 

02* Grgund Level 

Stone spirat stairs curi up into the tower and down Into 
the ceilar* Set into the west wall is a fireplace black- 
ened with soot* A burned heap that used to be a padded 
leather chair lies near the fireplace. 

03. Upper Level 

This room, formerly a wizards laboratory, eontains the 
Following features: 

- A soot-staineri fireplace has a lidless iron cauldron 
hanging on an iron hook in its hearth and a wizards 
portrait on the wall above the mantelpiece. 

* The floor is littered with shards of broken glass, 
burned scraps of paper, twisted pieces of metal, and 
bird droppings. 

* Other furnishings include a rocking chair, a trellis 
table, and the charred retnains of a bookshelf, ali 
shrouded in thick cobwebs, 

* Arrow slits line the walls, and pigeons nest in 
the rafters. 


Arrow Slits. Each arrow siit ts 4 feet tali and 1 foot 
wide—big enough for a Small character or a slim Me¬ 
dium character to squeeze through. 

Treasure « A thorough seareh of the room yields a ran- 
dom treasure, determined by rolling a d4 and Consulting 
the Old Tower Treasure table. 


Old Tower Treasure 

d4 Treasure 

1 A charred wartd of magic missites (each time a charge 
is expended, theres a 50 percent chance that noth- 
ing happens and the charge is wasted) 

2 A potion ofheating mixed with a potion of flying (if 
this mixture is imbibed, rotl on the Potion Mlsdbil- 
ity table in chapter 7 of the Dungeon Master’$ Cuide 
to determine the effect) 

3 A cracked driftghhe that emits a flickering light but 
otherwise functions normally 

4 A burned scroti tube containing two biank sheets of 
paper that are actually paperbirds (see appendix A) 

04. Gellar 

This room contains the following features: 

- A small, circular wooden table is surrounded by four 
stools made from empty barrels. A marked deck of 
playmg cards is scattered atop the table, with a few 
stray cards lying on the floor. 
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* Three crates are stacked against the south wall. Each 
contains a twenty-day supply of edible rations. 

- Set into the north wall is a sturdy oak door with iron 
fittingsand a built-in lock* 

Locked Door . The door to area 05 is locked. The lock 
can be pioked by a character who uses thieves* tools 
and makes a successful DC 20 Bexterity check, The 
door can also be forced open with a successful DC 25 
Strength (Athietics) check* 

05* Teleportation Circle 

Arcane runes are inscribed in a circle on the door of this 
otherwise empty chamber. The circle is a permanent 
teleportation circie (see the teleportation circle spei! de- 
scription in the Players Handhook). 

Ol d Tow er: Spring 

The party T s elusive quarry, a kenku, has taken refuge 
in an old tower, By the time the characters reach the en- 
trance to the tower* the kenku has taken a hostage and 
fled to the upper leveL 

Street Urchins 

Just prior to the kenkus arriva!, three children entered 
the derelict tower on a dare. If this encounter occurs 
on or around Trolltide, the children are wearing troll 
masks, These noncombatants are named Nat, Jenks, 
and Squiddly (see “The Three Urchins,” page 63)* 

The kenku has kidnapped Squiddly and taken him 
upstairs (area 03). The characters encounter Nat and 
Jenks in area 02; they beg the characters to save their 
young tiefhng friend. 

CONFRONTING THE KENKU 
The kenku clutches the Stone ofGolorr in one clawed 
hand and Squiddly the tiefiing in the other* When cor- 
nered, the creature mimics the sound of a screaming 
child-its way of threatening to harm the boy unless the 
characters leave at once. The kenku doesn't respond to 
verbal threats or attempts at persuasion, but it can be 
bribed with coin. gemstones, qr shiny baubles* It gives 
up both the sto ne and the boy in retura for 100 gp worth 
of treasure* 

If the characters and the kenku reach an impasse, 
Squiddly kicks the kenku in the shin, causing it to re- 
lease him, and hi des under some old furn iture* This act 
initiates combat as the kenku draws its sword, 

If he has a ciear path to the stairs, Squiddly runs 
down them and rejoins his friends. The three children 
flee the tower together, disappearing imo a nearby alley. 

Gazer Attack 

When the characters finally obtain the Stone ofGolorr. 
three gazers (see appendix B) enter area 03 through Lhe 
arrow slits and attack. They try to incapacitate which- 
ever character has the stone and use their telekinetic 
rays to steal it, If successful, the gazers take the stone to 
a nearby alley. 


Next Encounter 

Whcther the Stone ofGolorr leaves the tower in the 
possession of the characters or the gazers, proceed with 
encounter 1, “Alley." 

Old Towe r: Summer 

The old tower, formerly owned by a wizard, was re- 
cently bought by Esvde Rosznan a young noblewoman 
with a fascinating alter ego (see “The Black Viper” In 
appendix B). 

House Rosznar Guards 

Esvele has brought four guards with her to the tower. 
They wear the livery of House Rosznar and stand guard 
in area 01. 

Bought and Paid For 

Through her network of spies, Esvele learned about 
Lord NeverembeFs friendship with the toweFs previous 
owner, Not long thereafter, she found the entrance to the 
Vault of Dragons beneath the tower. Unfortunately for 
her, she doesnT know what keys are needed to enter it or 
what Hes within. When the characters arrive, Esvele is 
in area 02. meeting with the following three guild repre- 
sentatives (commoners); 

- Semhra Vashir (LN female Calishite human), of the 
Carpenters’* Roofers*, and Plaisterers 1 Guild 

- Pynt Oomtrowl (CG female rock gnome), of the 
Cdlarers’ and Plumbers* Guild 

• Jarbokken Frostbeard (LG male shield dwarf), of 
the Guild of Stonecutters, Masons, Potters, and 
Tile-makers 

This meeting is a forma!ity* As the new owner, Esvele 
is required by law to bdng the building up to code. She 
is gathering cost estimates from the guilds Involved 
but has no intention of proceedmg with repairs. The 
arrival of the characters provides her with a wdcome 
distractiori. 

Characters will have a tough time convincing Esvele 
that they have come for any reason other than to break 
into the Vault of Dragons* Esvde is willing to bring them 
on as business partners, allowing them access to the 
vault (preferably when there arent guild representatives 
around) in exchange for an equal share of whatever 
treasure it might contain, She and the characters have 
each other over a barrel. She canT have them arrested 
for burglary vvithout the authorities discovering the vault 
and seizing the tower. And they can’t afford to deny the 
noblewoman what she wants, lest she divulge the vault's 
location to the authorities in exchange for a reward. 

Esvde ofifers to help the characters obtain the keys 
needed to unlock the Vault of Dragons and insists on ac- 
companying them during their first foray into the vaulr, 
claiming ali the while that she’s capable of looking after 
hersdf, However this business with the party unfolds, 
she tries to conceal her secret identity from the charac¬ 
ters for as long as possible. 

Esvde doesu t use a key to lock and unlock the door to 
area 05, She uses thieves 1 tools instead. 
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PATH TG THE VAULT 

The ent rance to the vault is hidden behind a seeret 
door in the norlh wall of area 05, The secret door was 
crafted by skiiled dwarf engineers and requires a suc¬ 
cessful DC 20 Wisdom (Perception) check to locate. 
Esvele has already disarmed a magic trap on the door, 
rendering it safe to open, Beyond it lies a dusty staircase 
that descends 90 feet to a 20-foot-wide corridor. The 
ha 11 extends another 90 feet to the vault doors. To one 
side of the vault doors, a natura! fissure in the wall once 
served as a gricks lair. but Esvek killed the grickand 
left its corpse on the floor. 

OLO TOWER: AUTUMN 

The characters come to this crumbling tower in the 
Dock Ward looking for the Stone ofGohrr . Members 
of Bregan D aerthe follow them invisibiy. Superstitious 
locals think the tower is haunted. so they avoid it, 

Antimagic Field 

The interior of the tower is subject to a permanent am 
timagic field spell. Consequently, no magic functions 
inside the tower. This effect was left behind by the tow¬ 
er's previous occupant, a wizard hermit who dabbled 
in “wild magic’* and cottld no longer control it. Because 
of the antimagic field, the magic lights that normally 
illuminate the tower have been suppressed. Only a wish 
spell or similar magic can end this antimagic effect. 

Tower Swords 

Scattered on the fioors throughout the tower are six 
longswords with no traces of rust or blood on them. 
These blades are flying swords rendered inert by the 
antimagic field. If a fiying sword is taken from the tower, 
it animatos and attacks. 

Where*s the Stone? 

Fenerus hid the Stone ofGohrr in the cauldron that 
hangs in the fireplace on the upper leve! (area 03), But 
its not there any more. 

Before the characters reach area 03, three drow gun- 
slingers (see appendix B) under the effect of potions of 
invisibitity use their levitate spells to scale the outside of 
the tower and crawl through the arrow slits. While they 
are inside the tower, their invisibitity spells are negated 
by the antimagic field. One of the drow quickly finds the 
stone and takes it before the characters show up, 

Unless they were defeated earlier in the adventure, 
these drow are Jarlaxle/s lieutenants: FelVekt Lafeen, 
Krebbyg MasqTyr, and Soluun Xibrindas. Replace any 
that were killed earlier in the adventure with other drow 
gunslingers, and roll initiative for each drow. Soluun (or 
his replacement) can T t resist a good fight and attacks the 
characters, buying time for the other drow to escape. 
Once they Ve outside the tower, the fieeing drow beeome 
invisible agam as they leap onto a nearby rooftop, but 
the potions wear off at the end of their next turns, en- 
abling characters to chase after them. 

Next Encounter 

If the characters pursue the fieeing drow, proceed with 
encounter 5, “Rooftop Chase." 


Old Tower.: Winter 

The characters have learned that the Stone ofGohrr is 
with Amath Sercent, a priest of Bane who is allied with 
Manshoon. She and her acolytes reside in Yellowspire, 
a Castie Ward tower so named because its bricks have 
a pale yellow tinge to them. Amath is in the midst of 
converting the tower into a temple of Bane. A telepor- 
tation circie in the basement allows for swift transporl 
to and from Kolat Towers and Manshoohs extradimem 
sional sanctum. 


House of TVranny 

Amath Sercent (LE female Mulan priest) and her four 
followers (LE male and female acolytes of mixed ethnic- 
ities) drcss In common clothing when outside ihe tower. 
Inside the structure, they wear fur-lined robes to stay 
warm. They refer to the tower as the House of Tyranny, 
and black prlnts of their right hands, with fingers and 
thumb held together, cover every interior surface. These 
handprints mirnic the Symbol of Bane. 

Amath and her followers assemble here for worship 
but sleep elsewhere, When the characters first arrive, 
ali five have gathered in prayer on the upper door of the 
tower (area 03). Three black flying snakes nest in the 
rafters and join any battle here. Durmg this ceremony, 
Amath and her acolytes hold candles and form a circle 
around a gagged and blindfolded broadsheet publisher 
named Shan Chien (N male Shou human commoner). 
The Imperious, middle-aged man is shackled to the 
floor, and Amath carries the key to the shackles. The 
shackles can be broken by a creature that uses an action 
to make a successful DC 20 Strength (Athletics) check. 
Ficking the shackles' lock requires thieves' tools and a 
successful DC 15 Dexterity check, 

The Banites' ritual is designed to break Shan's wi 11, 
making him subservient to Bane, Amath has been us- 
ing this ritual to “turri” broadsheet publishers as part 
of a larger plot to control the flow of Information in the 
city—a critica! element of Manshoon‘s takeover, Shan 
was abducted by Amath f s acolytes the ilight before while 
walking to his home in the Trades Ward. He publishes 
The Targe, a broadsheet that offers up vitriolic rants on 
all manner of local topics, including politics. 

Amath has the Stone of Gohrr in her pocket. She is 
expecting Manshoon or his simulacrum to arrive and 
retrieve it shortly. 


OUTER SCAFFOLDING 


The tower Is encircled by wooden scaffolding covered 
w'ith ice and snow. Despite its precarious appearance, 
the scaffolding is secure and safe to walk on, enabling 
creatures to scale the outside of the tower without 
having to make ability checks, The scaffolding rattles 
and creaks, however, and any creature that moves on it 
mu st succeed on a DC 16 Dexterity (Steakh) check or be 
heard by the towers occupants. 



Simulacrum 

The characters must fight Amath and her acolytes to 
get the Stone ofGohrr. When they finally oblain it, fate 
deals them an unkind hand as Manshoon^s simulacrum 
(see hi Manshoon' in appendix B) ar rives by way of the 
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teleportation circle in area 05- If the characters had 
the opportunity and the foresight to destroy the circle 
prior to obtaining the stone, the simulacrum instead 
musi travel to Yellowspire on foot, giving the characters 
ample time to get away before it arrives as long as they 
leave within 1 hour after obtaining the stone. The sim¬ 
ulacrum tirdessly pursues the stone, and characters 
who flee would do themselves well not to leave tracks 
in the snow. 


* Windows are fitted wifh iron bars that require a sue- 
cessful DC 30 Strength (Athletics) check to bend. 

• Doors are made of iron-bound oak and unlocked. 

* AII areas are brightly lit by c ontimial Hame spells cast 
on wall sconces. 

• Cisterns on the roof eollect rainwater, which is fun- 
nded by pipes down to the showers (area H7). 

Areas of the Courthouse 


Next Engounter 

If a character becomes attuned to the Stone of Golorr, 
it reveals the location of the Vauit of Dragons, under the 
Brandath family mausoleum in the City of the Dead, and 
the three keys needed to enter it, When the characters 
are ready to visit the mausoleum, proceed with encoun¬ 
ter 4, “Mausoleum." 


Encounter 8: 
Courthouse 

People who are arrested by the City Watch are brought 
to a courthouse and detained until a magister can pass 
judgment on them, Each courthouse has the follow- 
ing features: 

* Two guards stand outside each of the front and baek 
doors (leading to areas HI and H6) at ali hours. 

* Rooms have 10-foot-high cetlings, with 8-fooMhgh 
passages and 7-foot-high doorways connecting them. 
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The following locatlons are keyed to map 4,6. 

HI. Upstairs Waiting Room 
This room has the following features: 

- Two guards stand outside the doors to the records 
rooms (area H2) at ali hours, Behind a desk sits a 
court clerk (commaner), 

- Uncomfortable wood benches line the walls. A 
copper plaque mounted above each bench says, in 
Common, “Please have a seat Someone will be with 
you shortly. M 

* Two privies are situated in a corner by the entrance. 

Clerk . The clerk asks visitors what their business is 
and either directs them to the appropriate area of the 
courthouse or instructs them to wait. The clerk hoids a 
key to the records rooms (area H2). 

H2. Records Rooms 

The doors to these rooms are locked, hiside, shdves 
lining every available inch of wall space hold boxes of 


















































































































papers dated by month and year. The se papers are re- 
cords of court proceedings and depositions. 

H3. Clerks' Office 

Two desks pushed together in the middle of the room 
hold quilis, ink, and sheets of paper, Two court clerks 
(commoners) work here, supporting the magister 
on duty. Each clerk holds a key to the records rooms 
(area H2). 

H4. Magister^ Office 

This grand office contains severa! plush armchairs and 
a large walnut desk, The seal of Waterdeep is embla- 
zoned on the wood fleor. 

When not overseetng a trial a magister on duty at 
the courthouse reviews cases and holds meetings here. 
If a magister is here, so is a knight who serves as a 
bodyguard, 

H5. COURTROOM 

This room has the following features: 

* Two guards are statloned here at all times, 

- If court is in session, the magister is here along with a 
bodyguard (see area H4) and anyone else pertinent to 
the case being tried 

. A magister s cloth-draped desk faces a defendanfs box 
and three rows of pews. 

* Hanging on the west wall are tasseled banners de¬ 
picti ng the coats of arms of the City of Waterdeep, the 
Waterdeep City Watch, and the Waterdeep City Guard, 
as well as the seal of the Lords of Waterdeep and the 
Symbol of Tyr, god of justice. 

H6, Downstairs Waiting Room 

Nobles scheduled to testify in court and those waiting 
to visit prisoners are held here. The room contains the 
following features: 

* Two guards are on duty in this room at all times, 

* Mismatched couches line the walls, 

■ Old bro ad sheets rest in loose piles atop end tables. 

H7. ShOWERS 

Dirty prisoners are stripped of their clothing and 
washed here before they are locked in cells. Protruding 
from the walls are iron nozzles that spew coid water 
when a chain next to the door is pulled. Drains in the 
stone-tiled floor keep the room from flooding. 

H8. Cell Block 

Two guards are statkmed in this hall at all times. 

Locked Cells* Five cells are spaced along this hall. 
The door to each cell is locked from the outside, and the 
guards stationed here hold the keys, A door*s lock can*t 
be ptcked from inside the celL 

H9, Watch Wagon 

This room contains the following features: 

* Two veterans, members of the City Watch, are here at 
all times. 

* An armored carriage stands behind a pair of Steel 
doors secured by an iron bar. 


Armored Carriage , Two horses are needed to pull the 
carriage, whicli can hold up to eight Medium prisoners 
at a time. The back door to the carriage is secured with 
chains and two padlocks, Each veteran on duty has a 
key that opens one of the padlocks. 

Barred Outer Doors. It takes two people to lift the 
bar that obstructs the doors to the outside. A successful 
DC 21 Strength (Athletics) check enables one person to 
do it alone, 

Cou rthouse: Summer 

After obtaining the Stone ofGolorr, the characters are 
arrested by the City Watch soon after they emerge from 
the sewers. 

Under Arrest 

The arresting foree consists of twelve veterans, a Watch 
sergeant and eleven constables, They demand that the 
characters surrender their weapons and come along qui- 
etly, For guidance on how to handle character arrests, 
see “Breaking the Law/ 1 page 10. 

The characters are charged with disturbing the peace, 
a minor offense that carries a fine and results in an 
edict. The charge stems from their conduct in encounter 
3, “Street Chase.” Depending on how they comported 
themselves in previous encounters, the characters might 
be charged with additional crimes against the city or its 
citizens, possibly including brandishing weapons with- 
out due cause, robbery, assaulting a Citizen, or murder. 

If they resist arrest. they are charged with hampering 
justice. See the Code Legal handout in appendix C for 
the penalties associated with such crimes. 

Characters who give up their visible weapons without 
a fuss arent searched, but those who give the Watch 
a hard time are searched for hidden weapons (and 
stripped of anything that could potentially cause harm). 
A character can conceal a Tiny object from the Watch 
with a successful DC 12 Dexterity {Slelght of Hand) 
check. If the Stone ofGolorr is found during a scarch, 
the Watch sergeant inspects k, concludes that it’s noth- 
ing of consequence, and returns it to its owner. 

DockWard Courthouse 

Arrested characters are brought to a courthouse in the 
Dock Ward and confined to cells (area HS) until their 
trial. Any items taken from fhem during their arrest are 
entrusted to the front desk clerk (area HI) pendi ng the 
triars outeome, A character can take a short rest while 
locarcerated and use that time to attune to the Stone 
ofGolorr. After ld6 hours, word comes down that the 
magister is prepared to hear the characters' testimony, 
whereupon the guards In area H8 unlock the characters’ 
cells and escort them to the courtroom (area H5), where 
the magister is waiting, 

False Captain 

If Lord CassalanteFs doppelganger valet is stili at large, 
it kills a Watch captain and uses the victimas umform 
to impersonate another Watch captain the characters 
have met before. Then, in the guise of Hyustus Staget 
(see “The Watch A erives/' page 27), the doppelganger 
kills the guards in area H8 with its bare hands and 
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uses their keys to open the characters' cells. “Hyustus ’ 
warns them that the magister is corrupt and suggests 
they flee the city before theyVe sentenced to death. 
“Hyustus"’ offers to dehver messages or items of import 
on their behalf whiie they make good their escape. The 
doppelganger is hoping that the characters will entrust 
the Stone of Golorr to il for safekeeping. Failing that, it 
hopes to wrest the stone from them during the chaos of 
the jailbreak. 

If the characters refuse to play along, the doppel¬ 
ganger cries out in aianru bringing the fu 11 weight of 
the courthouse garrison (ten guards and two veterans) 
down upon the characters, whom “Hyustus” accuses of 
beating the cell block guards to death, These reinforce- 
ments have no reason to believe that Captain Staget 
isn t who he appears to be t and they side with him in 
any condiet. 

[f the doppelganger obtains the Stone ofGohrn it 
promptiy delivers it to Victoro Cassalanter. If the char- 
acters extricate themselves from the mess theyVe in t 
they can retrieve the stone from Cassalanter Villa (see 
chapter 6). 

Meeting WITH THE Magister 
The presiding magister is Umbero Zastro, a handsome, 
eloquent, and fair-minded half-elf in his thirties. He"s 
known for his finely honed sense of poetic justice and 
for meting out unconventional punishments. 

Magister Umbero Zastro has the statisties of a noble, 
with these changes: 

* He is lawful neutral. 

* He is unarmed, unarmored (AC 11), and worth 0 XP. 

* He has these racial traits: He has advantage on saving 
throws against being charmed, and magic can’t put 
him to sleep, He has darkvision out to a range of 60 
fecL He speaks Common and Elvish. 

The magister has already heard the testimony of the 
arresting officers, as weU as that of any eyewitnesses. 
The characters are given an hour to plead their case 
whlle he asks questions. A character who tries to de- 
ceive Zastro must make a Charisma (Deception) check 
contested by the magister s Wisdom (Insight) check, A 
character who loses this contest is found guilty of ham- 
pering justice, locked up for a tenday, and fmed 200 gp, 
on top of any other punishments meted out for crimes 
committed against the city and its Citizen ry. Those who 
can"t or won't pay the fine are sentenced to hard labor 
for a year in Amendsfarm, a City Guard-mn labor camp 
among the farms of Undercliff. 

If the characters committed one or more crimes, they 
are judged guilty and punished accordingly (see the 
Code Lega! handout in appendix C). A character who 
pleads for leniency and succeeds on a DC 14 Charisma 
(Persuasion) check receives an alternate punishment for 
crimes that don’t carry punishments of death or exile, 
This check is made with advantage if the character has 
' renown in a respectable faction, such as Force Grey (the 
Cray Hands), the Emerald Enclave, the Harpers, the 
Lords Alliance, or the Order of the Gauntlet. Alternate 
punishments for lesser crimes include the following; 


* The character must make beds and clean hed- 
sheets at local orphanages for a tenday, under guard 
super vision. 

* The character must repori to Morana Huldark, a 
dwarf member of the Guild of Watermen, and scrape 
harnacles off the docks for a tenday under her close 
super vision, 

« The character must spend the next month delivertng 
30-pound casks of drinking water to the guards sla- 
tioned atop the city walls, 

* For a tenday, the character must stand on a particular 
Street cor ner every afternoon from highsun to dusk 
and, like a broaderier, shout out the crimes of which 
he or she has becn found guilty whiie accepting the 
scoldings and verbal lasbings of the citizenry, 

Characters who are tricked into acting in accordance 
with the wishes of the doppelganger can be forgiven for 
crimes committed during the jailbreak, but only if the 
doppelganger is apprehended or killed. (It reverts to its 
true form when it dies.) Spcak with dead spei Is can be 
cast on the cell block guards slain by the doppelganger 
to obtain testimony that dears the characters of the 
guards" murder. 

Next Encounter 

If a character becomes attuned to the Stone of Golorr, it 
reveals the location of the Vault of Dragons, beneath an 
old tower in the Sea Ward, and the three keys needed to 
enter it, When the characters are ready to visit the loca¬ 
tion, proceed with encounter 7, “Old Tower." 1 

Courthouse^ Autu m n 

The characters have learned that Fenerus Stormcastle 
is in the custody of the City Watch at a courthouse in 
the Castle Ward, If they try to speak with him, they are 
met by the derk at the front desk, who informs them 
that they must schedule a meeting with the magister 
first, because visitors need her written permission to see 
him. The derk says the meeting with the magister can 
happen no sooner than highsun on the following day but 
can be persuaded to move up the time for a bribe oflO 
gp or more. 

There are alternatives to speaking with the magister, 
if the characters have sufficient renown in a politica!ly 
influentlal faction—or a talent for deception: 

■ A character who has at least 4 renow n in the Harpers 
can convince Mirt (see appendix B) to use his author- 
ity as a Lord of Waterdeep to secure Fenerus^ re- 
lease* Mirt has pcrsonally lost coin to the Blood Haw^k 
Posse, so helping Fenerus squirm out of jail stings 
him deeply. 

* A character who has at least 4 renown in the Lords' 
Alii ance can arrange a meeting with Laeral Silver- 
hand (see appendix B) at Piergeiron’s Palaee and con¬ 
vince her to give Fenerus what he wants in exehange 
For Information on the stone’s whercabouts. The safe 
return of Neverembers cache of dragons ts more im¬ 
portant to her than the fate of one brigand. 

* The characters can purposely get themselves arrested 
in the Castle Ward. Even a minor crime can resuit in 

a brief period of incarceration until the magister has 
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time to render judgment In the meantime, charaeters 
can try to speak to Fenerus, 

* The charaeters can try to infiltrate the courthouse 
using mundane disguises or magic, lmpersonating an 
officia! or using magic to influence one is a crime (see 
the Code Lega! handout in appendix C\ so they must 
be stealthy or skilled at deception, 

MEETING WITH THE MAGISTER 
The courthouse magister is Hester Barch (LG female 
Turami human acolyte with Insight +4), a petite woman 
in her seventies. Magister Barch is siow to anger and 
fond of sharing lengthy educational anecdotes and para¬ 
bies, Unknown to ali but her closest aides. the magister 
has the innate psionic ability to cast the defecf thoughts 
spell without somatic or material components. After 
using it once t t he magister must finish a short or long 
rest before she can cast the spell again. Wisdom is her 
spellcasting ability (spell save DC 12). 

The magister is disinclined to agree to any reque st 
for a private meeting with Fenerus, on the grounds that 
he*s a shady, unrepentant person and a flight risk, The 
conditions under which she will permit a meeting are 
as follows; 

* A character who has at least 3 renown in the Harpers 
or the Lords f A11 i ance, or a character who belongs 

to a Waterdavian noble family, makes a good argu- 
ment and succeeds on a DC 15 Charisma (Fersua- 
sion) check. 

* A character who is impersonating a noble or an officia) 
makes a good argument and succeeds on a DC 15 
Charisma (Deception) check, If the check faiis t Magis¬ 
ter Barch sees through the ruse and uses her detect 
thoughts spell to verify that the character is in fact dis- 
guised as a noble or an official—a crime that carries a 
punishment of flogging followed by imprisonment for 
up to a tenday, plus a fine of up to 500 gp. 

* A character telis the magister about the hidden cache 
of dragons and Fenerus ? s role in finding it. 

Talking to Fenerus 

Fenerus Stormcastle (N male Tethynan bandit captam) 
is 'confmed to a cell in area H8, waiting to stand trial. 

He is charged with multiple counts of theft (highway 
banditry) and assauks against Waterdavian dtizens, 
Fenerus knew it was only a matter of time until some- 
one tipped off the City Watch; he suspects that another 
member of the Blood Hawk Posse gave him up. The 
timing is unfortunate for him, since he was planning to 
earn a small fortune by turning over the Stone of Go- 
brr to liis Luskamte contact. Now, he pians to use the 
stone to escape imprisonment and wipe his crimina) 
record clean. 

If the charaeters can get close eoough to speak with 
him, Fenerus refuses to divulge the stone s location until 
he is released and granted immunity for his past crimes. 
He knows that the presiding magister or a Lord of Wa- 
terdeep has the authority to give him what he wants, 

The only condition under which Magister Barch will 
considet acquiescing to Fenerus f s demands is if the 
charaeters convince her that such a decision is good 
for Waterdeep. To accomplish that, they either must 


use magic to beguile her (which is a crime and Hkely to 
resuit in the casters arrest once the effect wears off), 
or they must teli her about the Vault of Dragons and the 
stolen gold. In either case, she insists on trying some- 
thing before letting him off the hook: after taking a short 
rest, she has Fenerus brought to her courtroom and 
questions him about the stone. Surreptitiously, she uses 
her detect thoughts spell to scan his surface thoughts in 
an attempt to discern the stone's location, Given that the 
stone is foremost in Feneras*® mind* Magistrale Barch 
Icarns where it is hidden, shares the information with 
the charaeters, and returns Fenerus to his cell, 

Where ? s the Stone? 

Fenerus hid the Stone ofGolorr on the top fioor of an 
old tower in the Dock Ward—a tower warded against all 
fornis of magic. If he is freed, he offers to lead the char- 
acters to the tower or provides directions so they can 
find iton his own. 

Next Encounter 

If the charaeters learn where Fenerus hid the stone and 
go after it, proceed with encounter 7, l< Old Tower. + 

Encounter 9: 

Cellar Complex 

Cdlars and sewer tunnels intersect to create small 
dungeons under Waterdeep, These complexes have the 
following featuresi 

« Ceilings and doorways are 7 feet high, 

* There are no light sources. 

Areas of the Celxar Complex 

The following locations are keyed to map 4.7. The 
complex has three distinet sections: the sewer tunnels 
(areas B1-B3), the Southern cdlars (areas B4-B9), and 
the northern cdlars (areas B10-B11). 

BL Sewer Access 

This chamber has stone steps and a locked, iron-bound 
wooden door with a sign mounted on it that reads, in 
Common, “SEWER ACCESS: AUTHGRIZED CITY OFFI¬ 
CI ALS ONLY. f ' The door to area B2 is locked. The lock 
can be picked by a character who makes a successful 
DC 17 Dexterity check using thieves' tools, or the door 
can be forced open with a successful DC 20 Strength 
(Athletics) check, City Watch captains hold keys to 
sewer access points that correspond with their as- 
signed wards, 

B2, Sewers 

Fresh sewage flows along a trough that runs parallel to 
a stone walkway. The sewage is 3 feet deep. Any crea¬ 
ture immersed in it for 1 minute must succeed on a DC 
11 Constitution saving throw or becomc infected with 
sewer piague (see “Diseases” in chapter 8 of the Dun- 
geort Masters Guidd). 

Where the tunnel branches, a stone bridge spans 
the sewage pouring out of an eastern artery. There f s 
no walkway in this arteria! passage that leads to areas 
B3 and B4. 
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Maf Ce^Ar Compleo 


B3. Secret Doors 

Secret doors blend with the surrounding stonework on 
opposite sides of this sewer tunnel. One door opens into 
area B7, the other into area BIO. Characters who have 
a passive Percepti on score of 15 or higher spot both 
secret doors as they pass by, Gtherwise, finding a secret 
door requires a search of the wall and a successful DC 
15 Wisdom (Pereeption) check, The secret doors are set 
high enough that opening them doesn’t cause sewage to 
flow into adjoining areas, 

B4% Rusty Iron Door 

A door made of rusted iron is set into the wall above a 
dry. l-foot-wide stone ledge. The dooCs lock corroded 
long ago, and the door squeals loudiy on rusty hinges 
when opened. 


B5. Arrow Slits 



A brick wall with arrow slits was added to this room at 
some point. The arrow slits are designed to allow ar- 
chers to fi re at intruders who come through the door at 
area B4, The arrow slits provide three-quarters covcr. 

B6, Storage Room 

An unlocked wooden door closes off this empty room, 

B7* Rubble-Filled Gellar 
A wall has collapsed, creating a larger space out of two 
smaller rooms* The air is heavy with dusL and the fleor 
is strewn with rubbie, refuse, and rat droppings. 

Secret Door. The secret door to area B3 is easily 
spotted from this side (no check required). 
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B8. Sunken Cellar 

This sunken cellar has these features* 

* An unlocked iron door is set into the east wall. 

• A crumbling stone staircase against the south wall 
climbs up to a landing, where a wooden door is held 
shut with a chain and a padlock* 

Iron Door; The door opens into a small, empty stor- 
age room with hooks hanging from the ceiling, 

Stairs Up, The lock can be picked with a successful 
DC 15 Dexterity check made using thieves* tools, or 
the door can bc forced open with a successful DC 20 
Strength (Athletics) check. It opens into an alley behind 
a boarded-up tenement. 

B9. Rat-Infested Cellar 
These rooms are situated below a hostel (75 percent 
chance) or an orphanage (25 percent chance). Harmless 
rats crawl about, minding their own business. 

B9a. Stone stairs climb 10 feet to a wooden door that 
opens into a Street or alley. Crates and barrels stacked at 
the bottom of the stairs hold edible foodstuffs, but noth- 
ing else of value* 

R9b. A plain wooden door opens into a room contain- 
ingdusty furntshtngs in storage. The furniture includes 
a scratched wooden desk t several wobbly chairs, a coat 
raek. two small tables. and an empty wooden trunk. 
There's a 25 percent chance that one piece of furniture 
(determined randomly) is a mimic that usually feeds on 
rats but never passes up a bigger meal. 
























































B10. Old Tavern Cellae 

This spacious, empty cdlar has the following features: 

* Stone pii lars and arches support the ceiling. 

« Mismatched stonework on eithet side of a half-demab 
ished wall indicates that this area was once two sepa¬ 
rate chamfoers. 

* Stone stairs climb io a bricked-up doorway* (The door 
once led to an alley behind an old tavern*) 

Secret Door* The secrei door to area B3 Is easily 
spotted from this side (no check required). 

B1L Back Cellars 

These rooms are extensions of area B10, 

Blla . This room used to be a wine cellar* Its walls are 
lined with piles of rotting wood (storage racks) and bro- 
ken bottles. 

Bllb. Once a cold slorage room and root cellar, this 
empty chamber is choked with dust and cobwebs. 

Cellar Complex: Spring 

The characters have learned that a halfling necroman- 
cer named Losser Mirklav took the Sfone ofGohrr, He 
lives in a cellar complex under a powdered wig shop 
in the Trades Ward. The shop, Dandymops, is dosed 
and locked with an iron gate, The lock can be picked by 
a character who makes a suceessful DC 15 Dexterity 
check using thieves' tools, or the gate can be forced 
open with a soccessfut DC 25 Strength (Athletics) 
check, Since the shop is in a highly visible location, an 
attempt to break into it is 75 pereant likely to be notieed 
by someone who aleris the City Watch. Two veterans of 
the City Watch arrive in ldlG minutes to investigate ihe 
shop and talk Lo witnesses, 

Xanathars gazer (see appendix B) doesn't follow 
characters into the shop. It remains outside and watts 
for Xanathar Guild forces lo arrive, If the characters 
destroyed the gazer in an earlier encounter, another one 
arrives with the Xanathar Guild forces. 

Dungeon Entrance 

Area B1 is the basement of the wig shop and the charac¬ 
ters' point of entry into the cellar complex. 

Misty Sewers 

The dense fog from outside settles in the sewers, and 
areas B2, B3. and B4 are Hghtly obscurcd, 

Necromancer 

Losser Mirklav is a lightfoot halfling mage, with 
these changes: 

■ He is chaotic evil and has 31 (9d6) hit points. 

- He has these racial traits: He is Small, and his walk- 
ing speed is 25 feet, He can move through the space 
of a Medium or larger creature, He has advantage on 
saving throws against being frightened. He speaks 
Coinmon and Halfling. 

* He has the animate dead and blight spells prepared, 
instead of counterspell and greater invisibility, A11 his 
spell slots are currently expended. 

Losser carries a spdlbook bound in stitehed flesh that 
contains ali his prepared spells, He also has a key to 


the padlockcd door in area B8 and 4dl0 gp in a pouch 
made of elf skin and cinched with a rope made of woven 
dwarf hair* 

Losser has made severa 1 changes to the complex; 

• Area B6 contains three beds—two sized for Losser's 
human apprentices and a smaller bed sized for him. 

• Area B10 contains twelve skeletons that attack any- 
one other than Losser and his apprentices, 

• Area B11 contains piles of human bones stolen from 
the City of the Dead* Losser hasu t gotten around to 
animati ng them yet. 

Where^s the Stone? 

Before the characters reach Losser, kenku members of 
the Xanathar Guild break down the door leading into 
the cellar complex via area BS and confront the necro¬ 
mancer. The characters find Losser cowering in one 
corner of area B7. Two skeletons stand between him 
and three kenku, The kenku aim to kill the halfling* 
Lying on the fleor around them are four dead kenku and 
the remains of two destroyed (and previously animated) 
skeletons. 

[f the characters demand the Stone ofGolorr ; Losser 
telis them the truth: he surrendered it to the kenku, two 
of which fled south with it. In area B8 P the characters 
see one kenku stand i ng over the bod ies of Losser’s 
murdered human apprentices, Retchyn and Kreela. This 
kenku is joined by Xanathar's gazer (see appendix B). 
The kenku and the gazer try to hold off the characters 
for as long as possible. buying time for a seeond kenku 
to flee with the. Stone ofGohrr. 

If the characters pursue the stone and leave Losser 
alive, he eventually slips away and retreats to area Bll, 

Next Encounter 

Once the characters defeat Xanathar f s forces in the cel¬ 
lar, they can chase after the fleeing kenku that has the 
Stone of Golorr in its clutches. Proceed with encounter 
3, ‘"Street Chase." 

Cellar Complex: Summer _ 

The characters are hot on the trail of three Street ur- 
chins as the children scamper into the sewers under the 
Dock Ward, 

SlCKENING SMELL 

The summer heat makes the sewer smell worse than 
usuah and characters become poisoned by the stench 
unless they cover their noses with perfumed scarves. 
The effect lasts until they leave the sewers. The Street 
urchins and other creatores that live in the sewers are 
accustomed to the smell and aredt poisoned in this way. 

SEARCH FOR THE URCHINS 
The characters approach the cdlar complex from the 
east, eventually coming upon an iron door in the side of 
the sewer tunnel (area B4)* 

The Street urchins took the Stone ofGolorr to area 
B7 (which serves as their clubhouse), entering the room 
through a secret door (area B3), The eldest child. Nat, 
attuned to the stone, but contact with the aboleth so ter- 
rifled her that she dropped it, screamed, and ran away* 
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The boys were panicked by her reaction and fied as well, 
leaving the stone in area BT. If the characters open the 
door at area B4. they startle the children on the other 
side, catising them to scream at the top of their lungs. 

Communicating through the other children, Nat telis 
the characters where she dropped the stone and warns 
them that it s “alive " Neither she nor the boys are eager 
to se e it again. 

Ghair Today, Gone Tomorrow 
If the characters head to area B7, they see the Stone of 
Golorr underneath a wooden rocking chair. If the Street 
urchins are present, one of them asks, “Where’d that 
rocking chair come from?” 

The rocking chair is the mimic from area B9b. It 
heard the urchins screams and investigated, hoping to 
snare an easy meal. It attacks anyone who harms it or 
reaches for the stone. 

Next Encounter 

Once the characters obtain the Stone of Golorr, they 
can leave the cellar complex. Proceed with encounter 8, 
“Coufthoiise ” 

Cellar Complex: Autumn 

The characters have been encouraged to explore a 
Xanathar Guild hideout under the Southern Ward. They 
enter the location through area Bl. The Xanathar Guild 
Roster table provides a summary of the forces stationed 
throughout the complex. The sections that follow de¬ 
scribe some of the hideouds features, 

Xanathar Guild Roster 

Area Creature(s) 

B5 2 goblins behind arrow sJits 

B6 1 half-ogre that became potsoned after drinking sEx 

casks of cheap wine 

B7 3 duergar and 1 gazer (see appendix B) standing 

guard while Thorvm Twfnbeard (see appendix B) 
works on a mechanica! beholder (see "Mechanical 
Beholder” befow) 

88 Korgstrod Uxgulm, the duergar leader (40 hit 

points), seated in a stone chair and attended by 3 
kobolds (see “Stone of Deception ' below) 

B10 7 troglodytes lurking in the shadows 

Bl 1 a 1 glbbering mouther guarding a treasure chest in 

area Bllb (see "Treasure Chest” below) 

Mechanical Beholder 
A mechanical beholder built for the Day of Wonders 
parade Hes on its side in area B7. Xanathar wants this 
mechanical version of itself to hover over the crowd, 
rcminding the Lords of Waterdeep of the beholder ? s 
superiority, but no one can figure out how to make it 
fly. A character can use an action to try to activate the 
machine, doing so with a successful DC 10 Intelligence 
check. The activated beholder shoots dazzling lights 
from its eyestalks for 1 minute and then stops working. 

If combat breaks out in the cellar complex, Thorvin 
Twinbeard flees up the stairs in area B8 and uses a key 


to unlock the door leading outside. He has no loyalty to 
the other creatures stationed here. 

Stone of Deceftign 

Korgstrod Uxgulm, the duergar leader, has what he 
believes to be the Stone of Golorr He found it during 
a search of Feneru$’s housc in the Trades Ward. This 
stone is a elever imitation. Ifs gray and ovoid with 
streaks of black, but has no magical powers. Korgstrod 
has been unable to attune to it and assumes he’s unwor- 
thy of it, not that the stone is fake, 

Korgstrod pians to deliver the stone to Xanathar in 
due time and won t willingly part with it before then. He 
uses a whip to flog his kobold lackeys and keep them in 
line. The cowardly kobolds flee into the sewers if Korg¬ 
strod is attacked and cower in his presence otherwise. 

Treasure Chest 

An old, locked chest in the back of area Bllb can be 
opened by someone who makes a successful DC 13 
Dexterity check using thieves’ tools. The chest contains 
277 cp, 135 sp, a spherical gold beholder pendant with 
tinv gems for eyes (worth 250 gp) T and a spell scroll of 
darkvision. 

Next Encounter 

Whether they fmd the fake stone or not, characters have 
little recourse but to consuit with “LaeraF at the Seven 
Masks Theater in the Dock Ward. If they go there, pro¬ 
ceed with encounter 6 T "Theaten” 

Encounter 10: 

CONVERTED WlNDMILL 

This crumbling, two-story stone building was a wind- 
mill long before the city rose up around it. The following 
features apply unless an area description or encounter 
States otherwise; 

- Rooms have 15-foot-high ceilings, with 10-foot-high 
passages and 7-foot-high doorways connecting them. 

* Doors are wooden, closed, and unlocked. 

- The walls are covered with graffiti, and the stone 
floors are strewn with garbage and detritus. Windows 
are empty lead frames without glass, 

* There are no light sources. 

Areas of the 

CONVERTED WlNDMILL 

The following locations are keyed to map 4.8. 

Wl, Stone Staircase 

A curved set of stone stairs climbs 20 feet to the upper 
level. The stairs are covered with bird droppings, broken 
roof shingles, mud, and mold. 

W2, Squatters 

During the spring, summer, and winter, each of these 
rooms is home to ld6 + 1 squatters (commoners) who 
have made dens for themselves out of old furnishings 
and things salvaged from garbage piles. The squatters 
aren't looking for trouble. 
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For some food or coin, a squatter can direct or iead 
characlers to thc loeked apartment on the upper leve! 
(area W7) and describe the apartment's inbabitants, A 
character can also secure a squatters cooperation with 
a successful DC 10 Charisma (Intimidation) check. 

W3. Privy 

Beyond the door is nothi ng more than a hole in the floor 
from which rises a terrible stench, 

W4. Weak Ceiling/Floor 
Area W4a is directly underneath area W4b, The floor 
of the upper chamber coi lapses under the weight of the 
first Small or larger creature to walk across it. A charac¬ 
ter who has the Stonecunning trail or proficiency with 
mason f s tools can teli that the floor is unsafe to walk on. 

Any creature standing on the floor of area W4b when 
it collapses falis 20 feet, landtng in area W4a. Any crea¬ 
ture in area W4a when the ceiling falis in must make a 
DC 11 Dexter i ty saving throw, taking 4 (IdB) bludgeon- 
ing damage from falling debris on a failed save, or half 
as much damage on a successful one, 

W5. Ancient Millstone 

An ancient millstone lies under a jumble of debris that 
includes machinery and pteces of the collapsed roof, 
Dust and cobwebs cover everything. 

W6. PlGEON Roqsts 

Large sections of the roof have eaved in above these 
roomSp leaving holes through which birds and precipita- 


tion can enter. The floors are littered with broken shin- 
gles. bird droppings, wrecked furnishings, and other de¬ 
tritus, and scores of pigeons roost in the moldy rafters. 


W7. Secure Apartment 

The nortb door to this room has been fttted with a shiny 
new loek that can be picked with a successful DC 15 
Dexterity check using thieves’ tools, The door can also 
be unlocked from inside the room, or forced open with a 
successful DC 20 Strength (Athletics) check. 

This apartment is in good repair and contains the fol- 
lowing features: 


* A wood-framed, king-sized bed with clean mattresses 
stands againsl one Wall. (Next to the bed, an unlocked 
door in the west wall leads to area WS.) 

* The window was recently repaired and quietly swings 
open on oiled iron hinges. 

* Across from the window, against the wall t stands a 
wooden armoire. 


The armoire holds four clean sets of clothes, two gray 
cloaks, a heavy crossbow, and a wooden case containing 
twenty crossbow bolts. 

W8. Back Room 

The sectton of conical roof directly above this cham¬ 
ber has mostly collapsed, filling the room with rubble, 
Theres just enough space to open the door. 
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CONVERTED WlND MlLL: SPRING 

The key that the characters found in thc m au soleum 
leads ihem to an okl windmill in the Southern Ward, 
Volkarr Kibbens and Urlaster Ghann (NE male llluskan 
human commoners) are hlding out in a secure apart¬ 
ment on the upper floor (area W7), Jn combat* they wield 
shovels that deal damage as clubs* Each carries 3d6 gp 
in a pouch. 

Volkarr and Urlaster were recently hired by Losser 
Mirklav, a halfling necromancen to Help him break into 
mausoleums in the City of the Dead. They undertook the 
job because the pay was good t but they have no loyalty 
to the necromancer. 3f the characters confront them, 
Volkarr and Urlaster attaek, but they surrender quickly 
if overwhelmed and share the following Information in 
exchange for their lives and freedom; 

* Losser Mirklav and his two human apprentices, 
Retchyn and Kreela t live in a cellar complex under 
the Trades Ward. The way to their lair ts through 
Retchyn s powdered wig shop T whtch is called 
Dandymops. 

* Losser is stealing bones from the City of the Dead to 
create an army of animated skeletons. (Neither Vol- 
karr nor Urlaster knows why,} 

* In the Garloth mausoleum, Losser killed a rat and 
took the small stone it was carrying. The rat vanished 
when it died, and Losser thinks the stone is magical. 

Next Encounter 

Once the characters set out to find the halfling necro¬ 
mancer, proceed with encounter 9, '‘Cellar Complex/’ 

Converted Windmill: Summer 

The characters head to a decrepit building in the South¬ 
ern Ward that used to be a windmill. Therein t they 
expeet to flnd the Stone ofGoIorr in the clutches of two 
treacherous cult fanatics named Arn Xalrondar (LE 
male Tethyrian human) and Seffia Naelryke (LE female 
Tethyrian human), 

Cult Fanatics 

Arn and Seffia are waiting in area W7 P which they use 
as an apartment* They keep the door to the apartment 
locked at all times* They have cleared area W8 of debris 
and painted a pentagram in blood on the floor, At the 
points of the pentagram are five black globs of wax—the 
remains of burned candles. 

Lord Cassalanter sent Arn and Seffia on a mission 
to retrieve the Stone ofGohrr from his familyV mau- 
soleurn, He also gave them secret orders to dispose of 
three other members of the cult whom he couldn't trust 
to keep quiet ahout the stone. Arn and Seflia would 
be horrified to leam that they failed in so simple a 
task; they try to correct their mistake by killing Vaelle 
Lurval if shes with the party (see “Mausoleum: Sum¬ 
mer/' page 70). 

Devils ! Arrival 

As characters try to break into the cult fanatics’ apart¬ 
ment. three spined deviis arrive* The deviis fly to the 
tower, knock on the apartment window* and are let 


inside by Seflia, whereupon Arn gives one of them the 
Stone ofGolorr. When the characters enter T they see the 
deviis fly off with the stone. The cult fanatics do every- 
thing in their power to enable the deviis to escape. 

Next Encounter 

If the characters deal with the cult fanatics, they can 
chase after the fleeing spined deviis by running across 
rooftops. Proceed with encounter 5, "Rooftop Chase/' 

Converted Windmillj Autumn 

This old stone windmill was converted into a residence 
over a century ago and has fallen into disrepair* An 
eccentric Waterdavian artist lives here, and she hasn't 
been the same since her true love abandoned her* There 
aro no squatters in the residence, 

The outside doors are always locked* A lock can be 
picked with a successfui DC 15 Dexterity check by a 
character using thieves* tools* or a door can be smashed 
open with a successfui DC 15 Strength (Athletics) 
check. Any attempt to break into the tower is 75 parcent 
likely to be seen or heard by one of Kalain s neighbors. 
Eight veterans of the City Watch arrive 10 minutes later 
to investigate the imrusion. 

Let Me Paint You a Picture 
Kalain* a famous Waterdavian painter, was commis- 
sioned to paint a portrait of Lord Dagult Neverember* 
then Waterdeep f s Open Lord* in 1475 DR* Her meeting 
with Nevcrember marked tbe begmning of a torrid love 
affair that lasted over a year, One of the many gifts he 
lavished on her was an estate in the Sea Ward* 

Their relationship faltered as Dagulfs visits to Never- 
winter became more frequent and extended* He made 
promises to Kalain that he failed to keep t and when she 
raised the subject of faithful commitment, he treated 
her poorly, for his true love was Neverwinter* Kalain 
became enraged after Dagulfs rejection and turned to 
painting monsters that* in her mind, represented him. 
Her power to harness the Weave clings to the fabric of 
her works. giving her the ability to bring these monsters 
to life on command, 

Ukimatdy* Neverember used his influence to ruin Ka¬ 
lain and divorce her from Waterdeep s high society. She 
was allowed to keep her horne, but her works and her 
reputation were destroyed, slowly and methodically. Ka- 
lattVs spirit was broken* leading to the onset of madness* 
Now she locks herself away, content to let time erode the 
last of her conscience. She always saw Dagult and Wa- 
terdeep as one and the same, and now they are both her 
mortal enemies, 

Visiting the Residence 

Kalain ls unable to behave politely before strangers* for 
she believes they Ve all assassins sent by Dagult Never¬ 
ember to murder her, The only person with whom she's 
civil is Vhaspar Holmdreg (LG male Illuskan human 
priest), who renis a room in the west wing of the resi¬ 
dence and works in the North Ward at the Hospice of St, 
Laupsenn, a temple of IImater, god of suffering. Vhaspar 
is an old man in his seventies, half blind with cataracts T 
who brings her food twiee a week. firewood three times 
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a week in the winter, and painting supplies every few 
months. Vhaspar has a key that unlocks the outer doors 
of Kalain^ restdence. 

Displayed in every room except area W5 is one of Ka- 
laius paintmgs, To determino the subjeet of any given 
painting, roil a d!2 and consuit the Painting Subjects 
table. It’s possible for a subjeet to appear more than 
once. The residence is also crawling with rats. ff Kalain 
is attacked, these vermin forni six swarms of rats that 
defend her. 

Painting Subjects 


d!2 

Subjeet 

dl2 

Subjeet 

1 

Artkheg 

7 

Gibbering mouther 

2 

Caniori crawler 

S 

Hell hound 

3 

Displacer beast 

9 

M antico re 

4 

Ettereap 

10 

Minotaur 

5 

Gargoyk 

11 

Mummy 

6 

Ghast 

T2 

Werewolf 


Kalain 

Kalain spends most of her time in area W5, which 
serves as her studio. It contains moldy scraps of food t 
empty pots stained with colored paint, discarded 
brushes, and her easel, which is situated in front of a 
large, lead-paned window In the north wall. Upon the 
easel rests a fresh painting of a displacer beast. If the 
characters confront her, Kalain accuses them of being 
assassins, brings the displacer beast to life, and com- 
mands it to attack them, 

Kalain is a half-elf bard (see appendix B), with 
these changes: 

• She is chaotic evil. 

• She has these racial traits: She has advantage on saw 
ing throws against being charmed, and magic can’t 
put her to sieep. She has darkvision out to a range of 
60 feet She speaks Common and Elvish. 

• Instead of the Song of Rest trait, she has the Art Imi- 
tates Life action option. 

Art Imitate* Life (3/Day). Kalain touches one of her paintings 
and causes its subjeet to spring fortk becoming a creature of 
that kind provided its CR is 3 or lower. The creature appears in 
an unoccupied space withEn 5 feet of the painting, which be- 
comes blanlc The creature is friendly toward Kalain and hostile 
toward ali others. It rolls initiative to determine when Et aets. It 
disappears after 1 minute, when it Es reduced to 0 hit points, or 
when Kalain dies or falis unconsdous. 

PATH TO THE VAULT 

A heavy stone trapdoor in the ficor of area W4a can be 
found with a thorough search of the room and a success- 
fui DC 12 Wisdom (Perception) check. Pulling open the 
door reveais a stone staircase that descends 120 feet to 
a 20-foot-wide corridor, which extends for another 60 
feet and ends before the doors to the Vault of Dragons. 
Kalain and Vhaspar know nothing of the vault or the 
trapdoor that leads to it 


CONVERTED WlNDMILL: WlNTER 

An evil dragonborn namcd Thrakkus has converted 
an old. fire-scorched windmill in the Field Ward into 
a butchePs shop. A member of the Guild of Butchers, 
Thrakkus has a lucrative side business. Zhents Joyal to 
Manshoon pay Thrakkus to chop up people they kill, 
and he sells the meat on the sly. As Deadwinter Day ap- 
proaches, this meat is in high demand* The corpses are 
brought to him in the dead of night T most often delivered 
by Sidra Romeir (see chapter 8, area K2) in a covered 
cart pulled by a draft horse, 

Butghery 

A red wooden sign carved to look like a butebers cleaver 
hangs above the door of Thrakkus’s butchery, which 
occupies the westernmost room of the west wing, The 
butchery is ice cold in the winter and reeks of meat and 
blood, A bloodstained chopping block dominates the 
room, and shelves of cut meat wrapped in bloody parch- 
ment line the walis. The floor is streaked with blood and 
covered with bits of gore. 

Thrakkus padlocks the door at night, Picking the 
lock requires a successful DC 15 Dexterity check using 
thieves’ tools, The door can also be forced open with a 
successful DC 18 Strength (Athletics) check. 

Larder 

The chamber next to the butchery has been converted 
into a larder. the doors to which are padlocked at ali 
hours. The locked doors are otherwise identical to the 
butchery door (see above). Like the butchery, the larder 
is frigid in the winter and smells of meat and blood. Six 
half-frozen humanoid carcasses are stacked under a 
10-foot-square canvas tarpaulin near the Western wall, 
Thrakkus hasn’t gotten around to cutting them up yet 

Squatters 

The dragonborn allows squatters to dweil in his horne, 
Those who can perform menial chores are spared and 
fed scraps of cooked meat; the rest end up on the chop¬ 
ping block. These homeless sods are too frightened of 
Thrakkus to speak 111 of him, and the City Watch doesn f t 
seem to care about comes committed in the Field Ward, 

Thrakkus the Butcher 

The butcher has no time to suffer fools, and the charac¬ 
ters are fools for meddling in his business. Thrakkus 
spends most of the day in the butchery. At dusk, he re- 
tires to his apartment, where he stays until dawn or un- 
til someone comes knocking with a body to dispose of. 
Thrakkus carries keys to the butchery, the larder, and 
his apartment (area W7). 

Thrakkus is a dragonborn berserker of red dragon 
ance st ry, with these changes; 

* He is chaotic evil. 

* He has these racial traits: He can use his action to 
exhale a 15-foot cone of fire (but can’t do this again 
until he finishes a short or long rest); each creature in 
the cone mus! make a DC 13 Dexterity saving throw, 
taking 2d6 fire damage on a failed save, or half as 
much damage on a successful one. He has resistance 
to fire damage. He speaks Common and Draconic. 
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WhERE*S THE StGNE? 

Thrakkus hid the Stone of Golorr in a recent meat de- 
Hvery to an alley in the Trades Ward, Thrakkus doesnt 
keep records of his illegai transactions, so the charae- 
ters must interrogate him or one of the commoners that 
dwell in his residence. 

Thrakkus is belligerent and not eager to give up his 
Zheiit friends. A charni person speli or si mi lar magic 
is needed to compel him to talk. His squatters are an- 
other matter; they roll over oti Thrakkus quickly to save 
their own skins once the dragonborn butcher no longer 
becomes a factor in their weU-being, Either approach 
yields the following Information: 

* Thrakkus T s last shipment of meat was taken to a shop 
in the Trades Ward called Cuttle’s Meat Pies. ITs lo- 
cated in an alley, 

- The meat was delivercd by a member of the Guild of 
Butchers named Justyn Rassk, Thrakkus paid extra 
coin to see it ddivered “quickly and quietly;' 

* Rassk has a blood-spattered horse-drawn cart that he 
uses to make deliveries outside the Field Ward. 

The characters might know Justyn Rassk from their 
own dealingswith the Guild of Butchers (see li Samplc 
Guild Representatives,” page 41). 

Next Encounter 

Ff the characters follow the trail of the meat ddivery. 
proceed with encounter U “Alley,” 

Vault Keys 

At the end of an encounter chain, a character who is 
attuned to the Stone of Golorr can learn the locaiion of 
the Vault of Dragons and what three keys are needed 
to open its doors. The artifact also reveals that an aduit 
gold dragon named Aurinax guards the vault. 

The three keys needed to open the vault are chosen by 
you or determined randomly by roll i ng on the Vault Keys 
table. Illusory verstons of keys donV open the door. 

Every key can be found or procured in Waterdeep. H 
the characters don't already know the location of a key, 
they can gather Information about it. To do this, a char¬ 
acter must spend 1 day and 5 gp researching the loca¬ 
tion of a key. At the end of this day T the character makes 
a DC 15 Intelligencc (Investigation) check, learning the 
location of the key on a success. If the check fails by 5 
or more, the main villam learns of the search and sends 
lackeys to attack the characters and, if possible* wrest 
the Stone of Golorr from them: 


* Xanathar sends either five goblins dressed up as 
children wearing Trolltide masks and a bugbear (70 
perceni chance), or four wererats in human forni (30 
percent chance), 

* The Cassalanters send two imps in raven forni, three 
human cultists, and either a human cult fanatic 

(70 percent chance), or four spined deviis (30 per¬ 
cent chance). 

* Jarlaxle Baenre sends FelVekt Lafeen and Krebbyg 
Masq^Tyr, or two other Bregan D’aerthe drow gun- 
slingers {see appendix B), and six drow. 

- Manshoon sends four Zhent martial arts adepts (see 
appendix B). There s a 50 percent chance that these 
Zhents are led by one of Manshoon f s lieutenants, ei¬ 
ther Vevette Blackwater or Agorn Fuoco. if they Ve stili 
alive (see chapter 8, area E8). 

Key Desgriptions 

The keys listed in the Vault Keys table are further de- 
scribed below, in alphabetical orden 

Adamantine Bar 

The characters can purchase a IG-pound adamantine 
bar for 1,000 gp. The genasi smiths Embric and Avi (see 
chapter 2. area T3) can acquire one if the characters 
think to ask them. 

Animated Construct 

Any creature of the construct type works as this key. 
provided the creature hasnV been destroyed or rendered 
moperable. If the characters have befriended Valetta, 
the dragonborn priest of Gond (see chapter 3) T she hap- 
pily releases Nim the nimblewright into their custody 
until they no longer have need of it 
An object animated by the animate objects speli also 
qualifies as this key. 

Beardless Dwarf 

Most female dwarves are beardless and thus meet the 
condition. A male dwarf NPC can be persuaded to shave 
his beard T either as a consequente of losing a bet or 
upon receiviog some sort of recompense. The charac¬ 
ters can also shave a male dwarf they have captu red or 
against whom they have some sort of leverage, 

Beholder Eyestalk 

The eyestalk need not come from a true, living behoider. 
It can be plucked from a stuffed beholder (see “Old Xob- 
lob Shop,” page 23) or obtained from a lesser form of 
beholderkin, such as a gazer or a spectator. The eyestalk 
also need not be detached. 


Vault Keys (roll three times, once 
d6 First Key 

1 Adamantine bar 

2 Beholder eyestatk 

3 Drunken elf 

4 Irwisible creature 

5 Performance of "Your Beardy Face 1 ' 

6 Silvered warhammer 


FOR EACH KEY) 

Second Key 
Animated construct 
Bronze dragon scale 
Gems worth at least 1.000 gp 
Painting of a dwarf miner 
Severed drow hand 
Sunlight 


Third Key 

Beardless dwarf 
Cask of dwarven ale 
Gift from a queen 
Pair of bugbear ears 
Shapechanger 
Unicom 
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Xanathar {see appendix B) gladly accompanies char¬ 
acters to the vauJt if that's the way to guarantee getting 
its share of the treasure, Regardless of the arrangement 
it makes with the characters, “its share” equates to ali 
the treasure, In other words, Xanathar turns on the 
party once the vault is unlocked, unless a powerful NPC 
(stich as Laeral Silverhand or Vajra Safahr) is present to 
keep the mad beliolder in check. 

Bronze Dragon Scale 

Zelifarn. a young bronze dragon, has taken up res- 
idence in Deepwater Harbor, Many satlors and dock 
workers have seen the dragon, and Grinda Garloth (see 
li Bncounter 2: Mistshore,” page 65) owns an appa¬ 
ratus ofKwalish that characters can use to search for 
the dragon, Characters who go looking for Zelifarn find 
him lurktng inside a shipwreck 120 feet underwater. 

As the characters approach the wreck, Zelifarn comes 
out and tries to scare them away, (He*s not done search- 
ing the wreck for treasure,) He inflicts harm only in 
self-defense. 

A successful DC 15 Charisma (Persuasion) check or 
an offer of treasure worth at least 1,000 gp convinces 
the dragon to talk with the characters and part with 
one of his scales. If the characters mention the contents 
of the Vault of Dragons, Zelifarn demands a promise 
of 10 percent of the gold before he gives them what 
they came for. 


Gask of Dwarven Ale 

A cask of dwarven ale is easily obtained at any niarket 
in Waterdeep for 5 gp. There is a 20 percent chance that 
the characters buy a knock-off brand that isn*t made by 
dwarves. Any dwarf character can teli genuine dwarven 
ale from the fake stuff simply by having a taste. 

Drumken Elf 

Any eif who is poisoned from drinking alcohol qualifies 
as this key, 

Gems Worth at Least 1,000 gp 
One or more gemstones qualify as this key as long as 
their combined value is 1,000 gp or more. Such gems 
can be foimd during the adventure or bought in the mar- 
kets of Waterdeep. 

Gift from a Queen 

Laeral Silverhand, the Open Lord of Waterdeep, was 
once the queen of an ancient kingdom called Stornanter, 
The characters can recall this fact with a successful DC 
20 Intelligence (History) check or learn it through Infor¬ 
mation gathering* They can request an audience with 
Laeral through Jalester Silvermane or Mirt, Laeral gives 
them a gift—a feather quili given to her by the archmage 
EIminster himself— if they promise to return the stolen 
gold to Waterdeep T s coffers. 

Invisible Creature 

Any creature under the efifect of an invisihility spei! 
counts as this key, as do naturally invisible creatores. 
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Painting of a Dwarf Miner 

A painting of a dwarf miner priced at 5dl0 gp can be 
found each day a character spends searching art shops. 
A character proficient with painteFs suppiies can create 
a painting that qualifies as lhis key. It takes 3d6 hours to 
finish the painting* * 

Pair of Bugbear Ears 

The Xanathar Guild employs bugbears, and characters 
can chop the ears off any of them. A live bugbear also 
counts as this key. 

Performance of “Your Beardy Face” 

The dwarf love song, u Your Beardy Face/" is a duet per- 
formed by bagpipers* The characters can obtain this 
music easily for 1 gp and hire two performers to play the 
piece for 10 gp each. A character who has proficiency 
with bagpipcs can perform the song, though a success- 
ful DC 10 Charisma (Performance) check using bag- 
pipes is required for the performance to coimt as this 
key A glass jar in Cassalanter Villa (see chapter 6, area 
C3) piays this song when it is uncorked. 

Severed Drow Hand 

This ghastly key can be forcibly obtained from a mem- 
ber of Bregan D T aerthe or some other dark elf. [f the 
characters have eneountered no drow, they might hear 
rumors that Xanathar employs a drow advisor. 

Shapechanger 

Any living creature of the shapechanger subtype, such 
as a doppelganger or a wererat, serves as this key. Bon- 
nie the doppelganger (see “Familiar Faces/" page 20) 
can be persuaded to accompany the characters if she 
is friendiy toward one or more of them. The characters 
can also reach out to the Shard Sbunners, a local gang 
of halfiing wererats. For an up-front payment of 500 gp, 
the wererats happily oblige. 

SlLVERED WARHAMMER 

The characters can buy a silvered warbammer for 115 
gp, or they can give a silver bar to Bmbric and Avi (see 
chapter 2, area T3) and have the genast smiths craft one* 

SUNLIGHT 

Since the vault lies deep underground, natural sunlight 
is difficult to come by* Clever characters can fauy twenty 
Steel mirrors (5 gp each) and arrange them in places 
(and at the proper angles) so that sunlight from outside 
can be refiected underground and shone upon the vault 
entrance. Setting up thesc mirrors and getting their 
alignment just right takes 2d4 + 2 hours regardless of 
the nutnber of characters involved, 

Unicorn 

Although conjuring up a real unicorn is likely beyond 
the abilities of the characters, they could ask Laeral 
| Silverhand or Vajra Safahr to cast the summon ceJes- 
tial spell* The characters can gain an audience with 
Laeral or Vajra through Renaer Neverember or another 
well-connected MFC. If the characters teli Laeral or 
Vajra the truth about the Vault of Dragons and prom- 
ise to tum the gold over to the authorities, either one 
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agrees to accompany the characters to the vault and cast 
the spelL 

The unicorn need not be a real unicorn to serve as 
this key The Sea Maidens Faire (see chapter 7) uses a 
unicorn fleat in its parades, and a stuffed unicorn can be 
found in Cassalanter Villa (see chapter 6, area T18). 

Vault of Dragons 

Once the characters have the Stone ofGoIorr, they can 
use it to determino the location of the Vault of Dragons 
and the keys needed to enter it. 

Vault Featu res_ 

AU areas of the vault have the following features: 

* Any spell that tries to contact a creature in the vault 
fails, as does any spell that attempts to scry on the 
vault interior or any creatures within* Telcporting into 
the vault from outside is impossibie. 

* Walls are made of mortared stone. Doors are solid 
stone slabs with stone handles and hinges* 

* Except in area V9, there are no light sources* 

Areas of the Vault 

The following locations are keyed to map 4,9> 

VI. Vault Door 

A 20-foot-high, 20-fooFwide stone corridor ends be- 
fore an adamantine double door bearing Dwarvish 
runes, The doors have neither handles nor hinges, The 
writing on them reads, "THE THREE KEYS* BRING 
THEM FORTH ” 

The doors part, sliding hack into the walls, when the 
three correct keys are brought with 5 feet of them. They 
remain open until Aurinax or someone dse speaks the 
command word to close them (“Azaairf). The keys can 
open the doors from either side. The doors can’t be 
forced open or damaged in any way, and attempts to cir- 
cumvent them with magic fati automatically* 

V2* Entrance Foyer 

This vast chamber has the following features: 

* Three age-worn columns support crumbling stone 
bridges 60 feet overhead, with the ceiling rising an¬ 
other 20 feet beyond that. 

* Set into alcoves are twelve sets of double doors 
made of iron. Each door is 10 feet wide, 10 feet high, 
and embossed with images of dwarf warriors in 
piate armor. 

Crumbling Bridges. The bridges connect area V4 to 
adamantine doors that seal off areas V6, V7, and V8. 

The eastern half of the northern bridge and the Western 
half of the Southern bridge are unstable. Either bridge 
collapses if more than 150 pounds of weight is applied 
to it. A creature standing on a section of bridge when 
it collapses must succeed on a DC 15 Dexterity saving 
throw or fall 60 feet to the floor below. 

The middle bridge has a ISToot-wide gap in it. A char¬ 
acter can ciear this gap with a running jump—but part 
of the bridge breaks away under the characteFs feet on 
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landing, forcing the character to succeed on a DC 15 
Dexterity saving throw or fall to the fioor below, 

Iron Doors. Ten of the double doors are false and re¬ 
fuse to budge. The two sets of doors at the northern end 
of the west wall push open to reveal area V3 beyond. 

V3. Stairs and Fresco 

This hall has the following features: 

- At the south end of this chamber, expertly carved 
stairs climb 70 feet to area V4, 

• The north wall bears a 20-Toot-square fresco tbat de- 
picts dwarves baitling goblins, 

Enthralling Fresco , A deteci magic spell reveals an 
aura of enchantment magic on the fresco. Any creature 
within 30 feet of the fresco that can see it must succeed 
on a DC 12 Wisdom saving throw or be charmed by it 
for 24 hours. Whtle charmed in this way, the creature 
can*t willingly move out of sight of the fresco and de- 
fends it to the death. If forcibly moved away from the 
fresco, the creature tries to find its way back. The crea¬ 
ture can't rcst while under ibis effect. After 24 hours, 
the creature gains one level of exhaustion and can re- 
peat the saving throw if it can stili see the fresco, ending 
the effect on a success. A creature that succeeds on the 
saving throw is immune to the effect of the fresco for 24 
hours, Destroying at least one 10-foot-square section of 
the fresco ends the effect for ail creat ures, Each 10-foot- 
square section has AC 17 t 25 hit points, and immunity to 
poison and psychic da mage. 


V4\ Hallof Moradin 

This 20-foot-high hall has the following features; 

* Three pillars running the length of the hall are carved 
to resemble warhammers, with their square lieads 
pressed against the fioor. 

* The west wall bears a cracked mosaic that depicts a 
dwarf smitb at a forge, crafting dwarves out of black 
metal and diamonds. (In the south end of the wall is a 
secret door.) 

* Three archways in the east wall lead to crumbling 
bridges that span the entrancc foyer (area V2) and 
end in front of adamantine doors (leading to areas V6, 
V7 f and V8). 

Black Pudding. A llttle more than halfwav down 
the hall, a section of the Western mural has brakcn off, 
forming a heap of shattered tile on the fioor, A erack in 
the wall eonceals a black pudding that gushes out and 
attacks diaracters who inspect the damage* 

Secref Door. A character who searches the hall for 
secret doors and succeeds on a DC 17 Wisdom (Percep- 
tion) check notices the outline of a secret door that leads 
to area V5. The door opens autorxiatically when a dwarf 
(or a creature transformed into a dwarf with an alter sdf v 
spell or similar magic) touches it; otherwise, a success- 
ful DC 17 Strength (Athletics) check is needed to push 
open the heavy door. 
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V5. Secret Room 

This dust-filled room has lain untouched since the time 
of the Delzoun dwarves, Green copper urns on plat- 
forms overflow vvith coins, gems, and more* 

Treasure . This room holds five copper urns (worth 
25 gp each), Urn 1 contains five tourmaiines (worth 100 
gp each) mixed in with 200 cp, Urn 2 contains a ring of 
warmth mixed in with ten ordinary gold rings (worth 
25 gp each) and 650 sp, Urn 3 is piled high with 250 
gp. Urn 4 holds 33 blue quartz gemstones (worth 10 gp 
each). Urn 5 holds a 9-mch-tall sil ver statuette of a dwarf 
priest of Moradin with amethyst eyes (worth 250 gp and 
weighing 10 pounds). 

V6. Hammer and Anvil 

The adamantine door to this room has an arcane lock 
spell cast on k t but it swings open when a dwarf or a 
creature transformed into a dwarf touches it* Another 
creature can force it open with a successful DC 21 
Strength (Athletica) check. A knock spell or similar 
magic also opens it. The door swings into the room on 
stifif adamantine hinges. 

- The north, east, and south walls of this 20-foot-high 
room are adorned with dust-covered frescoes depict- 
ing dwarf smiths at work in their Forges. 

* An iron anvil sks atop a raised stone block in the mid- 
die of the floor. Both fixtures are draped in cobwebs* 

jpreseoes, A character who inspects the wall frescoes 
and succeeds on a DC 10 Wisdom (Perception) check 
notices that the stone hammer being wielded by the 
smith In the fresco on the south wall can be taken away 
from where it rests, When removed, it leaves a ham- 
mer-shaped indentation in the wall. Etched into the side 
of the hammer that was facing the wall is the foilowing 
inscription in Dwarvish runes: ‘ + Let hearts be lifted and 
battles won." The hammer must be removed from ks 
indentation for the inscription to be seen, 

Iron AnviL If the characters ciear away the cobwebs, 
they see an inscription on the front of the stone block, 
Written in Dwarvish runes, it reads as follows; “Let the 
hammer fall and the anvil ring/ 1 
If the anvil is struck by the stone hammer that was 
taken from the wall, each creature in the room that can 
hear the anvil ring gains 10 temporary hk points that 
last for 24 hours. Once the anvil has bestowed this gift, 
it can’t do so again for 24 hours. 

V7. Dumathqin's Secret 

This room is sealed by an adamantine door similar 
to the ane in area V6, The room contains the follow- 
ing features: 

* Four suits of rtisted piate armor sans helmets, sized 
for a dwarf t stand in the corners of this 20-foot-high 
room. Each suit is draped in cobwebs. 

* Dwarvish runes are carved into the far wall, The in¬ 
scription reads T “A secret never before told will part 
Dumathoin s lips.” 

A successful DC 14 Intelligence (Religion) check idem 
tifies Dumathoin as the dwarven god of secrets, Any 
dwarf character automatically knows this. 


Secret Stair. The engraving on the wall is a clue that 
this room holds a secret, specifically a trapdoor so well 
hidden that it can ! t be found by using magic or search- 
ing, But when any creature in the room speaks aloud a 
secret, the trapdoor flips open, giving access to a spiral 
stone staircase that descends 120 feet to area V9- The 
spoken admission must be true, and it must be sorne- 
thlng the character has not previously revealed* 

V8* Ol’ Fire Eyes 

This room has the foilowing features: 

• A 10-foot-tall painted statue of an armored male dwarf 
wielding a battleaxe and wearing a mask stands at the 
back of this 20-foot-high room. 

* Before the statue, set into the floor, is an adamantine 
trapdoor with a pull ring along one side. 

Trap , A successful DC 17 Intelligence (Rdigion) check 
enables a character to recognize the statue as a dcpic- 
tion of Gorm Gulthyn, the dwarven god of vigilance also 
known as Fire Eyes, The statue melds seamlessly with 
the floor and caiTt be toppled. It also seems impervious 
to damage, A detecr magic spell reveals an aura of evo- 
caiion magic on the statue, 

The trapdoor is false and catr t be lifted. Anyone who 
touches the trapdoor or its pull ring must succeed on 
a DC 18 Dexterity saving throw or be struck by rays of 
magical fire that spring from the statuet eyes, dealing 
22 (4dI0) fire damage. The trap doesn’t trigger if the tar- 
get has total cover. 

V9. Main Vault 

When the characters arrive here for the fixst time, read: 

Although deep underground, this vault is Iit by streams 
of sunligbt that pour dowrc from the ceiling, catching 
motes ofdust in their iuminous pools. Ornate columns 
support a thirty-foot-high vaulted ceiling, which is 
adorned with carvings of dwarves basldng in the pres- 
ence of their gods. Deep afcoves line the walls, and piled 
in one of them is a vast gofden trove. 

Out of the dusty gloom steps an aged dwarf clutchirjg 
a staff carved and painted to resemble a pair ofentwined 
dragons—one red, one gold. Despite the dwarfs age, hrs 
eyes are steady and bright. 'i wasrft expecting anyone/' 
he says plainly* "'As you can see, the place is a mess. 

Perhaps you should come back later, after l've tidied 
up a bit." 

The dwarf, who calls himself Barok Clanghammcr, is 
really the adult gold dragon Aurinax (see appendix B) 
in disguise. He guards the gold for Lord Dagult New 
erember and holds the dragonstaff of Ahghairon (see 
appendix A) io exchange for his Services, Dealing with 
the gold dragon presents an unusual challcnge for the 
characters, and a peaceful resolution is more likdy to 
benefit them than a violent one, 

Aurinax is patient, wise, merciful, and vigilant, He 
remains m humanoid form until combaf breaks out, 
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since he can't easily carry ihe dragonstaff ofAhghairon 
in dragon form. The dragon attacks only in defense of 
itself, the staff, or the gold. The only individuals autho- 
rized to remove the gold under Aurinax’s watch are 
Dagult Neverember and his appointed vassals, none of 
whom are currently in Waterdeep. 

The characters can try to convince Aurinax that they 
have come on NeverembeFs behalf. Since he has never 
met fhem before or heard Neverember mention them 
by name, Aurinax is doubtful of their story, Fooling the 
dragon requires each character within his line of sight to 
succeed on a Charisma (Deception) check contested by 
the dragon*s Wisdom (Insight) check, If even one char¬ 
acter loses the contest, Aurinax senses that the group is 
lying to him. These checks are made with advantage if 
Renaer Neverember is with the party, since the dragon 
remembers meeting Renaer when he was but a child 
and can easily imagine a scenario in which Dagult Nev¬ 
erember might use his son as his vassah (The dragon 
knows nothing of the animosity between Renaer and 
his father.) 

The characters can try to convince the noble dragon 
that Lord Neverember emhezzled the gold from the 
people of Waterdeep, and that it would be fair and just 
to see the coin safdy returned to its rightful owners. 
Deep down, Aurinax knows where the gold came from, 
but the dragon has allowed his greed and his agreement 
with Lord Neverember to cloud his moral judgment. 

With a successful DC 18 Charisma (Fersuaskm) check, 
a character can talk the dragon into allowing ihe gold to 
be returned to the people to whom it rightfuUy helongs. 
The check is made with advantage if the characters 
brought a prominent city officia! with them, such as Mirt 
or Vajra Safahr, or if one of the characters professes to 
be a worshiper of Bahamut, 

Any Charisma (Intimidation) check made to influence 
Aurinax automatically fails. After the first such attempt, 
ali future Charisma checks made by the party to influ¬ 
ence Aurinax have disadvantage* 

Aurinax uses Legendary Resistance to avoid being 
charmed, If a character tries to charm him with a spell 
and fails, ali future Charisma checks made by the party 
to influence Aurinax have disadvantage. 

Treasure. Choose two alcoves in the vault, Piled in 
one alcove are 500,000 gp, the combined weight of 
which is 10,000 pounds, Scattered on the floor of the 
second alcove are sixty-five 100 gp gemstones—afl that 
remains of Aurinax^ current food supply, 

Aurinax woiTt give up his gemstones or the dragon- 
staff of Ahghairon willingly, since they are his payment 
for guarding the gold. If need be, however, the dragon 
is willing to use the staff s power on behalf of the city in 
exchange for more gemstones, 

LE.AVING T HE Va ult _ 

As the characters leave the vault, with or without the 
gold, they are confronted by a hostile force sent bv the 
main villain or villains. If the vault doors were left open, 
the characters encounter these antagonists in area V2; 
otherwise, theyVe lurking outside the vault, waiting for 
the characters to emerge: 


* If Xanathar is the main villain, Noska UFgray (see 
appendix B) arrives with six bugbears and a gazer 
(see appendix B). if Noska is dead or otherwise indis- 
posed, the beholder replaces him with Nar T I Xibrindas 
(see appendix B) and his grell bodyguard. 

* If the Cassalanters are the villains, they send three 
cult fanatics and three cultists. Victoro s doppel- 
ganger manservant, Willifort Crowelle, leads the 
group in his tiefling guise unless the characters killed 
him or otherwise disposed of him earlier in this chap¬ 
ter or in chapter 6. 

* If Jarlaxle Baenre (see appendix B) is the villain, he 
arrives with three drow gunslingers (see appendix B). 
Replace no-name drow gunslingers with FelYekt La- 
feen t Krebbyg MasqTyr, and Soluun Xibrindas if they 
are alive and free. 

* lf Manshoon is the main villain, he sends his simula¬ 
crum (see appendix B) along with Agoni Fuoco (NE 
male Tu rami human bard: see appendix B), Vevette 
Blackwater (CE fernale Tethyrian human swashbuck- 
ler; see appendix B), and three Zhent Ihugs, If Agorn 
and Vevette were killed or otherwise disposed of 
earlier in this chapter or in chapter 8, replace each of 
them with one additional thug, 

The forces sent by Xanathar, the Cassalanters, and 
Manshoon atlack the characters on sight. jarlaxle, on 
the other hand, congratulates characters for unlocking 
the Vault of Dragons and allows them to Leave on the 
condition that they go empty-handed. He intends to see 
the gold safely returned to the city of Waterdeep but also 
demands the dragonstaff of Ahghairon for his trouble. 

If Aurinax is alive, the characters can lure enemies to 
the dragon, Aurinax attacks any creature that attacks 
him or tries to steal his staff or the gold. He also defends 
the characters if he has made a dea! with them. 

Factign Reinforcements 
If the characters joined one or more factions in Water¬ 
deep and kept them informed of their progress, you can 
have reinforcements arrive to help combat the villains or 
introduce a new dement to the situation. 

Bregan D’aerthe* If Jarlaxle Baenre (see appendix 
B) isn f t the main villain, he arrives with his lieutenants, 
FelYekt Lafeeru Krebbyg Masqlfyr, and Soluun Xibrin¬ 
das, or three other drow gunslingers (see appendix B). 
Jarlaxle offers to help the characters if they agree to help 
him secure the gold for Waterdeep and the dragonstaff 
of Ahghairon for himseffi 
Harpers* Mirt (see appendix B) arrives with two 
femaJe human swashbucklers (see appendix B). If 
he's stili alive and not already with the characters, Re¬ 
naer Neverember (see appendix B) replaces one of ihe 
swashbudders, 

Emerafd Bndave, Jeryth Phaulkon sends three 
swarms of rats to assist the characters. Once the char¬ 
acters are no longer in perii, the rats disperse through- 
out the vault, 

Force Grey. Vajra Safahr sends Meloon Wardragon 

(see appendix B) to help the characters secure the vault, 
unaware that Meloon has fallen under XanathaFs sway. 
If Xanathar is the main villain, Meloon helps the behold- 
er T s forces defeat the characters. 
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Lords* Atliance* Open Lord Laeral Silverhand (see 

appendix B) armes witli Jalester Silvermane (see 
appendix B) and six City Guard veterans to help charae- 
ters secure the gold. LaeraTs arrivaJ forces Jarlaxle to be 
on his best behavior. After assuring Laeral of his good 
intentions . Jarlaxle cuts his losses and withdraws peace- 
fully, If she is able to speak with Aurinax, Laeral con- 
vinces the dragon to relinquish the gold into her eustody. 

Order ofthe Gauntlet . Hlam (see appendix B) ar- 
rives and aids the eharacters as best he can. He and 
Aurinax met each other inany years ago. and they are 
on fair speaking terrns. Aurinax is fond of the monk. 
and eharacters who negotiate with the dragon in Hlarrfs 
presence gain advantage on their Charisma (Persua- 
sion) checks, 

Zhentarim • The Doom Raiders (see appendix B) 
arrive to help secure the vault, less any members who 
have been arrested or kitled. If Manshoon is the main 
villam, Skeemo Weirdbottle betrays his fellow Doom 
Raiders and fightsalongsi.de Manshoon T s simulacrum. 3f 
they and the eharacters emerge victorious. the surviving 
Doom Raiders propose to split the take evenly with the 
eharacters* If the eharacters refuse this offer and the 
Doom Raiders outnumber them T the Zhents turn against 
them. putting eharacters who are Zhentarim members 
in a predicament. 

Adventure Conclusion 

The adventure eould plav out in any of several ways, 
depending on who gets the gold and what's done with 
the treasure. 

Dying in the Vault 

If the eharacters die in the Vault of Dragons with the 
Stonc ofGoIorr and the main villain doesn T t know the 
vaulfs locat ion, the secrets of the vault die with them. 
Though they succumbed in the process, they sueceeded 
in keeping the gold out of the villain’s clutches—a bitter- 
sweet victory, indeed. 

Removing the Gold 

If the eharacters recover Neverembers hoard and keep 
it for themselves, word gets out eventually. 

Emissaries of the Harpers, the Lords* Alliance, and 
the Order of the Gauntlet come to the eharacters, asking 
that the gold be returned to Waterdeep. lf the eharacters 
refuse to give it up, they are stripped of any member- 
ships they might hold in these factions and quickly find 
themselves in political hol waten The Lords of Water- 
deep cha rge them with the eri me of robbery against the 
citizens of the City. The eharacters face up to 1 rnontb of 
hard labor plus damages equal to the value of the stolen 
currency plus 500 gp. If they try to flee ihe city, the City 
Guard apprehends and imprisons them. If they some- 
how evade the local authonties, the Harpers and agents 
. of the Lords 1 Alliance pursue them tirelessly. 


Laeral Silverhand is prepared to let the eharacters 
keep one-tenth of the treasure (50,000 gp) for them¬ 
selves. Even that rmich coinattracts unwanted attention. 
in the form of several people who beg loans or donations 
from them: 

« Emmek Frewn (see “Business Rival: Emmek Frewn, 11 
page 42) needs 1,500 gp to pay off a loan with in- 
terest. If he doesnt repay the coin in a tenday, Istrid 
Horn (see appendix B) sends Zhentarim thugs to 
threaten, if not hurt, him* Emmek comes to the char- 
acters with hat in haud, preying on their generosity 
while denying any wrongdoing on his part, 

* Davil Starsong (see appendix B) asks the eharacters 
for a donation of 5,000 gp to keep his branch of the 
Zhentarim afloat in Waterdeep. Recent altercations 
and legal issues have drained the Doom Raiders’ cof- 
fers. If the eharacters refuse, the Doom Raiders are 
driven out of the city, yielding control of the Zhentarim 
in Waterdeep to Manshoon (if he s alive). 

* Floon Blagmaar (see appendix B) asks the eharacters 
to give him 500 gp to cover a hefty gambling debt, If 
the eharacters refuse to give Floon the gold. he van- 
Ishes without a trace ldlO days later, 

- Volothamp Geddarm (see appendix B) asks the 
eharacters for 5,000 gp to fund an expedition that he 
hopes will insplre a future book, for whteh hell give 
them special mention in said masterwork. If the char- 
acters seem hesitant. Volo reminds them that were it 
not for his starting them off on this adventure, they 
woukhTt have the gold in the hrst place. 

* Jelenn Urmbrusk, a Masked Lord in deht to Man¬ 
shoon, requests an interest-free loan of 10,000 gp, 
which she vows to repay within a yean In exchange, 
she promises to use her “considerabie influence w ith 
the Lords of Waterdeep” to help them in the future. If 
the eharacters oblige, she makes good on her prom- 
ise to pay them back and grants them a special favor 
(see “Marks of Prestige” in chapter 7 of the Dungeon 
Master f s Guide). If they refuse, they will have made an 
enemy of the sccret Masked Lord. 

- Temples, charities. guilds, and down-on-their-luck 
strangers come knocking from time to time. What 
they ask for isnt mtlch—a Few gold here and there — 
but it all adds up. 

Qnwa rd and Downward _ 

The eharacters shmdd be 5th level by the end of this 
adventure. In the weeks that follow. word of their deeds 
spreads to every corner of Waterdeep, Finally, a note is 
delivered to them that reads as follows: 

Underrnountain beckorts, See you at the Yawning Portal. 

If the eharacters want to explore Underrnountain, you 
can continue this campaign up through 20th level with 
the book iVaferc/eep; Dungeon of the Mad Ma&c* 
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Chapter 5: Spring Madness 



ANATHAR HAS LET ITS PARANGIA GET THE 
better of it, and the beholder trusts no 
one. The Stone ofGohrr disappeared 
from its lair while it was brokering a 
deal that would have merged the Xana- 
thar Guild and the Zhentarim into a 
single criminal organization, Although the Zhents didn*t 
steal the Stone ofGolorn Xanathar believes they did. 
Once content to merdy possess the stone, the beholder 
is no longer confident of the goldssafety in the Vault of 
Dragons, Xanathar thinks that the gold would be safer 
under its watchful gaze. but without the Stone of Go/orr t 
it can't remember where the gold is hidden. 

Before running this chapter, review the “Beholders” 
sectton of the Monster Manual, particularly the section 
titled * k A Beholder’s Lair” Wiihin its lair, Xanathar has 
access to lair actions, and characters might encounter 
the beholder T s regional eftects as welk 
Characters who doiVt visit XanathaFs lair in the 
course of this adventure might have reason to do so in 
Waterdeep: Dungeon of the Mad Mage. Jn that adven¬ 
ture, the characters are most likely to approach the be- 
holder’s lair from Skuliport (see area X4 for details). 

As they explore Xanathar s iair t characters will see a 
recurring symbol that looks like a circle with ten equi- 
distant spokes radiating out from its circuinference. 

This symbol is Xanathars personal rune as weli as the 
Symbol used to represent the Xanathar Guild, 


Facing Xanathar 

RolI percentile dice to determine the beholder^ locat ion 
when the characters arrive, and consuit the XanathaFs 
Location table. 

Xanathar t s Location 

di 00 Location 

01-50 Xanathar is talking to Sylgar, its pet fish, in area XI9, 

51-75 Xanathar is deiivermg a rambling sermon to min¬ 
ioris in the audience chamber (area X18), 

76-90 Xanathar is watching a figbt in the Plt of Blood and 
Fortune (area X6). 

91-00 Xanathar is contemplating its mortality in the crypt, 
amid the remarns of past Xanathars (area X33), 

If the characters attack the beholder, it destroys one 
character and tries to subjugate the re st. In exchange for 
their lives, the survivors must agree to heip the beholder 
find the Stone ofGolorr. If they refuse, the beholder 
destroys another character and repeats the offer. This 
process continues until the characters comply or none 
are left. Those who agree to the beholdeFs terms are 
permitted to leave with their lives. 

If the characters give Xanathar the stone, it demands 
that they accompany it to the Vault of Dragons and 
help it defeat the vaulTs draconic guardian. Not fully 
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trusting the characters to keep their part of the bargain. 
Xanathar brings aloiig its majordomo, Ahmaergo. to 
keep an eye on them, 

If Xanathar is reduced to half its maximum hit potnts, 
or if it believes its life to be in mortal danger, it acti vates 
its ring of invisibility and howls to Ahmaergo to ri tear 
the usurpers limb from limb.” While invisible, Xanathar 
flies to its sanctum (area XI9) by the safest route. 

Xanathars greatest weakness is its insane love for its 
pet fish, Sylgar. A character who uses the fish for lever- 
age can make a DC 16 Charisma (Intimidation) check. 
On a success, the fearsome beholder becomes a blub- 
bering mess and acquiesces to almost any request the 
character makes. On a failure, Xanathar demands that 
the character release Sylgar at once or be disintegrated 
(and makes good on its threat). 

Foiling Xanathar’s 
Operation 

Killing the beholder is probably beyond the characters’ 
capabilities* but they can sabotage its operation in sev- 
eral ways, affecting ettber the beholder personally or the 
smooth functioning of the Xanathar Guiid. They mighi 
even be able to marshal sufficient resources (including 
enough explosives) to bring down Xanathars lair, 

Enrage Xanathar 

Xanathars mental state is precarious, Whenever it flies 
into a rage, the beholder tends to kill random minions, 

Abduct or Kill Sylgar 

Killing or steahng Xanathar s pet fish and preventing 
the fishkeeper, Ott Steeltoes, from replacing it causes 
Xanathar to become enraged, 

Destroythe Dream Nullifier 
Xanathars Mfeam nullifier” in area X20 gives it peace 
of mind and helps it sieep. Destroying this contraptton 
makes the beholder unhappy. 

Take Its Food Away 

Xanathar eats meals prepared by the kobold chefs in 
area X30. Killing these kobolds or otherwise preventing 
tbem from preparing meals makes Xanathar fur i ous- 

Disrupt Command 

Even though the beholder is the supreme leader of the 
Xanathar Guild t its licutenants manage the gulkfis day- 
to-day ope ratio ns. The chain of command can be dis- 
rupted in any of the foNowing ways, 

Assassination 

Killing one of Xanathar s most trusted underlings, such 
as Ahmaergo or Noska UFgray, throws the day-to-day 
operation of the guiid into chaos for a tenday. 

Bltnd Xanathar 

Nari Xibrindas (see appendix B) has concocted a poison 
that can blind Xanathar and throw the guiid into chaos. 


Important Underlings 

Xanathar relies on underlings for a civice, inforrhation, and 
day-to-day oversight of the Xanathar Guiid. The following 
important underlings are deseribed in appendix B: 

Ahmaergo, dwarf majordomo 
Nari Xibrindas, drow advisor 
Nihiloor. mind flayer 
Noska Ur^ray, dwarf enforcer 
Ott Steeltoes, dwarf fishkeeper 
Thorvin Twinbeard, dwarf engineer 


Sow Mistrust 

If the beholder is tricked into believing theres a conspir- 
acy to kill it or Sylgar, it disintegrates the suspected con- 
spirators, Jeaving gaping holes in the chain of command, 

Destroythe Lair 

Nari Xibrindas has smuggled smokepowder into the lair 
(see area X36) and, with Thorvin Twinbeard's help, iden- 
tified areas that are structurally unstable. If these areas 
all suffer catastrophic damage. the lair collapses over 
the course of 1 hour. Characters can learn this informa* 
tion by speaking to Thorvin in area XI3, The unstable 
areas are as follows: 

Area X2, in the threshold of the secret door 
Area X6, at the top of the stone but tresses 
Area X17, at the base of any three pii lars 
Area X20, against the back wall 
Area X22. between the columns 
Area X30. anywhere in the kitehen 
Area X33. anywhere in the crypt 

As its lair collapses. Xanathar uses its Disintegration 
Ray to carve an escape tunnel and flees to safety with 
minor injuries, It uses its Telekinetic Ray to transport 
its pet fish, Sylgar, if it’s within range. Underlings can 
flee with the beholder or through the tunnel to Skullport 
(area X4)* Those who cani accomplish either of these 
things are ktlled in the collapse. 

Xanathar’s Lair 

Xanathar s lair is an ancient dungeon complex originally 
hui it by Netherese wizards and expanded by beholders 
over time. It connects to the subterraneam town of Skull¬ 
port by way of a long tunnel (area X4). A secret staircase 
(area XI) gives access to Waterdeep's sewers. 

The lair has the following fcatures, with exceptions 
noted in the text: 

* Unless noted otherwise, rooms are 20 feet high and 
ha 11 ways are 15 feet high, 

* Rooms and corridors are brlghtly lit by continua! 
flame spells cast on wall sc onces. 

* Most doors are single, circular slabs of stone, 8 feet in 
diameter and 6 inches thick. with stone hinges on one 
side. Double doors arc 16-fbot-wide, 8-foot-high semL 
circles that split open down the middle, Doorknobs 
are set into stone fixtures shaped Jike Xanathars Sym¬ 
bol. (Xanathar can open or dose an unlocked door us- 
ing its Telekinetic Ray, or obliterate a locked one with 
its Disintegration Ray,) 
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GeTTING TO THE LAIR 


Very few members of thc Xanathar Guild ha ve access to 
the bdiolders secret lair. If the charaeters want to get 
there, the following factions know where it is and can 
help them find it* 

Bregan Daerthe 

Jarlaxle has a spy in the Xanathar Guiid; the ad visor 
Nar'1 Xibrindas, who uses sending spells to transmit in- 
telligence to his drowbrethrem Bregan Daerthe knows 
tliat the safest route to the beholdePs lair is a secret 
staircase in the sewers of the Castle Ward, Any charac¬ 
ter who bdongs to this faction ean get this Information 
from Jarlaxle or another source, 

If the party includes at least one Bregan D aerthe 
member with renown of 4 or more in the faction, four 
male drow are waiting for the party at the top of the 
staircase. Their names are Arannis Nurzekk, Beldar 
Tlabbath, RylvarTlabbath, and Draknafein Uriss. Their 
orders are to help the charaeters complete their mission, 
whatever the cost. These drow also have secret orders 
to kill Nar’1 Xtbrindas, if he’s stili alive. and retrieve Jar- 
laxle^s bag ofholding (see area X35). If youVe tracking 
expertence points, each drow gets an equal share of the 
XP while a member of the adventuring party. 

Harpers 

Charaeters who belong to the Harpers can approach 
Mirt (see appendix B), who knows the location of Xana- 


thar's lair, (He has dealt with the beholder many times 
as a Lord of Waterdeep,) 

Mirt leads the charaeters to a secret staircase in the 
Castle Ward sewers (area XI). As the charaeters pre- 
pare to descend the stairs, Mirt telis them that Xanathar 
doesnT relate wdl to humanoids. doesnT trust them as a 
matter of course, and is prone lo imagining conspiracies 
where none exish He also telis the charaeters that Xana¬ 
thar has a pet fish and is insaneiy protective of it. 

Mirt won‘t accompany the adventurers, but he knows 
a secret that could be helpful: Thorvin Twinbeard, Xana- 
tharschief engineer, is a Harper informant. Mirt shares 
this secret with any character who has renown of 4 or 
higher in the Harper faction, 

Loros’ Alliance 

Charaeters who are members of the Lords’ Alliance 
can reach out to jalester Silvermane (see appendix B)* 
Jalester doesift know the location of Xanathar s lair but 
can get the details from Laeral Silverhand. 

With the information in hand, Jalester leacls the party 
to a secret staircase in the Castle Ward sewers (area 
XI). As the charaeters prepare to descend the stairs, jal- 
esier warns them to avoid confronting the paranoid and 
unpredictabie beholder. 

If one or more charaeters have renown of 4 or higher 
in the Lords' Alliance, jalester offers to join the party on 
its m is sion into Xanathars lair. IfyouVe tracking experi- 
ence points, Jalester gets an equal share of the XP while 
a member of the adventuring party. 


CHAPTER 5 I SPRiNG MADNRSS 






Emerald Enclave 

Characters who are members of the Emerald Enclave 
can learn the location of XanathaFs lair by speaking 
with Jeryth Phaulkon at Phaulkonmere. Jeryth telis 
them that she has been sending awakened rats into the 
sewers to find the beholdePs lair, and that they recently 
discovered a secret staircase in the Castle Ward sewers 
leading down to it (area XI). She has one of the awak¬ 
ened rats lead them there, This rat has an Intel!igence 
score of 10 and can speak Common. 

Zhentarim 

Characters who are members of the Zhentarim can 
approach Yagra Stonefist at the Yawning Portal (see 
“Famitiar Faces/ page 20), She recently learned 
about a “back door * to the beholders lair from a 
drimken blabbermouth with ties to the Xanathar Guild, 
Yagra offers to lead them to a secret staircase in the 
sewers under the Castle Ward (area XI), 4i Trust me/ she 
says, “it's safer than the route through Undermountatn 
and Skullport/ 

Yagra will join their descent if the characters promsse 
to pay her at least 1,000 gp. Qtherwise, she wishes them 
wdl and heads back to the Yawning Portal, If youre 
tracking experience points, Yagra gets an equal share of 
the XP while a member of the adventuring party. 

Areas of the Lair 

The following areas correspond to the labeis on map 
5T. This lair has two levels connected by staircases and 
secret doors. 

XL Staircase of Eyes 

Characters are most likely to enter Xanatha/s lair by 
this route: a spiral staircase accessible from the Castle 
Ward’s sewers and hidden behind a secret door, This 
staircase circumvents a more difhcult route through 
Undermountain and Skullport, which is described in 
Walerdeep: Dungeon of the Mad Africe. 

When the characters find the staircase, read: 

ThewalJs of this rsarrow, spiraling staircase are carved 
with opened eyes that gfow with a faint r magica! light. 

Characters feel as though theyYe being watched as they 
descend the stairs, and the feeling doesnt go away once 
they enter the beholde/s lair, The dimly lit staircase 
descends for hundreds of feet, ending before a circular 
stone door that swings open into area X2. 

X2. Watched Hall 

This magically lit hall has the following features: 

* The walls are carved with eyes of all shapes and sizes. 
Many of the orbs have stone e}'elids that open and 
close at irregular intervals. 

* Characters who succeed on a DC 14 Wisdom (Fercep- 
tion) check notice a ghostly eyestalk (scrying sensor) 
protruding from the ceiling directly in front of the dou- 
ble door to the south, 

* A secret door is hidden in the west wall 


Blinking Eyes * The blinking eye carvings are slightly 
unnerving but harmless. 

Scrying Sensor ; The ghostly eyestalk is a magica! 
sensor that allows one of the apprentice wizards in area 
X16 to monitor this hall. The eyestalk functions as an 
extra eye with darkvision out to a range of 60 feet. A 
character can ascertain the eyestalk ? s function with a 
successful DC 10 Intel ligence (Arcana) check but can T t 
determlne whos peering through it, or from where. The 
eyestalk can’t be damaged but is destroyed by a dispel 
magic spell, The sensor is suppressed within the area of 
an antimagk field. 

Secret Door. The secret door can be found with a 
successful DC 15 Wisdom (Perceprion) check, To open 
it, one must press a nearby wall carving shaped like an 
eye. When this is done, the secret door swings inward, 
revealing a curved hallway (area X8) beyond. 

X3- Beholder Zombie Guard 
A beholder zombie guards this magically lit room, Sur- 
rounding it are four gas spores, which look like imma¬ 
ture beholders at firsl glance. All fi ve crcatures float in 
the middle of the room. 

The beholder zombie is all that remains of a beholder 
that arose from the Underdark to challenge Xanathars 
supremacy. After defeating its rival, Xanathar had the 
corpse animated and transformed into a lair guardian. 
The gas spores were added later, 

The beholder zombie allows crcatures that brandish 
the symbol of Xanathar to pass unmolested, Otherwise, 
it attacks, The gas spores dont attack but explode tf they 
take any da mage. The beholder zombie is i m mu ne to 
their Death Burst trait. 

X4. Tunnelto Skullport 
This magically lit tunnel extends 300 feet eastward off 
the map. It ends at a staircase that climbs 20 feet to the 
Guts & Gartcrs Inn, an establishment located in the sub- 
terranean town of Skullport, which is under Xanatha/s 
controk See Waterdeep: Dungeon of the Mad Mage for 
more information on the inn and Skullport, 

X5, Horror t s Alcove 

A suit of animated armor with XanathaPs symbol 
embossed on its breastplate stands in this alcove, ap- 
pearing at a glance to be an ornate but inanimate suit of 
armor on dispiay. It remains inert until it takes da mage 
or is summoned to area X6 by Xanathar. (The beholder 
uses it to kecp the spectators in the arena from getting 
too rowdy.) 

X6. Pix of Blood and Fortune 
Xanathar has turned this room into a gladiatoria! arena. 
It also uses this location to dispose of underlings it no 
longer trusts in a manner that it considers entertaining, 
This area has the following features: 

• A magically lit, circular chamber has a thin layer of 
blood-soaked sand covering the fleor and stone but- 
tresses supporting its 40-footTugh domed ceiling. 

- Ten-foot-high stone bleachers hug the northwest half 
of the room, Staircases lead from the bleachers to 
other areas of the lair, and a tunnel under the bleach¬ 
ers leads west to the monster cell block (area X7). 
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Map S.i: Xanathar's Lair 






































































































* A semicircular recess in the southcast wall has steps 
leading up to it, Its floor is 5 feet higher than the arena 
floor, and the alcove is decorated with bouquets of Un- 
derdark fungi in stone vases and purple tapestries that 
bear Xanathars Symbol, jutting from the curved roof 
of the alcove is a spectral eyestalk (scrying sensor). 

* A secret door is hidden in the south wall. 

If Xanathar is elsewhere, the arena is empty but under 
surveillance (see Scrying Sensor’* below), 

If Xanathar is present, it hovers in the southcast al¬ 
cove and uses its ring of invisihiiity to remain unseen, 
Standing on the steps of the alcove are two dwarves: 
XanathaFs majordomo, Ahmaergo (see appendix B), 
who presides over fight tournaments, and Xanathars 
chief enforcer, Noska UFgray (see appendix B), who 
releases arena combatants from area X7. Ten human 
bandits and five bugbears (ali members of the Xana¬ 
thar Guild) guzzle ale and heckle combatants from the 
bleachers. while two goblins serve up salted rat intes- 
tines and stirge meat pies. 

Joining a Tournament. If the characters enter during 
a tournameni, they see a minotaur battling a scarred 
female halfling, Samara Strongbones (see area X7), 

The halhing doesnt want to die in a pointless battle and 
screams for help. If the characters intervene, the arena 
spectators turn violent and attack them. If the charac¬ 
ters let the flght play out t Noska escorts the victor back 
to area X7 while Ahmaergo goads characters tnto join- 
fng the tournament. If the characters aren’t willing to en¬ 
ter the tournament, Ahmaergo has them beaten uncon- 
scious and locked up while Xanathar watches silently, 
Rules for running a tournament are described at 
the end of this chapter (see ^Blood and Fortune,’* page 
114), If a character joins the tournament and wins, or 
defeats its underlings, Xanathar is impressed enough to 
grant the party an audience, during which it tries to sub¬ 
jugate them (see “Facing Xanathar,” page 99), 

Scrying Sensor. The spectral eyestalk is a magical 
sensor, which allows an apprentice wizard in area X16 
to monitor this room, See area X2 for more Information. 

Secret Door. The secret door in the south wall can 
be found with a successfui DC 15 Wisdom (Ferception) 
check, It pushes open to reveal area X33 beyond. 

X7. Cell Blgck 

This area contains four cells separated by bars, The 
rectangular iron doors have locks built mto them, and 
Noska UFgray carries the keys, Picking a lock requires 
a successfui DC 15 Dexterity cbeck using thieves' toob. 
Breaking down a cell door requires a successfui DC 25 
Strength (Athletics) check, The Cell Occupants table 
lists this area*s prisoners. 

Cell Occupants 

Cell Prisoners 

A A male half-ogre named Groz, a minotaur named Urrt- 
pok f and a female orog named Charworl 
B Kidnapped Waterdavians: Xia Shung (IMG female Shon 
human bard; see appendix B), Claudio Benzreck (LN 
male Tethyrian human noble), and Arthright Grayfal- 
eon (CN mate llluskan swashbuckler; see appendix B) 


Cell Prisoners 

C A female drow named Raelyn Auvryndar, recently sep¬ 
arated from hercompanion and subordinate, ZaSbon 
Kyszalt (see area X24) 

D Samara Strongbones, a female lightfoot halfling, is a 
Zhentarim spy in league with Manshoon. She is dia- 
otic evlt and has these racial traits: She is Sm^ll, and 
her walking speed is 25 feet. She can move through 
the space of any Medtum or large r creature, She has 
advantage on saving throws against being frightened. 
She speaks Common r Halfling, and Undercommon. 

X8. Hallof Statues 

This 20-foot-wide, magically lit hallway connects vari¬ 
cus areas controlled by the Xanathar Guild. It has the 
following features: 

* Lifdike humanoid statues dor the halL 

* The first time the characters explore the hall, a deep 
gnome in downish garb is dancing and cartwheeling 
up and down the hall, between the statues, 

Gnome Ctown . The garishly dressed deep gnome, 
Flutterfoot Zipswiggle, serves Xanathar as a jester, 

He carries a packet containing dust of disappearance. 
Unknown to Flutterfoot, the beholder has tircd of 
the gnome and pians to tum him to stone when next 
they meet. 

Flutterfoot knows the features and layout of Xana- 
t haris lair, as well as the beholders current whereabouts 
and the locations of secret doors. except the ones lead- 
irtg to area X36. He gleefully offers to serve as a guide if 
the characters correctly answer the following riddle: 

I come with a smile; 

!n slaughter, I rest; 

1 can be contagious, 

But my medicine is best 
What am I? 

The answer to FlutterfooFs riddle is “laughter.” If the 
characters gtve the wrong answer, the gnome spnnkles 
himself with dust of disappearance, turns invisible, 
and flees, 

Lifefike Statues. The statues are the petrified re- 
mains of intruders and Xanathar Guild members that 
were turned to stone by Xanathar. There are a dozen 
statues in ali: four humans, three goblins, two drow, a 
dwarf, a halfling, and a tiefling. 

Secret Door. The secret door to area X2 is clearly vis- 
ible from this side. It is opened by turning a stone knob 
on the adjacent wall. 

X9, Guild Barracks 

This magically lit room has the following features: 

- The walls are covered with lewd graffiti written in 
Common, Dwarvish, Goblin, and Undercommon. 

- In the front of the room is a ramshackle wooden table 
surrounded by empty barrels and casks that serve as 
stools. Drained tankards are strewn across the table- 
top and the floor. 

* A dozen moldy bunk beds are arranged in two rows at 
the back of the room. 
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Xanathar Guild Members. When theyVe not watch- 
ing a tournament in tbe arena (area X6) or listening to 
Xanathar gtve a speech in the audience chamber (area 
X18) s ten human bandits, members of the Xanathar 
Guild, sleep here, TheyVe so drunk that, for the next few 
hours, they awaken only if they take damage. Also, they 
are poisoned while they remain intoxicated. 

XIO, NoskVs Quarters 
XanatharV enforcer, Noska Urgray (see appendix 
B), resides in this magically lit room when he s not 
in the arena (area X6), The room contains the follow- 
ing features: 

* A marble bathtub with clawed feet rests in the middle 
of the room, next to a large wooden cage containing a 

rust monster. 

* Along the walls are piles of broken and rusted hel- 
mets* shields, and weapons. 

* Hanging froin hooks on the back wall are three man- 
nequins made of straw and canvas, with a multitude of 
crossbow bolts stlcking in thern. 

Noska keeps the rust monster as a pet and feeds it 
items froin the piles of discarded helms, shields, and 
armaments* He uses the mannequins for target praefice, 
The bathtub, which he has converted into a bed, is pad- 
ded with straw and mangy furs, 

Wooden Cage. A simple latch holds the cage door 
shut. The rust monster eant harm anyone while 
trapped inside. 

Treasure. Hidden under a pile of rusty weapons is a 
wooden chest containing Noska’s personal hoard: 37 gp, 

151 sp, 360 cp, and four bloodstones (worth 50 gp each), 

X1L Ahmaergo’s Collection 
XanatharV majordomo fettshizes minotaurs and has 
decorated this magically lit room accordingly: 

* A stuffed, glowering minotaur stands at the north end 
of the room. A large greataxe rests on a wooden rack 
in Front of it, 

* In the middle of the room is a lQ-footdong* 5-foot- 
wide t 3-foot-high rectangular slab of stone with a 
hand-carved, miniature model of a stone maze atop it. 

Stone Maze* A detect magic spell reveals an aura of 
conjuration magic around the model maze. A creature 
that touches the maze becomes the target of a maze 
spell (save DC 15). Once the effect triggers, it eant do so 
again until the next dawn. 

Stuffed Minotaur i* When someone other than Ah- 
maergo opens the Southern door, the skeleton of the 
stuffed minotaur erupts out of its skin, becoming an 
animated minotaur skeleton, and arms itself with the 
greataxe* It attacks ali intruders, pursuing any who 
flee into area X8 or X12. The minotaur skeleton obeys 
AhmaergoV commands, 

X12, Ahmaergo’s Quarters 
The magical lights in this room have been dispelled* ren- 
dering the chamber dark. Characters who have a light 
source or darkvision ean discern the follGwmg features; 


* The room has been converted into a maze, its walls 
made of stacked crates nailed together with boards, 
The walls rise to meet the 20Voot-high ceiling. 

* Humanoid bones litter the floon (Ahmaergo gathered 
the bones from Undermountain and put them here as 
gris ly decorat i ons.) 

The maze filis the entire room but for a 10-foot-square 
area in the Southwest corner, where Ahmaergo keeps a 
wooden chest and a bed made froin the skulls, bones, 
hide, and fur of minotaurs. 

Getting through the maze takes time but isnt difficult, 
except that Ahmaergo has rigged a tripwire halfway 
through. A character in the lead w f ho is searching for 
traps spots the tripwire with a successfu! DC 12 Wis- 
dom (Perception) check. Once spotted, it can easily be 
avoided or disarmed. If the trap is triggered, the walls 
of the maze come crashing down. Every creature in the 
collapsing maze is hit by debris and must make a DC 
12 Dexterity saving throw, taking 10 (3d6) bludgeoning 
damage on a failed saving throw, or half as much danv 
age on a successfu 1 one. 

Treasure * Ahmaergoschest contains 121 gp in a sack 
made of stitehed flesh, a carved malachite figurine of a 
minotaur (worth 250 gp), and a potion ofhealing. 

X13. Thorvin^s Workshop 

Double doors swing open into a magically lit chamber 
containing the following: 

* Thorvin Twinbeard (see appendix B) t XanatharV en- 
gineer, is building a large contraption in the middle 
of the room. Floating nearby is an albino gazer (see 
appendix B). 

* Tools eover stone tables throughout the room. (There 
are enough tools here to assemble two sets of masonVs 
tools, one set of smith T s tools. and two sets of tin- 
ker’s tools.) 

* Other furnishmgs include a cot and a stack of wooden 
casks filied with Wyrmwizz Ale (a Skullport brew). 

Albino Gazer . Xanathar dreamed this gazer into ex- 
istence and sent it to spy on Thorvin, whose loyalty the 
beholder is beginning to question. The gazer is itself dis- 
loyal, A wizard character can befriend it with a success- 
ful DC 11 Charisma (Persuaskm) check and tum it into 
their familiar with a hnd familiar ritual. When the gazer 
becomes a familiar, its alignment changes to mateh that 
of its new master. 

Thorvin Twinbeard * When it is ftnished, Thorvin s 
contraption will enable Xanathar to pulverize creaturos 
that it petrifies, turning them into a fine powder that can 
be used to make plasten The pulverizer consists mainly 
of a tali stone bin with grinding gears at the bottom, and 
a chute where the powdered stone pours out, 

The pulverizer is a pet project of Thorvins that allows 
him to hang around XanathaPs lair and gather Infor¬ 
mation, which he sells to the Harpers. (Thorvin puts 
the coin he earns from the faction in a bank, far from 
the beholdcrs prying eyes,) If one or more characters 
approach him and claim to be Harpers, Thorvin is upset 
that they would risk exposing him as a spy, pointing to 
the albino gazer. If the characters befriend the gazer 
and promise to go away t Thorvin iruthfully answers as 
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many as three questtons, He f s never seen Ahmaergo s 
chambers (areas XI1 and XI2) but knows the rest of ihe 
lair well, 

[f the characters are looking for a way to mess with 
Xanathar s operation, Thorvin suggests they coerce 
Nar'l Xibrindas, the beholde^s ad visor (see area X18) t 
tnto giving them the Large supply of smokepowder that 
he smuggled into the dungeon, Thorvin also telis them 
where to piant the smokepowder ro cause the most dani- 
age (see “Destroy the Lair/ 1 page 100). 

X14, Secret Hallway 

This magically lit hall is concealed behind secret doors. 
It circumvents the audience chamber (area XI8) and 
gently stapes down toward the easL Finding either se¬ 
cret door requires a successful DC 15 Wisdom (Percep¬ 
tio n} check, 

X15. Stairs TO THE Maze 
Characters at the top of these magically iit stairs can 
hear loud music and raucous laughter boiling up from 
below. The staircase descends 20 feet to area X28, 

X16, Panopticus Guard Station 
This room contains the following features; 

* Five bald shield dwarves, their heads covered with 
purple eye tattoos, sit around the edge of a glowing 
circle on the floor. Their eyes are scrunched shut, but 
they are aware of their surroundings. 


* Protruding from ihe ceiling, directly above the circle, 
is a large, flaring bronze "bdT similar in shape to the 
mouth of a tuba. 

* Set into the back of a recessed wall is a secret door 
that leads to area XI7. 

Dwarves* The five tattooed dwarves operate Xana¬ 
thar's “panopticus" magica] surveillance System, They 
fight only in selLdefense, They are apprentice wizards 
(see appendix B) f with these changes: 

* They are neutra!, 

* They have these racial traits: Their walking speed is 
25 feet. They have advantage on saving throws against 
poison and resistance to poison da mage, They have 
darkvision out to a range of 60 feet, They speak Com- 
mon and Dwarvish. 

- Nihiloor the mind flayer has psvchically and surgicaliy 
altered the dwarves so that they sleep with one eye 
open and half their brains asleep at any time. 

Amplification Beli. The bronze bell is connected to 
a tube that runs through the stone and into the nearby 
audience chamber (area XI8), The bell amplifies sounds 
underneath it and transmits those sounds to the audi- 
ence chamber. 

Scrying Circie . A detect magic spell reveals an aura of 
divination magic around the circle, which the dwarves 
use to scry on various other locadons with in the dun¬ 
geon: the entrance hall (area X2), the arena (area X6) t 
the antechamber of madness (area X23), the recreation 
hall (area X28), and the downstairs hall (area X32), One 
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dwarf watches each location and communicates what 
it sees via the bronze bell The scrving circle functions 
for no one else, It is suppressed within an antimagic 
field and ean also be dispelled (DC 17). When the cir- 
cie ceases to exist, the ghostly eyestalk sensors in the 
above-mentioned locations disappear as well. 

Sectet Door . The secret door can be spotted with a 
successful DC 15 Wisdom (Perception) check. A peda! 
hidden in the floor, when stepped on T causes the door to 
swing inward. 

X17, Promenade 

Pillars carved with eyes follow the curvature of the hall, 
and these eyes seem to track creatores as they pass by. 
This isn’t a magical effect but an optical illusion. 

M^jordomo. lf he’s not with Xanathar in the arena 
(area X6), Ahmaergo (see appendix B) is conducting a 
routine inspection of the dungeon. The characters can 
hear the dwarfs echoing footfalls as he approaches their 
location. lf he sees intruders and is outnumbered T Ah¬ 
maergo retreats to area X22, heads dowmstairs to gather 
reinforcements from area X28, and leads a search party 
to capture the interlopers, If he sees only one intruden 
he draws his axe and attacks, 

Secret Door* The northernmost end of this hallway 
displays a fresco of a leafless tree that has lidless eyes 
embedded in its branches. Presslng a specific eye 
causes a door-shaped section of the wall to swing open 
into area XI6. Charaeters can find the secret door and 
the switeh with a successful DC 15 Wisdom (Percep¬ 
tion) check. 

X18, Audience Chamber 

Xanathar greets visitors and makes speeches to its min- 
ions in this 40-foot-high domed chamber. Characters 
who were seen by the scrying sensors anywhere in the 
dungeon complex can’t surprise the creatu res here. The 
magically lit room contains the foliowing features: 

* The circular floor is tiled in black marble and bears a 
gold mosaic of XanathaPs symboL 

* Jutting from the ceiling is a bronze, bell-shaped pro¬ 
tubera nc e. (This fixture is the other end of the sound 
amplifier described in area X16.) 

. Dispiayed against the curved walls are a dozen lifelike 
statues (the remains of humans, drow, dwarves, gobii- 
noids, and kobolds w r ho defied the beholder). 

* Hidden in the floor is a secret trapdoor. 

While in this room. Xanathar uses its ring of invisi- 
bility to remain unseen and can use a bonus action to 
activate or deactivate a psychedelic display of magical 
Hghts, each one the size of a human eyeball The lights 
fili a 10-foot cube in the middle of the room, and the 
beholder can throw its voice so that it seems to emanate 
from the same area. Any character who succeeds on a 
DC 13 Wisdom (Insight) check can teli that the display 
isnh the source of the voice. 

If the beholder is here, iPs using the psychedelic 
Hght display to deliver an incoherent, self-aggrandizing 
speech to a group of sycophantic underlings consist- 
ing of ten human bandits and two duergar who have 
never seen XanathaPs true form. These minions clutch 
tankards of Wyrmwtzz Ale (a cheap Skullport brew) 


and toast Xanathar whenever the beholder commenda 
ttself, XanathaPs treacherous drow mage advisor, NaPl 
Xibrindas (see appendix B), stands in front of the open 
door to area X19, dapping weakly at the speech, Float- 
ing next to NaPl is his grell bodyguard. If Xanathar has 
been warned that the characters are near, it wraps up its 
speech and grants them an audience; see ‘Tacing Xana¬ 
thar/' page 99, for more information. 

If Xanathar is dsewhere, this room contains only 
NaPl and the grell. NaPl tries to lure adventurers into a 
showdown with the beholder If he is wounded, he flees 
through the trapdoor in the floor and retreats to area 
X35 while the grell covers his escape. 

If the party includes members of Bregan D’aerthe and 
NaPl recognizes them as such t he gives them his vial 
of eyescratch poison so they can blind Xanathar with it. 
This act of treachery, witnessed by the grell, turns the 
creature against him. 

Secref Trapdoor. A hidden trapdoor in the floor can 
be found with a successful DC 15 Wisdom (Perception) 
check. It can be iifted with a successful DC 12 Strength 
(Athletics) check, revealing a wooden ladder that leads 
down to area X29. 

X19. Xanathar^ Sanctum 

This magically lit room has a flat, 30-foot-high ceiling 
and contains severa 1 features: 

■ Luminous violet particles drift through the air Hke 
mist. A successful DC 12 Intelligence (Nature) check 
reveals that these are Underdark spores. 

* A 20-foot-diameter fishbowl dominates the room, 
Filled with water, it also contains a small coral reef, a 
miniature shipwreck, and a sunken treasure chest. 

* A smaller fishbowl, 3 feet in diameter, rests on a ped¬ 
es tal next to the larger bowl. A dwarf wearing a skull- 
cap adorned with eyestalks feeds a trout-sized fish 
that swims in circles in this smaller bowl. 

* A 10-foot-diameter silver mirror is embedded in the 
Western wall. Letters are engraved into its frame, 

* The eastern tunnel starts 10 feet above the floor and 
gently slopes upward to area X2L (Xanathar uses this 
passage as an escape route,) 

If Xanathar (see appendix B) is here, it’s invisible and 
spcaking affeqtionately to the fish while the dwarf, Ott 
Steeltoes, feeds it. 

Dwarf Fishkeeper. Ott Steeltoes (see appendix B) 
is XanathaPs fishkeeper If he sees intruders and the 
beholder isnt present, Ott draws his dagger and stam- 
mers, “You shouldnY be here! Stay back, or 111 call the 
bossF Ott eant telepathically communicate with Xana- 
thar, but he thinks he can. He closes his eyes and fran- 
tically asks for Xanathar to return to its sanctum and 
disintegrate the intruders. 

Fishbowts. XanathaPs pet fish, Sylgar, is the only 
creature that the beholder loves as much as itself. In 
factt there have been many Sylgars over the years, but 
Ott is skilled at acquiring a replacement before Xana¬ 
thar realizes its beloved pet has died. 

SylgaPs large fishbowl weighs about 6,000 pounds, 
and the treasure chest at the bottom is real (see "Trea- 
sure ,T below). The small fishbowl weighs 60 pounds 
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and is used primarily for feedings. Xanathar uses its 
telekinesis ray to transfer Sylgar from one fishbowl 
to another, 

Mirror . Carved into themirrors frame is the word 
“Xoblob,” A detect magic spell reveals an aura of divina- 
tion magic around the mirror. Speaking the word “Xob- 
lob f ' within 10 feet of the mirror causes its reflective 
surface to become a scrying sensor, showing the Gld 
Xoblob Shop and the Street in front of it, as seen through 
the eyes of the stuffed beholder that hangs tn the shop*s 
display window (see “Old Xoblob Shop/’ page 23), 
Spores. The purpie speres are infused with faerzress t 
a magical radiation found in the Underdark. A creature 
that ends its turn in the room must succeed on a DC 13 
Constitution saving throw or suffer a random form of 
short-term madness, determined by rolling on the Short- 
Term Madness lable in ehapter 8 of the Dungeon Mas- 
ter'$ Guidc. A creature doesrft need to inhale the spores 
to be affected by them. Once the madness ends, the 
creature becomes i m mu ne to the spores in this rooin. 

Treasure. The treasure chest is unlocked and con- 
tains thirty 100 gp gemstones, If Xanathar has retrieved 
the Stone of Gofarr, the artifact is also here. 

X20. Dream Nulli fi er 

This side chamber contains the foliowing features: 

* A 6-foot-diameter bowl made of crystal lattice pulsates 
with multicoiored light as it floats 10 feet off the floor, 

* A mangy straw pallet lies on the floor under the 
bowl. (The fishkeeper* Ott Steeltoes, uses the pallet 
as a bed.) 

Dream Nutlifier* Xanathar hired a wizard to con¬ 
struet a device that would prevent it from accidenta! ly 
dreaming another beholder into existence. The bowl- 
shaped "dream nullifier’ magically wakes Xanathar 
when it starts to dream about other beholders. If the 
bowl is engulfed by an antimagic field or targeted by a 
dispetmagic spell or similar effect, it crashes to the ftoor 
and shatters into a million pieces, 

X2L Beholder Esgape Route 

Set into the fioor at the north end of a tunnel that gentiy 
slopes down to area XI9 is a circular stone plug that 
opens in the ceiling of the hallway below, Xanathar can 


REPLACiNG THE MlND FLAYER 

NihiEoor the mind flayer has carved out its owri lair with En 
XanatharX lair (areas X23 through X26}, If Nihtloor is 
killed earlier En the adventure, replace it with a mind flayer 
named Qrr'zarq, 

Qrr f zarq comes from a colony of mind flayers in Under 
mountain that wants to impiant Xanathar with an illithid 
tadpoie and, through a magical process called ceremorph- 
osis, turn the beholder into a thrall. Qrr'zarq is waiting for 
an opportunity to impiant the tadpoie while Xanathar is 
alone and asleep. The mind flayer doesnT want adventur- 
ers to complacate or ruin its bri!liant ptan. which it keeps to 
itself it offers to help characters who agree not to harm it 
or the beholder 

-- 


lift the plug with its telekinesis ray, creating an opening 
just large enough for it to float through. A character can 
lift the stone plug with a successful DC 19 Strength 
(Athletics) check. 

X22. Arrival Point 

Any creature holding the eorrect key that steps through 
the magical portal in area Q11 of the Xanathar Guild 
hideout (see ehapter 1) appears here, between the coh 
umns of rock, 

A curfing staircase in the Southwest corner descends 
20 feet to area X32. 

X23, Anteghamber of Madness 

This great hall has the foliowing features: 

* A kuo-toa whip and six kuo-toa guard the hall. They 
gather in front of an iron portcullis in the southeast 
corner and tear bits of flesh off the bones of a recently 
slain dwarf. 

• A ghostly eyestalk protrudes from the ceiling in the 
middle of the hall, 

* The floor is littered with bones and covered with a 
thin layer of sticky, translucent slime. 

Kuo-toa. These insane creatures are under the 
control of the mind flayer in area X24 and obey its tele- 
p at hic comma nds to the best of their ability, When they 
deteet intruders, they cry out, "Ooop! Ooopl 1 ' to alert 
their illithid master, then charge into battle. 

Portcullis * The portcullis between this area and area 
X24 can be raised with a successful DC 22 Strength 
(Athletics) check, or with a knock spell or similar magic. 
The lever to raise the portcullis is in area X24. 

Scrying Sensor: The ghostly eyestalk is a magical 
sensor that allows one of the apprentice wizards in 
area X16 to monitor this room. See area X2 for more 
Information, 

Sticky SUme. The slime-covered flooris diflicult 
terrai n for ali creatu res except kuo toa t other creatures 
that have the Slippery trait, and creatures that fly. 

X24. Extraction Chamber 
A portcullis sepa rates this room from area X23, and 
the lever to raise and lower it is set into the north wall. 
Characters who peer through the bars of the portcullis 
can see the rooms contents; 

« In the middle of the room, a blood-spattered chair 
made of carved stone stands atop a 10-foot-square, 
1-foot-high stone slab. Iron manacles are bolted to the 
chair^s armrests, 

• Trapped in the chair is a stunned and weaponless 
male drow in a chain shirt. He is trying to free himself 
of his bonds but is making no progress. 

Drow Captive* The drow, Zaibon Kyszalt, w r as cap- 
tured in Skullport and brought here for imerrogation. 

His superior t Raelyn Auvryndar, was also captured and 
is confined in area X7. Zaibon wants to free her and 
escape into Undermountain, where House Auvryndar 
has outposts, 

Nihiloor has a key that unlocks the chair’s shackles. A 
character can unlock each shackle with a successful DC 
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15 Dexterity check using thieves' tools, and a creature 
shackled to the chair can slip free of these bonds with a 
successful DC 25 Dexterity (Slcight of Hand) check. 

The mind flayer has telepathically interrogated Zaibon 
and learned about a House Auvryndar plof to conquer 
Skullport. as well as mounting tensions between the 
drow houses of Auvryndar and Freth. The mind flayer is 
getting ready to impiant an intellect devourer in Zaibon s 
skull T then use him to undermine the drow plot and fo- 
tnent war between the drow houses* (Were Zaibon less 
usefub the mind flayer would have extracted bis brain 
and turned it into an intellect devourer instead.) Zaibon 
knows nothinf of the fate that awaits him, 

Mind Flayer, If the characters havent already dealt 
with Nihiloor, the mind flayer interrupta as they interact 
with Zaibon. entering from area X26 with an intellect 
devourer in its hands. If Zaibon is tree of the chair, he 
tries to get as far away from the mind flayer and its "peC 
as be can. Nihiloor doesn T t pursue anyone who flecs, 
trusting that they won t get far. 

X25* Food for Thought 

This magically lit room cotitains these features: 

• The room reeks of death and carnage. 

* Three wooden tables are arranged corner to corner, 
forming a triangle, in the middie of the room. The 
door around them is stained with blood. 

- Aiop two of the tables* held down with leather straps, 
are two humans (commoners) dressed like homdess 
men. One boks dead, and the other gibbers like a 
madman. The third table is bare except for an area of 
sticky blood at one end. 

Unhappy Meals. The Xanathar Guild captures home- 
less Waterdavians and brings them here for Nihiloor to 
feed on, After devourmg their brains, the mind flayer 
gives their corpses to his kuo-toa thralls to eat. 

The two men t a locksmith named Skarn Zarphoui 
and a broadcrier named Holvan Ebberek, reeently 
heard a dwarf getting his brain sucked out Skarn is 
stunned and catatonic from the shock of it, and Holvan 
is a gibber i ng lunatic. A grcater restoration spell or sim¬ 
ila r magic restores eilher man’s sanity. The men were 
hooded and brought here separately, so they know noth- 
ing of the dungeons layout or occupants (other than the 
mind flayer). If their sanity is restored, they are eager to 
return to their fami lies in Waterdeep, 

X26. Devourer Spawning Pool 
This room has the following features; 

♦ In the middie of the area is a IG-foot-d ia meter, 2Toot- 
deep circular pool comaining luminous green brine* 
Swimming in the brine are four intellect devourers* 

* If it has not been encountered and defeated elsewhere* 
Nihiloor the mind flayer (sec appendix B) is standing 
in the pool with the intellect devourers. 

- Rusty manacles are bolted to the walls. (Hosts for the 
intellect devourers are chatned in these locations*) 

The brine is a magical substance that radiates an aura 
of transmutation magic under the scrutiny of a detect 
magic spell. Nihiloor uses it to transform humanoid 
brains into intellect devourers, The process is far from 


perfect. A full 90 percent of the brains left in the brine 
rot and die, while the remaining 10 percent transform 
after mari nati ng for ld4 + 1 days. 

Nihiloor and the intellect devourers make their stand 
here. If the characters fiee, the mind flayer sends the in¬ 
tellect devourers after them and stays behind. 

X27. Prison 

Nihiloor the mind flayer uses this prison to confine 
potential hosts for his brood of intellect devourers. Cap¬ 
tu red characters might find themselves incarcerated 
here until they can be made into hosts. The arca can¬ 
ta ins the following features: 

* Eight locked iron doors lead to cells, some of which 
have bars separating them, 

. Three kuo-toa whips stand guard here and attack any 
creature other than Nihiloor that enters, including 
other kuo-toa. One of the whips carries the keys to the 
cell doors on a ring* 

- A 1-foohtall fi guri ne of an otherworldly creature rests 
atop a slime-covered alabaster pedcstal against the 
east wall between two cell doors. 

Cells. A character outside a cell can pick its lock with 
a successful DC 20 Dexterity check using thieves* tools, 
Each cell contatns a reeking chamber pot and no other 
furnishings, 

Imprisoned in the Westernmost cell along the north 
wall ts Hyustus Staget, a captain of the City Watch 
whoTTi the characters have met (see "The Watch Ar- 
rivesC page 27), He was kidnapped while off duty and 
is without his armor and weapons, If Hyustus has died 
for whatever reason, replace him with a female human 
Watch officer named Cressa Galavarco (LG female 
Tethyrian veteran with no armor or weapons), Whdever 
is here has a date with an intellect devourer. 

Gocf Figurine. The figurine on the pedcstal is crudely 
fashioned out of clay. It has the head of a hammerhead 
shark, the upper torso of a bare-chested male, dragon 
wings sprouting from its shoulders. and octopus tenta- 
cles where its legs should be. The kuo-toa modcled it 
after an imaginary god they call Garshoogah, 

X28* Guild Recreation Hall 

Deafeningly loud music and chatter fili this magically lit 

room, which is decorated like a tavern: 

* Ten human bandits (members of t he Xanathar Guild) 
sit around two trdlis tables, drinking Wyrmwizz Ale, 
smoking pipes, clapping their hands, and stomping 
their feet while two goblins wearing chamber pots on 
their heads dance and sing atop a third table. 

- if hds not with Xanathar in the arena (area X6), 

Noska Ur J gray (see appendix B) is here, drinking with 
the others. 

. A wooden rack along the east wall holds live large ale 
barreis with spigots punched into them. Frotruding 
from the ceiling above the barreis is a ghostiy eyestalk 
(scrying senso r), 

Xanathar Guild Members. These villains are cele- 
brating the capture of an off-duty City W’atch captain 
(see area X27). Characters who eavesdrop on the chat¬ 
ter hear one guild member say, w We caught ourselves a 
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Watch captain! Ahmaergo says the boss is happier than 
a pink flumph, whatever that is. Today, free ale! Tornor- 
row, gold and gioryl” This prodamation is followed by 
loud cheers. 

Gohlins * The gobii ns, Lulz and Vellix, are servers who 
have allowed themselves to get swept up in the reverte» 

If a fight breaks out, they hide under a table and throw 
themselves at the mercy of the party if the characters 
emerge victor ious. 

Scrying Sensor. The ghostly eyestalk is a magical 
sensor that allows one of the apprentice wizards in 
area X16 to monitor this room, See area X2 for more 
information. 


X29. Trapdoor 

At the top of a staircase is a landing with a ladder lead- 
ing up to a stone trapdoor that requires a suceessfu) DC 
12 Strength (Athletics) check to be lifted. The trapdoor 
opens into area XIS above. 


X30. Xanathar’s Gourmet Kitchen 

A delightful aroma wafts down the hall from this 
kitchen, blending the scents of rare spices, savory 
meats, and fresh herbs. The room contains the follow- 
ing features: 

* Seven kobolds wearing white toque hats dash be- 
tween stout tables, frantically preparing meals for 
Xanathar and arranging the food on silver platters. 

* Two gazers (see appendix B) dreamed into reality by 
Xanathar oversee the kobolds and use their telekine- 
sis rays to hoist and deliver food platters. 

* Two iron stoves stand against the east wall T with a 
slender spice rack nestled between them* 


When it comes to meals, Xanathar prefers the finest 
Sword Coast cuisine, including a healthy diet of mush- 
rooms, as opposed to uncooked meat. AII the meals pre- 
pared here are for the consumption of Xanathar alone. 

The gazers attack intrudens on sight, while the ko¬ 
bolds flee by the easiest rouie. 

Spice Rack . The rack contains thirty bottles of rare 
spices worth 10 gp each. 


X31. The Other Kitchen 
Black smoke follows the stench of burned meat and 
bread down the hallway. This magically lit kitchen has 
the following features: 



* A haggard maie halfling frantically tries to cook 
meat, knead dough, simmer sauce, and nux spices 
all at once. 

- An iron stove stands against the south wall, and cook- 
ing utensils hang from hooks just beyond the half- 
ling*s reach. 

Halfling Cook . When the halfling spots the charac¬ 
ters, a reiieved smile crosses his face. l TinaIly! f ' he says 
excitedly. “I haverft had a break in haif a tenday. Make 
sure you stir the sauce once every fi ve minutes.” He then 
hands the characters his apron, mistaking them for the 
actual kitchen staff. 

Bepis Honeymaker is a honey merehant who was kid- 
napped from his Trades Ward horne a month ago. The 
Xanathar Guild tried to ransom him back, but seem- 
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ingly his relatives either couldn’t pay or decided not to. 
(In truth, his rotten in-laws destroyed the ransom notes 
and told Bepi^s wife and chiidren that he ran away with 
another famiiy.) Ahmaergo has put him to work as a 
cook but threatens to give him over to the mind flayer 
Nihiloor every so often. 

Bepis is a strongheart halfling commoner, with 
these changes: 

* Bepis is lawful good. 

* He is Small and has 3 (id6) hit points. 

- He has these racial traits: His walking speed is 25 
feet. He can move through the space of a Medium 
or larger creature. He has advantage on saving 
throws against being frightened* He speaks Common 
and Halfling. 

X32. Stairs and Scrying Sensor 

A staircase curis up to area X22, and a ghostly eyestalk 
sprouts from the hallway ceiling, The eyestalk is a mag- 
ical sensor that allows one of the apprentice wizards in 
area X16 to monitor this corridor (see area X2 for more 
information)* 

X33. Crypt of Xanathars Past 

This room contains the following features: 

* Suspended in fioor-to-ceiling crystal cyiinders are four 
dead beholders preserved in embalming fluid. Magical 
lights illuminate the cyiinders from within. 

* Nine shallow alcoves have murals of beholders 
painted on their walls. Standmg in each alcove is a 
beholder-shaped copper urn atop a green marble ped- 
estal. The lid of each urn is molded with ten eyestalks. 
(At the back of the westernmost alcove in the north 
wall is a secret door.) 

* The western wall is carved to display a scowling be¬ 
holder flanked by two hooded wizards. Bene at h each 
wizard T s cowl, one glaring eye is visible, 

Xanathar (see appendix B), if present. is gazing som- 
berly at the tombs of past Xanathars* 

Beholder Ums . The copper uras contain the dust 
of disintegrated beholders. If the dust from an urn is 
poured out, it coalesces into the vague shape of a float- 
ing beholder for a few seconds, makes a growiing noise, 
then loses cohesion and falis to the floor. 

Crystal Crypts, Each crystal cylinder has AC 10. 15 
hit points, resistance to slashing and pierdng damage, 
and vulnerability to bludgeoning damage. If a cylinder is 
shattered, the fluid within it washes across the floor as 
the dead beholder lands with a wet plop and expels ld4 
baby gas speres that grow to foll stze in 30 days. Any 
character infected by these gas speres gains the follow¬ 
ing flaw until the disease is cured: u l hate other behold¬ 
ers. If I see a beholder, I must try to destroy it. T ' 

SecretDoor * The secret door can be found with a suc- 
cessful DC 15 Wisdom (Perception) check. It pulls open 
to reveal area X6 beyond. 

Wall Carvings . Any character who studies the carv- 
ings on the west wall and succeeds on a DC 12 Wisdom 
(Perception) check notices that each wizard s eye is a 
button that can be pushed* If a character pushes either 
button, or uses an object or spell to do so, the beholder 


carving on the wall discharges a green ray that the 
character can dodge with a successful DC 16 Dexterity 
saving throw, If the ray hits, the character appears to be 
disintegrated but is actually teleported to area X34a or 
X34b t depending on which button was pushed. Once a 
button is pushed, it iocks in place for 1 hour and can’t 
be pushed agam until that time elapses* A character can 
forcibly reset a button by making a successful DC 20 
Dexterity check using thieves 1 tools. 

X34. Wizard Tombs 

These crypts were built to hold the remains of two 
wizards who lived in this duntgeon complex long before 
Xanathar took it over. Only one wizard is entombed 
here, however. The fate of the other wizard is unknown. 
Both chambers are encased in solid stone and brightly 
Ut by continual Hame spells cast on wall sconces. 

X34a . In the middle of this tomb rests a gold marble 
sarcophagus» its lid carved in the likeness of a long- 
haired human wizard who wears a robe adorned with 
closed eyes. The sarcophagus can't be pried open or 
damaged, but if a spell is cast within the tomb, the eyes 
of the robe open ali at once—an eerie yet harmless ef- 
fect—and the lid slowly levitates into the air, revealing 
the contents of the sarcophagus: a shriveled. inanimate 
mummy wearing eyes of chanrting* After 1 minute, 
the eyes on the Hd close as it slowly sinks back down, 
resealing the sarcophagus until another spell is cast 
within the tomb. 

A character who dans the eyes ofcharming can see, 
through its blue lenses, a blue metal tile shaped like a 
fourpointed star on the west walL The tile is invisible 
otherwise, but can be found with a tactile search and a 
successful DC 17 Wisdom (Ferception) check. When a 
creature touches the tile. ali creatures in the tomb are 
instantly teleported to the arena (area X6). 

X34b . This tomb is empty except for an iisvisible, blue 
metal tile on the west wall. It funetions identically to the 
one in area X34a. 


can pick each lock with a successful DC 17 Dexterity 
check using thieves T tools. 

The first drawer hoids NarTs spellbook, a sturdy 
tome bound in black leather and wrapped in webbing. It 
contains all the spells that Nari has prepared, plus the 
sending spell, 

The second drawer contains a bag of bolding that be- 
longs to Jarlaxle Baenre, Nari borrowed this magic item 
and used it to smuggle kegs of smokepowder into Xana- 
thaFs lair (see area X36). 

Secref Doors. A stone bookshelf in the southeast cor- 
ner of this room rctates into the wall» revealing a secret 
passage that curves north, A character can find this se* 
cret door with a successful DC 15 Wisdom (Ferception) 
check, or simply by pushing on the bookshelf. 

A second secret door at the end of the curved hall can 
be found without an ability check: it pulls open to reveal 
a dark and dusty chamber (area X36) beyond, 

X36. Secret Room 

This room has the following features: 

• The room is unlit and choked with dust and cobwebs. 

. Twenty kegs of smokepowder are neatly stacked in 
the middle of the room, Each keg has a paper label, 
written on which are the words "SMOKEPOWDER! DO 
NOT OPEN!" in Common and Elvish. 

Neither Xanathar nor its loyal underlings know this 
room exists, When Nari found it, he asked to have the 


X35, Nar’lXibrindas'8 Office 
The continua! Hame spells that once Iit this room 
have been dispellet! Characters necd Hght sources or 
dark vi sion to see here. The room contains the folio w- 
ing features: 


* Two open crates rest against the north wall, 

* A stone desk in the Southwest corner is completely 
free of papers, The chair behind it is carved with a 
spider motif. 

* Bare stone bookshelves stand against the east wall. 


Crates * One crate contains fifty stuffed beholder dolis. 
The other contains thirty onyx trophies (worth 25 gp 
each) depicting a smiling beholder being caressed by 
hands. The dolis and trophies are among the prizes 
given to winners of XanathaFs combat tournaments. 

Desk . The chair behind the desk has a secret com- 
partment under its left armrest that can be found and 
opened with a successful DC 15 Wisdem (Ferception) 
check, This tiny compartment contains a small black 
key that un Iocks both of the desk drawers, A character ^ 







adjoining room (area X35) turned into his office so that 
he could keep this room secret. The only other individ¬ 
ua) who knows about this room is Thorvin Twinbeard f 
XanathaFs chief engineer, but he’s not inclined to teli 
the beholder about It. 

Kegs. Bach keg comes with a fuse and holds 5 pounds 
of smokepowder (see appendix A). To collapse Xana- 
thar J s lair, at least two kegs must be placed at each weak 
poinl (see “Destroy the Lair,” page 100). 

Special Events 

You can use one or both of the following special events 
as the characters make their way through Xanathar’s 
lair, or as they try to thwart XanathaFs agents in 
Waterdeep. 

Blood and Fortune 

The beholder holds gladiatoria! tournaments whenever 
it needs a little violence to brighten its day. The winners 
of a tournament receive trophies, and wagers are made 
on the sly. 

A single tournament has twelve combatants and com 
sists of three fights with short rests in between. Failure 
to heed the following rides resuit In a combatant f s dis- 
quali ficat ion: 

* AH tournament combatants must wait in area X7 until 
theyVe called to area X6 to fight. 

* During a fight event T no combatant can leave the arena 
or attaek anyone who tsn't a combatant in that event. 

Tournament Structure 
Noska Urgray takes the twelve combatants and as- 
sembles them in Four teams of three. To keep the fights 
interesting, Noska tries to even out the teams as much 
as possible, A team might have all player characters, ali 
NPCs, or a combmation of the two. 

The first fight pits team 1 against team 2. The second 
fight pits team 3 against team 4. The third and fmal fight 
pits the wlnning teams of the previous two fights against 
one another. A fight ends when all combatarns on one 
team are incapacitated, killed, or disqualified. 

WlNNINQ THE TOURNAMENT 
Each member of the winnrng team who survives the 
third fight receives a stuffed Xanathar doli with a pocket 
in its mouth that holds a 100 gp gemstone, and an onyx 
truphy carved to look like a smiling beholder being ea- 
ressed by hands (worth 25 gp), 

Tournament Wagers 

Spectators like to place side bets on their favoiitc teams, 
The maximum wager is 10 gp. A character who places 
a wager on the team that wins the tournament receives 
winnings equal to five times the wager. 

Trolltide Slaughter 

Troiltide is a fun springtime holiday for most Waterdeep 
denizens, induding Xanathar, but the beholder has 
planned a cruel twist on the holiday thisyear. 


The Xanathar Guild recently captured some trolls in 
Undermountain. The trolls are titted with eyeless helms 
and ball-and-chain shackles around their ankles, They 
are then set loose in different wards of the city during 
Trolltide. When the characters happen upon such a 
scene, read: 

Cbildren in troll masfes fun through the fog and drizzle, 
knocking on doors and siopping adults in the streets, 

Those who arerft placated with candied apples, sticks 
of salted meat, and other treais perpetrate all manner of 
tricies, A grirmpy old woman has a rat thrown in her face. 

A burly dwarf has his pipe pilfered. 

A small crowd of onlookers ts gathered around a ten- 
foot-tall wicker effigy of a troll, stamping their feet as two 
young men struggle to set the likeness ablaze with sput* 
tering torches. 

Suddenly a whSte-haired man bolts toward the crowd, 
his face a mask of terror. Behind him lurches a massive, 
green-skinned giant dragging a balJ and cham across the 
cobbled Street. A blind helm covers the trolfs eyes, but 
jts mouth is a veritable cavern of sharp teeth. it flails its 
arms, slashing at the fog around it, and lets out a horri- 
ble wail of frustration. The crowd panies at the sight of it 
and flees into the mistand rain. Meanwhile, two mem- 
bers of the City Watch sneak up behind the blind troll, 
hoping to strike a mortal btow. 

The white-haired man is a Waterdavtan noble of no 
real accomplishments named Bromas Sultlue, When 
he sees the characters, he shouts, TFs a troll! Do some- 
thingU If the characters intervene. the two City Watch 
veterans fight alongside them. These constables act on 
the same initiative count. On their initialive count each 
round, therc's a noncumulative 20 percent chance that 
another veteran arrives and joins the fray. 

The troll is blinded while wearing the eyeless helm, 
and the ball-and-chain shackles clamped around its an¬ 
kles reduce its walking speed to 20 feet. In this state, its 
challenge rating is 4 (1,100 XP). As the characters battle 
the troll, children in troll masks bravely pelt the creature 
with candied apples. 

Development 

lf the characters contribute to the defeat of the troll, the 
City Watch is gmtcful. Dromas Sultlue congratulates 
them and spends the next tenday recounting every detail 
of the battle to friends and Family members. The story 
of the characters' herotsm spreads, and they gain many 
new patrons at their tavern. For the next six tendays, 
when determining the tavern s profitability* add 20 to 
rolls on the Running a Business table (see iL Tavern 
Keeping Expenses,” page 41). Thereafter, add 10 to 
such rolls to represent Waterdeep ! s lingering fondness 
for the "Trollslayers of Trollskull AlleyT 
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Cassalanters have most of the coin they need, but they 
require the gold from the Vault of Dragons to buy their 
childrenfs salvation without bankrupting themselves. 

Victoro is in charge of locating the Vault of Dragons 
and securing the gold within it* Ammalia, for her part, 
pians to sacrifice ninety-nine souls in ooe feli swoop by 
throwing a feast on Founders* Day featuring poisoned 
food, Both the souls and the gold must be paid to As¬ 
modeus at the same time. Foiling either one of these 
schemes spells doom for the Cassalanters' plot and their 
youngest children. 

CULT OF ASMODEUS 

Lord and Lady Cassalanter are the heads of a secre- 
tive cult of Asmodeus. The cult convenes at midnight 
once every tenday in the temple of Asmodeus beneath 
Cassalanter Vilia* During rituals of worship, members 
of the cult, includi ng Lord and Lady Cassalanter wear 
crimson robes, golden masks, and golden sacrificial 
daggers. The masks and daggers are worth 75 gp each 
for the gold a Ione* 

M eet the Cassalanters 

Each metnber of the Cassalanter family relaxes in differ¬ 
ent parts Of the house and reacts separately to the dis- 
covery of characters intruding in their home* Lord and 
Lady Cassalanter are often out of the house on business. 
especially as Founders’ Day draws near; they return 
home an hour before di n ner. 


ictoro and Ammalia Cassalanter struck 
a deal with Asmodeus, Lord of the Nine 
Hells. Three years ago, they traded away the 
souls of their children to escape financial 
ruin, The soul of their eldest son, Gsvaldo, 
was taken immediately. What was left behind 
was transformed into a chain devii, which 
the Cassalanters confined to their attic* 

Their two youngest children, Terenzio and Elzerina, are 
doomed to lose their souls when they torn nine years 
old a mere ten days after Founders’ Day, a midsummer 
festiva! that celebrates Waterdeep’s founding, 

After the deal was struck, the Cassalanters enjoyed a 
miraculous comeback. Their bankmg and money-lend- 
ing business thrived while their competition suffereti. 
The disappearance of their eldest son (and heir appar¬ 
ent) earned them sympathy. Their philanthropio en- 
deavors bought them legitimacy and new friends* They 
became the envy of Waterdavian nobility in short order. 
Seemingly blessed, the Cassalanters attracted new fol- 
lowers to their cult of devii worship, which was Asmode- 
us’s plan ali aiong, 

Reneging on a contract with Asmodeus is a luxury 
no mortal can afford* but there is a way for Lord and 
Lady Cassalanter to save the souls of Terenzio and El¬ 
zerina. A clause in the contract allows them to preserve 
their remaining(and future) childrens lives by insfead 
paying ‘ l one shy of a million gold coins, and the sacri¬ 
fice of one shy of one hundred unfortunate souls." The 
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Lady Ammalia Cassalanter 
Lady Cassalanter reacts with surprise to the sight of 
uninvited guests, but quickly conceals her feelings with 
a weJcoming smile. She attempts to gain the intruders* * 
conftdence by pretending to believe that they are guests 
of Victoro's and saying that she simply was not told of 
their presence, With this pretense established, she tries 
to learn the characters’ true intentions, casting charm 
person on the party using a Sth-level spell slot (affecting 
up to five creatures with in 30 feet) if necessary, Using 
magic in this way is illegal, but Ammalia has a lot of 
goodwill banked in Waterdeep—enough to curry favor 
with a magistrate. 

During the hours when Ammalia is horne and awake, 
her location in the villa can be determined randomly: 

dl 00 Ammaiia 7 s Location 

01-70 She's tendlng to her butterfly garden (area C25), 
71—90 She’s smoking on the batcony (area C25a), 

91-00 She's weeping before Osvaldo in the attic 
(area C24}, 

Lord Victoro Cassalanter 

Victoro Cassalanter reacts with fiery rage to the sight of 
uninvited guests. He demands to know their narnes and 
calls for the butIen Willifort Crowelle, to show them out. 
If he has the chance, he subtly casts dominate person 
on ane of the characters using an Sth-level spell slot 
(extendi ng its duration to 8 hours) to piant a spy artiong 
their ranks. As soon as the intruders are, gone, he reti res 
to his office (area C6) and uses his action to lake tota! 
control of the dominated character. The dominated char¬ 
acter reports to the City Watch that the party broke into 
Cassalanter Villa and must be arrested for their eri me . 

During the hours when Victoro is home and awake, 
his location in the villa can be determined randomly: 

dlOO Victoro's Location 

01-70 He's in his office (area C6), 

71-90 He r s in the readirtg room (area C4). 

91-00 He 5 s with Ammalia at one of the tbree locations 
mentioned a bove. 


Cassalanter Lore 

A successful DC 15 Intelligence (History) check reveals 

the fdlowing information about Cassalanter Villa and its 

inhabitants: 

* The Cassalanters fel! on hard times a few years back, but 
they have since reversed their fortunes and restored their 
lucrative banking and moneyJending business. 

* Victoro and Ammalia J s etdest son disappeared three 
years ago when the family was on the verge of bank- 
ruptey. They have two surviving children, young twins 
named Terenzio and Elzerina, 

* Lord Victoro Cassalanter is the only Nving heir of the late 
Caladorn Cassalanter, a former Masked Lord and a hero 
ofthe North. 

* Over the years, the Cassalanters have founded a number 
of philanthropio sodeties and made generous donations 
to temples dedicated to good-aligned deities. They are 
known to worship Stamorphe, a demigod whose ethos is 
the nobilityT right and responsibility to rule. 


Terenzio and Elzerina 

The Cassalanter twins aren t members of their parenis' 
culi and have no other friends, since they are privately 
tutored and rarely allowed to leave the estate. Around 
strangers, Terenzio becomes suspicious and meek, 
while Elzerina seems brash and outgoing. Both chil- 
dren are incredibly excited to meet friendly strangers 
and treat their “new friends” to a trip around the house. 
They help the characters sneak through the villa, since 
the children know they aren P t supposed to have guests. 

During the hours when the children are awake, their 
location in the villa can be determined randomly: 

dlOO Terenzio and Elzerina's Location 

01-50 They Te playing in their room (area CIS). 

51-75 They Te in the library (area C3), 

76-00 TheyTe chasing butterflies in the garden (area C25), 

Terenzio and Elzerina have places in the house that 
their parents have forbade them from visiting—and that 
they are excited to explore, now that they have friends to 
accompany them. These locations are as follows: 

* Their fathers office (area C6) 

* The attic (area C24) 

* The wine cellar area (C28) 

If asked about their parents, Terenzio and Elzerina 
repori that their parents are searching for some missing 
dragons. (What their parents plan to do with a bunch of 
scary, winged reptiles is beyond them, and Terenzio and 
Elzerina are too scared to ask.) ff befriended, they reveal 
that their father keeps a Journal in his office (area C6). 

If asked about their older brother, Osvaldo, Terenzio 
and Elzerina repeat what their parents have told them: 
he’s attending school in a faraway City (they dont recall 
which one). Neither knows the cruel fate that has be- 
fallen Osvaldo (see area C24) or suspects that a similar 
fate awaits them. 

Head Servakts 

The head servants of Cassalanter Villa are members of 
the cult. These four servants are described belovv. AU 
appear to be tieflings, though one is not. The following 
dianges apply to the tieflings' stat btocks: 

* The tieflings are lawful evil. 

* They have these racial traits: They know the thauma- 
turgy cantrip, and Charisma is their spdlcasting abih 
ity for this spell. They have resistance to fi re damage. 
They have darkvision out to a range of 60 feet. They 
speak Common and Infernal. 

Willifort Crowelle 

Willifort dresses in a sharp hlack suit and wears thin- 
rimmed spectacies. He's a doppelganger that usually 
takes the form of an aging male tiefling, and he greets 
ali guests in the entrance ball (area Cl). 

As the Cassalanters' chief butler and Lord Victoro f s 
persona! attendant, Willifort Crowelle makes a point of 
knowing everything that transpires with in the villa. H 
the Cassalanters have guests, he escorts them during 
their entire visit, using stealth if necessary, He ushers 
nosy guests away from areas or objects that might link 
the Cassalanters with the Asmodeus-worshiping cult. 
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Tissina Khyret 

Mada me Khyret is the persona 1 attendant to Animalia 
Cassalanter and is the family ! s chief housemaid. 

Madarne Khyret dresses in a long black gown and 
wears a headdress with black tassels. She is an aging 
tiefling cult fanatic. and she spends most of her time in 
the master sitting room (area C19) + 

Laiba “Nana” Rosse 

Laiba Rosse, better known as "Nana,” is the caretaker 
and private tutor for Terenzio and Elzerina, and she 
does her best to keep track of their every move. Even so, 
the two often sneak away from her watchful eye. 

Nana dresses in flowing red robes, She is a female 
tiefling cult fanatic who relaxes in the twins' playroom 
(area C17) when she J s not with the children, 

Jandar Ghergoba 

As the head chef of Cassaianter Villa, Jandar determines 
each day’s mcnu and oversees ali activity in the kitchen. 

jandar is a male tiefling cult fanatic, He is often in the 
kitchen (area CIO), 

FACING THE CASSALANTERS 

Lord and Lady Cassaianter are formidable spellcast- 
ers and devoted to one anotber. If one is assailed 
within Cassaianter Villa, the other arrLves as quickly 
as possible. 

A direct confrontation with the Cassalanters will Hkely 
resuit in dcfeat for the characters, or—if the characters 
and the Cassalanters both escape with their lives- their 
arrest for assaulting nobility. The Cassa lanters bave no 
desire to kill the characters, even in self-defense. They 
take great pains to divide and subdue the party with 
their magic while not inflicting grievous harm, 

If the characters reduce Ammalia to 30 hit points or 
fewer and Victoro is with her, he banishes her to safety 
for a few brief moments while he continues fighting. If 
either Victoro or Animalia is reduced to 30 hit points or 
fewer and the other Cassaianter isnt present, they try to 
negotiate with or bribe their assadants. 

The Cassalanters doni fear being arrested, since they 
have faith that their wealth* reputations, and contacts 
will keep them out of prison, They do fear the ticking 
clock of Founders Day, They plead for the characters to 
allow them to carry out their plan, if only to save Teren- 
zto’s and Elzerina^ lives. 

DlSRTJPTING THE 
Cassalanters’ Operation 

Killing or injuring the Cassaianters carries grave le- 
gal consequences, but the characters can hinder the 
Cassalanters by destroying or stealing Ammalia’s stash 
of midnight tears poison (area C22), destroying the 
statue of Asmodeus in the temple (area A7), or keeping 
Lord Neverember T s gold out of their clutehes. 

Gathering Information 

If the Cassalanters are the main villains, the characters 
might come to their villa if their search for the Stone of 
Golorr or the Vault of Dragons hits a dead end. Victoro 


Cassaianter keeps information related lo his own search 
for the stone and the Vault of Dragons in his office 
(area C6). 

Cassalanter Villa 

When the characters flrst come near the gates of Cas¬ 
saianter Villa, rcad or paraphrase the following: 

Cassaianter Villa‘s stark white walls and gleammg crtm- 
son roof and turrets stand out even arnong the other 
opulent estates of the Sea Ward, A three-story manston 
lies in the midst of picturesque green gardens dappled 
with hedges and water features, The estate rs surrounded 
by a tali white brick wall, with a single wrought iron gate 
as an entrance. The Cassaianter family crest—a green Y 
overlapping a stylized goose being fed— is emblazoned 
on the gate, and armored guards stand at attentior on 
either side. 

Cassaianter Villa is an extravagant manse with dozens 
of lavish chambers for the masters of the house and 
their guests—but its splendor heiies the terrible secret 
it holds. The temple of Siamorphe that once lay beneath 
the estate has been desecrated by Victoro and Amma- 
Ua's devii-worship. Now, this great chapel is dedicated to 
t he Lord of the Nine Heils. 

Approaghing Cassalanter Villa 

The grounds of the Cassalanters' estate are patralled 
by hired guards. Two of them stand outside the gate of 
the estate, two more stand outside the front door of the 
house, and a fotal of six patrol the grounds at any time, 
These guards are humans and are outfitted in livery that 
bears the crest of House Cassalanter. 

The house is surrounded by a welhmamcured lawn. 

A cobblestone path leads from the e$tate*s exterior gate 
to both the front entrance (arca Cl) and the entrance 
to the coach house (area CHI). The villa^s grounds 
feature numerous deciduous trees and meticulously 
tended gardens. 

Spotted bythe Guards 

Characters who try to infiltrate Cassalanter Villa are 
more likely to be arrested than to be killed The security 
detail around Cassalanter Villa is meant to ratse an 
alarm and deter petty thieves, not to stop determined 
adventurers, If the guards spot an intruder, they do the 
sensible thing: call the authorities, 

The City Watch has small, single-person "watch 
boxes” set up on nearly every Street corner in the Sea 
Ward, including the intersection just outside the gates 
of Cassalanter Villa. If a guard sounds the alarm, the 
Watch member on duty fetches a force of forty City 
Watch veterans to cordon off the property. 

Reinforcements 

If the City Watch gets involved, Lord and Lady Cas¬ 
salanter become worried that someone has caught onto 
their plot. The number of guards patrolling the grounds 
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doubles, and Victoro dispenses with all human guards 
inside the house. Whenever a guard is mentioned in 
an interior area, that guard is now a bearded devii dis- 
guised as a human. A disgulsed devii looks like a mus- 
cular, bearded male human in house livery. A creature 
that observes one closdy can* with a successful DC 15 
Wisdom (Perception) check t notice its “beard” writhing* 

Denizems of Cassalanter Villa 
Cassalanter Villa is horne to no one but Lord and Lady 
Cassalanter, their children, their personal attendants, 
and their guards. All the other servants who work at the 
villa Uve in dingy homes in the Dock Ward or the Field 
Ward and travel across the city in the wee hours of the 
morning to arrive before the Cassalanters awake. 

With the exception of their personal attendants, the 
Cassalanters replenish their servants regularly. Most 
move on to other jobs, but occasionally a servant dtscov- 
ers the secret vault (area C29), visits the forbidden attic 
(area C24), or otherwise learns too much. Such folk are 
fated to become sacrifices to Asmodeus. 

Villa Features 

The following featu res are found throughout the villa; 

* Ceilings in rooms are 25 feet high T with 7-foot-high 
corridors and doorways connecting them. 

* Doors are made of exotic hardwood. If a door is 
locked, the lock can be picked by a character who 
makes a successful DC 15 Dexterity check using 
thieves' tools* or the door can be forced open by a 
character who makes a successful DC 20 Stxength 
(Athletics) check* Victoro, Ammalia, and the head but- 
ler, WilliforL hold keys to every room in the house* 

* Floors are made of wood and covered with Soft 
wGoIen carpets, Creatures walking in carpeted rooms 
have advantage on Dexterity (Stealth) checks* 

* All areas are well lit by oil lamps, lanterns* or 
chandeliers. 

* The Cassalanters keep no silver objects (with the ex¬ 
ception of cotns) in their house, since silver is harmful 
to deviis* 

Areas of the Villa _ 

The following areas correspond to the labeis on map 
6.L The villa connects to the temple of Asmodeus 
througb a secret door in area C28. 

If the occupants or features of a location change 
during the Founders' Day party, the text includes a 
“Founders 1 Day" section describing those changes. 

Guest House 

The Cassalanters host guests in this statcly guest house* 
CGL MudRoom . Guests can remove and store dirty 
cloaks and boots here, 

CG2. Storage . Guests can store their traveling 
gear here. 

CG3* Dining Room. This room is furmshed with two 
dining tables* each surrounded by six chairs, 

CG4. Kitchen. Guests are expected to dine with the 
Cassalanters in the manor but can prepare their own 
breakfast here. 


CG5 . Parior ; This room is furnished with a billiard 
table» a card table, and four luxurious armchalrs* 

CG6. Stiti ng Room* This room features an upright 
piano and four luxurious armchairs. 

CGZ Bedrooms . Each room contains a bed for two* 
a pair of wardrobes t a small vanity with matching stool, 
and a storage trunk for valuables* 

CG8. Master Bedroom* This room has a balcony 
and contains a large canopied bed, a standing mirror 
in a gilded frame f a writing desk and matching chair* 
a dresser* a tali wardrobe* and an owlbear throw rug 
draped over a padded chair with matching ottoman. 

Coach House 

The Cassalanters own threc carriages—one for their 
banking business* one for public appearances* and one 
for private use. They also own six horses; four draft 
horses to puil carriages and two f idirtg horses* The 
horses are kept in stalls that are eleaned every morning 
just before dawn* Tack. bridles, feed, and other necessi- 
ties for the horses are stored in the coach house as well 

GL Entrance Hall 

This hall has the following features: 

* A magnificent harpsichord sits in the hall. 

* A crimson carpet runs down the hall toward an open 
door to the foyer. 

* Light from a crystal chandelier reflects off more than 
three dozen holy symbols of Siamorphe perched on 
wall shelves, each in the form of a silver chalice with a 
golden sun etehed on its outstde. 

If the characters are expected guests* Willifort Crow- 
elle (see "Head Servants ” page 116) awaits them here 
and guides them to the smoking room (area C12) to 
meet with Lord Cassalanter. He allows them to explore 
the house while they wait but follows them doggedly* 
Founders 9 Day. The hall is filled with chatty guests 
holding flutes of sparkling wine. One is playing the 
harpsichord. 

C2. Garden Mudroom 
This room has the following features: 

* A guard dressed in House Cassalanter livery sits idly 
on a crate* watching the outside door. 

* The floor is caked with mud. Several rows of muddy 
boots and gardening gloves are strewn about the floor. 

Founders 9 Day. Es vel e Rosznar, the Black Viper 
(see appendix B), is hiding in an aleove and putting on 
her Black Viper mask and hood. She is wearing a sleek 
black leather suit* and a frilly ball gown Ues at her feet. 
Esvele has slipped away from her overbearing parenis. 
Rolteme and Azalea Rosznar, and is preparing to sneak 
through the villa and rob the Cassalanters blind. 

The characters can convince the Black Viper to help 
them as they scour Cassalanter Villa by succeeding on a 
DC 14 Charisma (Intimidation or Persuasion) check. If 
Esvele decides to help the characters. she fights along- 
side them and discovers treasure and secret doors au- 
tomatically. 
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C3, LlBRARY 

This is the Cassalanters' private library. It contains the 
following features: 

* The scent of old parchment hangs thick in the air. 

* The walls are lined with tali shelves packed with col- 
orfuh leather-bound books* Each bookshelf is outfitted 
with a ladder on a rolling track to enable people to 
reach the highest books. 

- Shelves that take up the entire Southwest wall hold 
not books but eighty wide-necked glass bottles filled 
with swirling mist and sealed with corks, 

* Hanging on the north wall between two booksheives 
is a 7-foot-tal! portrait of Lord and Lady Cassalanter 
holding two infant children and standing beside 
their teenage son* Osvaldo. (This portrait conceals a 
secret door*) 

If Terenzio and Etzerina are here, theyVe playing on 
the sltdmg iadders. 

Books . None of the books are magical. 

Jars ofMist. The glass bottles on the Southwest shelf 
contain magically captnred sounds, includi ng songs, op¬ 
eras, and recorded lectures. Uncorking a bottle ternpo- 
rarily releases its auditory contents inio the library, after 
which the sound returns to its bottle, Breaking a bottle 
releases the sound. but the sound dissipates after it 
plays once* Aii the bottles are labeled. Sample contents 
include the following: 

■ “Ahghainem*s Dragonward,' 1 a lecture given by Khelben 
Arunsun about the dragonward that protects Water- 
deep (see “Ahghairon's Dragonward” page 6), 

* “Canticle of the Silver ChaliceT a hymn to the demU 
god Siamorphe. 

* Wuifgar and the Crystai Shard , an epic opera detailing 
the adventu res of a barba rian, a dwarf, and a drow in 
lcewind Dale. 

- “Your Beardy Face" a traditional dwarven love song 
popular in the Moonsea region. 

Secret Door. The Cassalanter family portrait hides 
a secret door. Tilting the painting causes the door to 
swing oulward on hiddcn Iunges, revealing the pantry 
(area C11) beyond. A character can notice a shght gap 
beneath the secret door with a successful DC 18 Wis- 
dom (Perception) check. 

C4, Reading Rgom 

This reading nook has the following features: 

* Light pours into this room through four tali bay Win¬ 
dows that look out on the butterfly garden (area C25)* 

- Furnishings include a luxurious armchair and a small 
side table wliere an empty wine glass sits atop a 
small book. 

* A door in the northern wall has a butterfly-shaped, 
stained-glass peephole. 

If Victoro Cassalanter (see appendix B) is here, he f s 
reading a historical text titled The Rise and Fall ofHell- 
gatc Keep and taking notes in his journal* 

JournaL The small book on the side table is a journal 
that Victoro Cassalanter uses to take notes while read¬ 
ing, It mostly contains dry ohservations on atlases of 


Faenjn and history books, A character who flips through 
the journal and succeedson a DC 15 Intelligence (Inves- 
tigation) check can pick out a few notes made by Victoro 
that are unrelated to his reading: 

* “NeverembeFs dragons are an answer to our prayers." 

* ,4 The Cassalanter mausoleum. Inform Y* GT (The ini- 
tials refer to Lady Yalah Gralhund*) 

* “"Golorr is an aboleth, Now r it ali makes sense.'" 

If the characters are stili searching for the Stone 
of Gohrr in chapter 4, you can include in thisJour¬ 
nal a clue regarding the stone’s locat ion. (If the Cas- 
salanters have the stone, it*s hidden in area C6 when iFs 
not in use.) 

C5. Foyer 

Two guards in House Cassalanter livery are stationed in 
this marble-floored foyer at ali hours. It has seven exits: 

* A door to the entrance hall (area Cl) 

- An open arch that leads to a spacious dining 
room (area C9) 

* Three unmarked doors on the east wall (to areas C6 r 
C7, and C8) 

- A grand staircase that ascends to the second fioor 
(area CI3) 

* An unassuming door under the stairs that leads to the 
cellar (area C26) 

Founders*Bay. The foyer is filled with lavish bou- 
quets in ceramic fioor vases and wealthy guests chatting 
loudly and drinking sparkling wine, while the geotle 
music of a string quartet drifts down from upstairs. 

C6* Victorgs Office 

The door to this room is locked. The room contains the 
following features: 

- Tali stacks of lega! tomes and financtal ledgers rest 
atop a sol id mahogany desk* 

< A freestanding suit of bronze armor (complete 
with helm, gauntlets, and greatsword) stands just 
inside the door* 

If Victoro Cassalanter (see appendix B) is here t he f s 
seated behind the desk with fingers steepled, deep 
in thought 

Armor. The suit of armor standing by the door is a 
helmed horror It obeys Victoro^ commands. When 
Victoro isn f t prcsent. it attacks anyone who opens the 
door wlthout a key or anyone not of Cassalanter blood 
who opens VictonYs desk, The Cassalanter children 
know about this construet and warn friendly charac¬ 
ters about it. 

Desk . Victoros desk is locked and can be opened 
with Victoros golden key. A character can pick the 
lock by succe edi ng on a DC 18 Dexter ity check ustng 
thieves" tools, The desk drawer contains thirteen sealed 
scroll tubes, a signed contract inside each one. These 
contracts outhne the terms of loans made by Victoro 
to various nobles, merchants, and guilds. The drawer 
also has a secret compartment that characters can fmd 
with a successful DC 18 Wisdom (Perception) check. It 
holds a holy Symbol of Asmodeus crafted from solid gold 
(worth 250 gp). 
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Stone ofGotorr. If the Cassalanters have the artifact 
and arerft using it, it is also hidden in the desk f s secret 
compar! ment. 

C7, Cloakroom 

This walk-in cloakroom contains the Cassalanter fami- 
ly’s expensive coats and cloaks, and it also has room for 
the garments of up to one himdred guests. 

C8. Govered Porch 

This covered porch is the entry way typically used by the 
Cassalanters 1 servants. Ten servants (human common- 
ers) eat here at mealtimes, 

G9. Family Dining Room 

This room holds the following noteworthy features: 

- A dozen chairs surround a beautifully carved dining 
table in the middle of the room. 

- The table is set with golden plates, utensils, goblets, 
and candlesticks. Silk napkins add to the display, 

The Cassalanters dine here as a family, sometimes 
inviting a guest or two to join them. 

Fauflders* Day. During the party, the dining table is 
converted into a card table. Ten wealthy nobles are play- 
ing a high-stakes game of Three Dragon Ante. A char¬ 
acter can play a round by betting 5 gp and making a DC 
15 Intdligence check, add ing a proficiency bonus if the 
character is proficient with gaming sets, On a successful 
check, the character wins 10 gp. On a failed check, the 
character loses the stake. 

Treasure. The gold table settings and candlesticks 
are worth 2,500 gp in total. 

CIO, K-ITCHEN 

From sunrise until an hotir after sundown, this kitchen 
is a hive of activky: 

* A half dozen chefs run to and fro, seasoning meat, 
mixing batter, and otherwise preparing an impressive 
variety of food. 

* A rotund, red-faced man in a tali white hat barks 
orders at his underlings, brandishing a sharp knife 
with every instruction. 

Stairs in this room lead to the banquet kitchen on the 
second floor (area C14), 

The head chef t jandar Chergoba (see “Head Servants/’ 
page 116). oversees six chefs (human commoners). 

If Jandar believes the characters are a threat, he shouts 
u For’zaal,” causing ten knives to magicaily rise from the 
counters and attaek. These knives are fiying swords 
that deal 4 (ld6 + 1) piercing damage on a hit. 

Founders f Day* Jandar isn’t here, Instead, hds prepar¬ 
ing Ammalia’s poisoned feast in a cooking pavilion out 
on the estate*s sprawling lawn, 

C1L Pantry 

This room contains the following features: 

* Casks of ale, fresh water, and cooking oil are stacked 
in the middle of the room. 

* Shelves of foodstuffs and ingredients line the walis. 


- The back wali of the pantry is one large wine rack that 
contains a variety of splendid bottled wines. (This 
wine rack conceab a secret door,) 

Locked Iron Box. Jandar Chergoba, the head chef, 
keeps his golden sacnficial dagger, golden mask, and 
crimson robes (see “Cult of Asmodeuspage 115) in a 
locked iron box underneath a sack of potatoes, The box 
can be unlocked with JandaFs golden key, or by a char¬ 
acter who makes a successful DC 15 Dexterity check us¬ 
ing thieves tools. A character can also pry it open with a 
successful DC 25 Strength (Athietics) check. 

Sectet Door ; The secret door to the library (area C3) 
can be detected by a character who makes a success- 
fui DC 18 Wisdom (Perception) check. The character 
discovers that lifting a bottle of BalduFs Gate pinot 
noir from the rack unlocks the door and allows it to be 
pushed open, 

G12. Smokiing Room 

This room contains the following features: 

- One guard in House Cassalanter livery stands here, 
absentmindedly examining the regal portraits that 
adorn the walis and rest on fancy easels in var- 
ious spots. 

* Fine armchairs arranged throughout the room smell 
faintly of pipeweed; the scent is almost obscured by 
incense and delicate perfume. 

If Lord Cassalanter has invited the characters to 
his horne for any reason, he meets them here. If the 
conversation turns to business, he has Willifort bring 
his guests glasses of fine brandy and pipes filled 
with pipeweed. 

Portraits . The portraits on the walis depict several 
generations of Cassalanters. The ones on the easels, 
more recently painted, include the following: 

- A somber young Victoro with his beaming 
human father 

* A wedding portrait, showing Victoro and Amnialia 
smiling and carefree 

* Twelve-year-old Osvaldo holding a ceremonia! rapier 
. Ammalia sitting with baby Terenzio and Elzerina in 

her lap while Victoro reads them a fairy tale 

C13, Ballroom 

This elegant ballroom contains the following notewor¬ 
thy features: 

- In the center stands an eerie, human-sized wood-and- 
doth mannequm with a painted face. It is dressed Mke 
a ballroom dancer, 

* The polished marble floor is a dazzHng mosaic that 
depicts a silver chaHce with the i mage of a golden sun 
on its outside. Characters who succeed on a DC 10 
Intelllgence (Religton) check recognize it as the holy 
Symbol of Siamorphe, demigod of nobilky. 

■ Gilded mirrors and handsome tapestries festoon the 
walis. Along the west wall. Windows with crimson 
drapes stretch from the floor to the ceiling. 

Despite its grandeur, this ballroom seems strangely 
dismal without anyone dancing in it. Stairs lead down 
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to the foyer (area C5) and up to a hallway outside areas 
C17 and C19. 

Dancing Construet. The dressed "mannequin“ is a 
magica 1 construet that serves as a dance partner. It has 
the statisties of a nimblewnght (see appendix B) bul 
has no effective attacks and is worth 0 XF. When a hu- 
manoid bows or curtsiesbefore the construet, it makes 
the other gesture while a magic mouth spell plays a re- 
corded message in Common: “Which dance wouid you 
like? Galliard? Pavane? Waltz? 1 ’ The construet follows 
its partneFs lead untii the dance ends t when it becomes 
stili again. 

Founders* Day. During the party, dozens of wealthy 
masked guests dance to a lively waltz played by a 
string quartet. 

C14. Banquet Kitchen 

The banquet kitchen is an additional eooking space used 
in conjunction with the niain kitchen during social fune- 
lions. It is otherwise empty t and its doors are locked* 
Founders’Day* The kitchen is bustling with aciivity 
as four chefs (human commoners) prepare an array of 
pies for the noble guests* 

CI5. Banquet Hall 

The only picce of furniture in this expansive hall is a 
long wooden dining table that happens to be a giant 
mimic in disguise, It has the statisties of a norma! 
mimic, with these changes: 

* The mimic is Large and has 75 (iOdiO + 20} hit points. 

* As an action, it can make three attacks: two with its 
pseudopods and one with its bite* 

* It has a challenge rating of 3 (700 XP)* 

The mimic is well treated by the Cassa Janters and 
won’t harm any member of the household. It obeys oniy 
Lord and Lady Cassalanten 
Founders’Day The room is outfitted with dozens of 
chairs, and the table is filled with food. Two dozen party 
guests are gorging themsdves here at any time. Four 
doppelgangers frooi the Yawning Portal have slipped 
into the party disguised as nobles. Their leader* Bonnie 
(see “Familiar Faces," page 20) t poses as a minor 
noblewoman going by the name Lymeria Lhaurilstar: 
she was hoping to have a fun night at the party, but she ? s 
willing to help the characters if they need aid, 

C16* Pi ano Room 

A gleaming grand plano is pushed against the wall of 
this dusty room. Behind it are severat unmarked closets* 
This room is generally empty unless a social event is 
taking place or Nana Rosse is giving the Cassalanter 
children a piano lesson* 

Founders* Day. Wealthy guests are chatting here and 
tising the powder rooms (area C16b}. 

C16a* Storage Closet 

This closet holds crates filled with winter blankets, 

mops, and other household necessities, 


C16b. Powder Rooms 

These rooms are locked. They contain mirrors and are 
largely unused except during social functions* 
Founders * Day Fancy nobles are waiting in line to 
freshen up. 

C17. Playroom 

This room contains the following features: 

* Strewn about on the boor arc giant stuffed toys, jack- 
in-the-boxes, dolis, and a rocking horse shaped like 

a warhorse. 

* A large mobile in the form of a butterfly hangs from 
the ceiling* turning listlessly. 

Ifshe hasnT been dealt with elsewhere, the twins 1 
nanny, Laiba Rosse (see u Head Servantsf' page 116), 
sits here and croehets dolis for the children. 

G18. Twins' Bedroom 

The twins’ bedroom contains the following features: 

* Two four-poster beds take up the bulk of this room, 

* At night, the room is cluttered w T ith dozens of toys* In 
the morning, the toys are returned to their toy boxes 
by a housemaid. 

* A bfe-sized stuffed unicorn stands in one corner. 

ff Terenzio and Elzerina are here. Terenzio is dressed 
in a crude dragon costume and is being chased around 
the room by his siste r, who is wearing a knights helrn 
and swinging a wooden sword. 

Stuffed Unicorn, This inanimate object counts as an 
actual unicorn for the purpose of opening the Vault of 
Dragons (see “Vault KeysC page 90). 

C18a”C18b* Closets 

These closets arc filled with stuffed animals and 
spare blankets. 

C19. Master Sitting Room 

Lady Cassalanteris attendant, Tissina Khyret (see “Head 
Servants " page 116), spends most of her time here 
when she's not with her mistress. The room is furnished 
for comfort and includes overstuffed chairs, famting 
couches, and a wine bar. 

C20. Linen Closet 

This closet is packed with folded bedsheets and other 
assorted linens. Two of the downy duvets stacked in this 
room are mgs of smothering that attaek any creature 
that isn't a Cassalanter or one of their servants. Any 
combat in this room draws the attention of both Laiba 
Rosse (area C17) and Tissina Khyret (area C19), 
Lockbox . Willifort Crowelle and Tissina Khyret keep 
their cult regalia (see “Cult of Asmodeus,” page 115) 
in a gold-embellished lockbox hidden under a stack of 
quiits bearing images of fl}dng deviis. The box can be 
unlocked with e it her Willifort’s or Tissina + s golden key, 
or by a character who succeeds on a DC 14 Dexterity 
check using thieves' tools. It can also be pried open with 
a successful DC 16 Strcngth (Athletics) check. 
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C21. Master Bedroom C22. Ammalia’s Private Study 

The door to this room is locked. The room contains the The door to this room is locked. The room contains the 

following noteworthy features; following features: 


. The walls are adorned with nine friezes, each one de- 
picting a layer of the Nine Hells. 

• A four-poster bed draped in deep red curtains and 
tipped with gold spires stands before an ornate door 
carved from dark hardwood with a gold latch. (This 
door is locked and leads to area C22.) 

A search of the room reveals a golden lockbox tucked 
under the bed. 

Golden Lockbox* Botb Vietoro and Ammalia keep 
their cult regalia (see “Cult of AsmodeusT page 115) in 
a solid gold lockbox (worth 750 gp) hidden under thdr 
bed, The box can be unlocked with either Vietoro^ or 
Ammalia^ golden key, or by a character who makes a 
successful DC 14 Dexterity check using thieves* tools. 

It can aiso be pried open with a successful DC 16 
Strength (Athletics) check. 

If the box is opened by any means other than a golden 
key, poison gas sprays aut from holes in the underside 
of the lid, filling a 15-fooP radius sphere centered on 
the box. This trap can*t be disarmed- Any creature in 
its area must make a DC 13 Constitution saving throw t 
taking 22 (4dl0) poison damage on a failed save, or half 
as much damage on a successful one. The gas dissi- 
pates qutckly. 


* The walls are llned with bookshelves packed with 
thick tomes. 

* A grimoire with a red leather cover sits on a desk 
carved from dark oak. 

* A ladder leads up to a trapdoor in the ceiling. 


Bookshelves* The books on the shelves include works 
of fictiori and nonfiction. 

Desk * Aside from the grimoire (described below) t the 
desk holds an ornate golden candlestick (worth 125 gp), 
a golden inkwell (worth 25 gp), and a feathered quili 
pen (worth 15 gp)* The desk drawer contains a wax seal 
bearing the Cassalanter crest, Ammalia CassalanteFs 
spellbook (which contains all the spells she has pre- 
pared), and ten vials of jet-black poison known as mid- 
night tears (see “Poisons” in chapter 8 of the Dangeon 
Master’$ Guide\ Ammalia pians to taint the Founders’ 
Day feast with the poison (see “Specia 1 Eventa”), 

Red Grimoire. The tome on the desk, bound tn crini- 
son leather, details a diabolical ritual that Ammalia and 
Vietoro enacted to first contact the archdevil Asmodeus, 
Opening it reveals nothlng but blank pages with a few 
drops of dry blood on them. If a drop of humanoid 
blood is spilled on any page, Inferna 1 text on that page 
becomes legible, remainmg so until the book is closed. 
The blood remains even ater the text vanishes* 
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Any character with the Ritual Casting feature (or the 
Ritual Caster feat) who spends 24 hours reading the 
book can m aster Ihe ritual described within. The ritual 
takes 11 minutes to cast and requires incense and a via! 
of unholy water (which are consumed during the perfor¬ 
ma nce of the ritual). At the end of the ritual, a proxy of 
Asmodeus appears and grants its summoner the benefit 
of a commune spell, The proxy is formed of incense 
smoke and resembles a pit fiend. A character must finisti 
a long rest before performing the ritual agam, 

Trapdoor ; The trapdoor in the ceiling is the entrance 
to the attic, 

C23. Attic Landing 

A thick scent of sui fur pervades the attic. The only illu- 
mination is a beam of light that shines feebly through a 
shuttered window at the west end of the room. 

This attic is soundproof as long as no doors are open. 
Osvakkfs howling can be heard outside the attic only if 
the trapdoor between this room and area C22 and the 
door between this room and area C24 are both open at 
the same time. Additionally, creatu res that have telep- 
athy can*t communicate teiepathically with creatures 
outside the attic unless the doors are open, 

Terenzio and Elzerina have heard howling coming 
from the attic two or three times in their lives and are 
curious about what lurks there, 

C24. Osvaldg’s Prisok 

If Animalia Cassalanter or Victoro Cassalanter (see 
appendix B) or both are present, the door to this room 
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is unlocked but closed, Otherwise, it's locked shut. and 
Victoro and Ammalia carry the only keys. When the 
characters first open the door, read: 

You are greeted with a wave of mcoherent howling, as if 
opening the door broke down a dam that had been Hold¬ 
ing back a madman's screams, 

Osvaldo Cassalanter {see appendix B) shrieks and 
tnoans at all hours of the day. He is tryiog desperately to 
get someone to hear him and come to his rescue, If one 
or both of his parents are here, he spits curses at them 
as they weep before him. 

Guarding the room are two imps in spider form. They 
aoswer to Lord Cassalanter, and their job is to kill birds, 
rats, and other vermin that find their way into the attic, 
They attack anyone who tries to free Osvaldo or threat- 
ens other family members present. 

The Cassalanter heir apparent is a soulless abomina- 
tion thanks to his parents’ thoughtless greed. His empty 
shell of a body has been transformed into a chain devii 
that his parents have imprisoned using his own chains. 
A lG-foot-diameter pentagram has been burned into the 
fioor around him. A dclcct magic spell reveals a power- 
ful aura of abjuration magic emanating from the symbol. 

Osvaldo T s chains are wrapped around the beams 
and timbers that frame the room, He carft damage the 
house, nor can he break his own chains. He can only 













howl impotently at the misery being inflicted on him + Hc 
is thoroughly insane and eant be reasoned with, 

A successful DC 15 Intelligence (Arcana) check 
reveais that the pentagram prevents Osvaldo from ma- 
nipulating his chains, and that the effect ends if another 
creature enters the area encompassed by the penta¬ 
gram, The magic of the pentagram can also be dispelied 
(DC 15) + If be is freed, Osvaldo regains control of his 
chains and attacks indiscriminately. If he is reduced to 0 
hit points, the chaio devii cries out for his mother before 
melting imo a pool of slckening biack ichor. 

C24a. Attic Storage 

This room contains derelict furnishings draped in biack 
linens: chairs, coat racks, freestanding mirrors, dress 
mannequlns, and the like. These draped objects take on 
a sinister countenance in the gloom but are harmless, 

G25. BUTTERFLY Garden 
In the spring, Animalia Cassalanter^ gardens attract 
caterpillars, vvhich transform inio butterflies come sum- 
mer Lady Cassalanters butterfiy garden is the envy of 
her peers, The sweet scent of ftowers and herhs filters 
up from the planters and rose bushes. 

if Terentio and Elzerma are here, they are froHcking 
in the garden. If Ammalia Cassalanter (see appendix 
B) is here, sheb watching the children or tending to ber 
garden, Six imps in raven form hang around the butter¬ 
fiy garden and oecasionally prey on Ammalia^ prized 
peis when their mistress isn*t looking. Despite their 
insolence, Ammalia uses these imps as spies, She sends 
them on missions throughout the city* They also warn 
Ammalia of trespassers and attack anyone who threat- 
ens a member of her family. 

Fotinders'Day. During the party, two young, hot- 
blooded nobles have accidentally oBended one another. 
They have changed into dueling garb and are hghting 
with rapiers to resolve their differences while onlookers 
drink wine and cheer them on. 

C25a. Garden Balcony 

This balcony overlooks the grounds of the Cassalanter 
estate and even offers a view of the Sea of Swords be- 
yond the outer wall of the Sea Ward. 

If Ammalia Cassalanter (see appendix B) is here. 
she s s smoking and either staring dismally out toward 
the ocean or watching her children in the garden below 
(area C25), 

C26. Cellar 

This cellar is feept free of dust and cobwebs by servants. 
It is unsettliogly cold, no matter the time ofyear, It con¬ 
tains spare furniture, a laundry tub, and trunks full of 
old clothing, 

C27, False Vault 

The door to this vault is made of solid iron and sports 
three different locks. Victoro and Ammalia each have a 
set of keys for them, Opening the door without the keys 
requires a character to succeed on three consecuti ve 
DC 20 Dexterity checks using thleves’ tools. On a failed 
check, ali three locks reseL The door has AC 19* a dam- 
age threshold of 10, 90 hit points, and immunity to poi- 


son and psychic da mage. A creature can break it down 
with a successful DC 27 Strength (Athletics) check. 

The vault is empty. 

Cold Trap. If a creature enters the vault without first 
saying' “Gold is my shield," an intense blast of magical 
cold filis the room. A11 creatures in the vault at that time 
must make a DC 16 Constitution saving throw, taking 
36 (8d8) cold damage on a failed save. or half as much 
damage on a successful one, 

A deteet magic spell reveais the secret to disabling 
the trap: a tiny magical glyph is inscribed in the middle 
of the ceiling. If this glyph is dispelied with a success¬ 
ful casting of dispel magic (DC 16), the trap ceases 
to function. 

C28. Win E Cellar 

This cellar contains the following features: 

- The east wall is lined with nearly thirty casks of wine, 

• A faint draft comes from the south end of the wine 

cellar. The draft betrays the locafion of a secret door. 

The servants rarely spend much time here, since the 
cellar is uni it and cokL Characters feel a strange sense 
of foreboding here. 

Secret Door. A faded holy Symbol of Siamorphe, a 
silver chalice bearing a golden sun symbol, is paimed 
on the south wall, If the sun symbol is pushcd, the wall 
grinds open, revealing area C29 beyond, A character 
who searches the wall automatically detects the secret 
door and can T with a successful DC 10 Wisdom (Percep- 
tion) check, figure out how to open it. 

C29. Secret Vault 

Most of the Cassalanters* wealth is tied up in invesh 
ments, but the family keeps a stack of twenty 5-pound 
silver trade bars (worth 25 gp each) here for emergen- 
cies. At the back of the vault is a dark staircase that de- 
scends 30 feet to the temple of Asmodeus (area AI). 

Founders’ Day. In addition to the treasure noted 
above, the vault contains hve hundred sacks contain- 
ing 1,000 gp each (liquldated family assets). If the 
Cassalanters were successful in looting the Vault of 
Dragons, the vault contains an additional fi ve hundred 
sacks (the sum total of the treasure taken from the 
vault), for a total of 1,000,000 gp. The gold re maius 
here until it's taken down to the temple (see “Special 
Events,” page 130). 

Temple of Asmodeus 

Beneath Cassalanter Villa lies a secret temple where 
Victoro leads a cult that worships Asmodeus, Cult 
members include evihminded nobles as wdl as deluded 
commoners lured by the prospect of wealth and status. 
The entire cult gathers in the temple at midmght on the 
first day of every tenday for a dark mass. During these 
ceremonies, they pledge their devotion to the Lord of 
the Nine Hells, call out the names of their enemies, and 
beseech Asmodeus to visit ruin upon their foes. They 
also drink wine, share gossip, and offer the occasional 
sacrifice. For the Cassalanters, these events are oppor- 
tunides to flaunt their pow r er and impose their will on 
their lessers* 
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TeMple Features 

The following general features apply to the temple: 

* Rooms are dimly lit by flickering candles placed in 
tali, slender, wrought iron candlesticks. 

* Ceilings in rooms are 10 feet high unless noted 
otherwise. Passages are 8 feet tali, with 7-foob 
tali doorways. 

* Doors are made of irombanded wood. 

- Cultists who aren’t membcrs of the nobility wear 
cheap red robes, devii masks* and wooden ainulets 
that bear the Symbol of Asmodeus. 

Areas of the Temple_ 

The following areas correspond to the labeis on map 
6.2, The temple is connected to Cassalanter Villa by a 
staircase that connects with area AI. Also, an under- 
ground stream {area A9) leads away from the temples 
lower level and eventually lets out in the Mud Fiats 
nor thwest of Waterdeep. 

Changes to the temple that occur during cult gather- 
ings are noted in the “Cult Gathering” sections. 

AI. Hall of the Damned 

The features of this hall are readily apparent: 

* In the middle of the hall, a spiral staircase descends 
20 feet to the lower level (area A3). 

* The faint sound of chanting is audible coming from a 
corridor to the northwesL 

■ To the south are three cells with iron-banded wooden 
doors, A small, barred window is embedded in each 
door at the height of a humani eye. The eell doors 
face a stone pillar. Hanging from a hook on the pillar 
is a ring of keys. 

Cells* When the Cassalanters decide to sacrifice hu¬ 
mans in their rituals, they lure homeless Waterdavians 
to their estate and contine them in these cells, The keys 
to unlock the doors hang from the stone pillar, A lock 
can be picked by a character who makes a successfu! 
DC 15 Dexterity check using thieves' tools. Ali three 
cells are eurrently empty. 

Chanting, The sound is that of a prayer to Asmodeus 
being recited by the cultists in area A7. 

A2. Balconies 

Two crumbling balconies with stone railings overlook 
the temple^ ceremonia! hall (area A7). The distance to 
the floor below is 20 feet. 

Coliapsing Floor* The balcony floors have weakened 
with age, Any Medium or larger creature that steps onto 
a 5-foot-square marked C on the map must make a DC 
15 Dexterity saving throw as the floor crumbles and 
falis away, leaving a gaping hole. On a failed save, the 
creature falis 20 feet and lands prone on the floor below 
(area A7) amid stone debns. On a success, the creature 
avoids the fall by leaping to an adjacent, unocctipied 
space. The sound of the coliapsing floor can be heard 
throughout the temple. 

A3. Anterior Vestibule 

The spiral staircase from area AI ends at this chamber. 


Asmodeus Portrait Mounted on the back wall of an 
alcove to the north is an 18-foot-high, 9Toot-wide por¬ 
trait in a gilded frame. The picture depicts a strikingly 
handsome and impeccably dressed bearded man with 
smali horos protruding from his forehead. He carries a 
ruby-tipped cane. Any character who succeeds on a DC 
10 Intelhgence (Religion) check recognizes the figure 
as Asmodeus, 

Cult Gathering , During cult gatherings, a bearded 
devii guards each of the doors leading to area A7. 

A4. Family Crypt 

Twelve stone sarcophagi are packed into deep recesses 
in the walls. The plaster lid of each sarcophagus Is 
carved in the likeness of a noble clutching a chalice that 
bears a Symbol of the sun. The sarcophagi contain noth- 
ing but dust and bones, 

The spirits of several dead members of the Cassa¬ 
lanter family are bound to this crypt They manifest as 
three dark, vaporous specters plus a ghost that looks 
like the insubstantial image of a handsome, cieam 
shaven man of knightly bearing clad in piate armor. 
These undead attack any living creatures but canT leave 
the crypt or approach within 5 feet of any creature that 
wears a holy Symbol of Asmodeus. 

The ghost is all that remains of Caladorn Cassalanter, 
a former Masked Lord and hero of Waterdeep, The 
ghost halts its attack and calls off the specters if a char¬ 
acter wears or presents a holy symbol of Siamorphe, 
After k is shown such a Symbol, the ghost guides charae- 
ters to its personal crypt (area A4a), 

A4a. Caladorn 5 s Crypt 

A dusty stone sarcophagus occupies this crypt, its 
plaster lid carved in the likeness of a handsome, dean- 
shaven nobleman clutching a chalice engraved with the 
Symbol of the sun. The likeness resembles the ghost of 
Caladorn Cassalanter (see above). 

Treasure * Caladorn’s bones have turned to dust. but 
his suit of +1 piate armor remains. Also lying in the dust 
is a mace of disruption. If Caladorifls ghost is present 
when one or both magic items are removed from the 
sarcophagus, it asks s “Do you vow to use these items 
to defeat the forces of darkness?” An answer in the 
affirmative is sufficient to lay the ghost to rest. Before 
vanishing for good! it says, “Use the mace to destroy the 
effigy of evil incarnate. End the corruption to restore my 
famiiy’s honor ” (The “effigy” is the statue of Asmodeus 
in area A7.) 

A4b. Empty Crypt 

This crypt contains nothing but dust and cobwebs, 

A5. Cultists" Chamber 

This room has the following features: 

* Six wooden cots stand against the north and 
south walls. 

• The west wall is carved with four bas-reliefs of 
pit fiends. 

Tired cultists sleep here after ceremonies, particularly if 
they drank too much wine. 
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Secret Door* Behind one of the bas-rdiefs is a secret 
door T which can be detected with a successful DC 13 
Wisdom (Perception) check. Pushing against the sculp¬ 
ture causes a secret door to swing open into area A6. 

A6, Secret Vestry 

This room is hidden behind two secret doors that arenY 
disguised on the inside, where a stone knob oo each 
door allows it to be pulled open with ease* The room 
contains the following fe at ures: 

* Against the south wall stand two biaek wardrobes 
with nine-pointed stars carved into their doors. 

* A pair of tali, slender mirrors are mounted on the west 
wall T their stone frames carved with serpents. 

* Stacked in the middle of t he room are six casks of 
wine used for cult celebrati ons. 

Each wardrobe contains fi ve complete outfits of cult 
regalia sized for adult humans: red robes, devii masks, 
and wooden amulets shaped in the Symbol of Asmodeus. 

Cult Gathering. An hour before a cult gathering, five 
human cultists are here dmuiing their regalia. 

A7. Ceremoniae Hall 

This hall has a 30-foot-high vaulted ceiling and a pair of 
20Toot-high balconies (see area A2) overlooking it. Its 
other features as foilows; 

* Rows of fiickcring candles in iron candlesticks form a 
pathway to a 30-fooMal! stone statue at the west end 


of the hall. The statue depicts a smiling, bearded man 
of diabolical bent, with small horns protruding from 
his brow and cloven hooves insiead of feet. At the base 
of the statue, clutched in a stone claw erupti ng from 
the floor, is a 3-foot-deep, 9-foot-diameter stone bowl 
filled with cradding flames. 

* Three human cultists wearing red robes, devii masks, 
and wooden holy symbols of Asmodeus kneel before 
the statue, feverishly chanting an infernal hymn. 
(During a cult gathering, the number of cultists pres- 
em increases drarnatically.) 

* The walls around the statue are covered by large 
tapestries that depict scenes of human debauchery. 
(Behind the north tapestry is a rough-hewn passage 
that leads to area A9.) 


The Cassalaniers’ ritual to save Terenzio and Elzerina 
plays out here (see “Special Events,” page 130). 

Cult Gathering * If the cult is here in force, thirty 
human cultists stand in neat rows before the statue, 
chanting to Asmodeus with wooden gobiets in hand 
while their leaden Victoro Cassa Ia nter (see appendix 
B), tosses offerings into the bowl. Roughly half of the 
cultists are members of the nobiiity; the rest are Water- 
davian rabble brought into the cult to fili out the ranks, 
Stand i ng around the perimeter are Willifort Cro welle, 
Tissina Khyret, Laiba Rosse, and Jandar Chergoba (see 
l 'Head Servants/' page 116). Their job is to make sure 
the other cultists behave themselves while Ammalia 
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Cassalanter (see appendix B) walks gracefuily through 
the crowd with a golden decanter, ceremonially pouring 
wine into the cultists' goblets for toasting to the Lord of 
the Nine Hei Is, Lady CassalanteFs six imps (see area 
C25) are perehed invisibly on the statue. 

Devii Statue and Sacrificia 1 BowL The statue once 
depicted Siamorphe, but the Cassaianters used stone 
shape spei Is to recast il into an image of their dread 
lord, Asmodeus, The massive bowl at the foot of the 
statue was also fashioned with stone shape spe lis; it 
radiates a strong aura of conjuratiori magie when sub- 
jected to a detect magfc spell or similar magie, Magical 
Rames erupt from the bowl as long as it remains intact. 
Any creature that enters the flames or starts its tum in 
them takes 4dl0 fire damage. A creature reduced to 0 
hit points by this damage turns to ashes. Nomnagical 
objects tossed into the flames are destroyed. 

[f ihe statue is struek by a mace of disruption r it cracks 
and falis to pieces, shattering the bowl as it tumbles 
down. Any member of the cult who witnesses the de- 
struction of the statue takes 11 (2dlG) psychic damage. 

Secret Door • The secret door leading to area A6 ean 
be found with a successful DC 13 Wisdom (Percep- 
tion) check. Pushmg on that section of wall causes it to 
swing open. 

Stream . Flowing behind the statue is a stream 
that enters and exits through 1-foot-high, 2-foot-wide 
arched culverts, 

A8. Storage Closet 

Against the back wall of this closet stands an unlocked 
cabinet with a black rug laid out before it. The cabi net 
contains a golden decanter (worth 125 gp) and shelves 
holding wooden wine goblets. 

Cuft Gathering* The cabinet is empty, as the decanter 
and goblets are being put to use in area A7. 

A9, Stream and Pool 

An underground stream flows through the west side of 
the tetnple and into a 5-foot-deep pool here before mean- 
dering northwest and emerging in the Mud Flats, 

Special Eyents 

lf the Cassaianters fail to obtain the Stone of Golorr, the 
foilowmg events don T t come to pass, As a consequenee, 
Terenzio and Elzerina are transformed into lemures 
as their souls are forfeit ten days after Founders* 

Day. Shattered by their failure and their loss, Victoro 
and Ammalia Cassalanter vow to destroy those who 
thwartcd them. 

GETTING THE GOLD 

This event can occur only on Founders' Day or sooner, 
Armed with the Stone of Golorr and the keys to un* 
lock the Vault of Dragons, Victoro Cassalanter enters 
the vault, uses a disguise se//spell to appear as Lord 
Dagult Neverember, and tricks Aurinax the gold dragon 
into relinquishing ihe gold. A dozen House Cassalanter 
guards dtsguised as members of the City Guard stuff 
the gold into sacks while a dozen more haul the sacks 


to a pair of waiting camages for safe transport back to 
Cassalanter Villa. Each sack holds 1,000 gp, and each 
carriage can hold hfty sacks (50,000 gp) at a time. Get- 
ting the gold from the Vault of Dragons to Cassalanter 
Villa takes ten round trips (five per carriage) and the bet- 
ter pari of a day. Three invisibie imps accompany each 
carriage, which is driven by a bearded devi! wearing a 
hat and a high collared cape to conceal its tme nature. 
Upon arrivat at Cassalanter Villa, each carriage is met 
by a dozen guards in House Cassalanter livery, who un~ 
load the sacks of gold and place them in area C29. 

Day of the Damnet»__ 

This event occurs only if the Cassaianters obtain the 
gold from the Vault of Dragons* 

Ammalia Cassalanter hosts a grand party on Found¬ 
ers' Day that begins in the early afternoon and ends 
at midnight Wealthy guests begin to arrive in the late 
afternoon and gather inside the villa, away from the sun 
and beat, while one hundred of Waterdeeps poorest 
residents—most brought from the Field Ward—gather 
under pavilions set up on the lawn, Hired aetors dressed 
as Waterdeep T s founders parade around. and bards play 
lively tunes, No one suspects that the food in the pavil- 
ion tents has been laced with midnight tears—a poison 
that wil! slay the impoverlshed guests at the stroke of 
midnight, Ammalia is immune to poison and thus par- 
takes freely of the delicious food, Wealthy guests who 
remain holed up in Cassalanter Villa eat and drmk at 
separate tables and are spared a grisly end. 

An hour before midnight, the entertainers disperse as 
Ammalia begins making toasts to her wealthy guests, 
lurning them into unwitting accomplices by vtrtue of 
their presence and thus ensuring their silence, Mean- 
while, house guards prevent any of the rabble from leav- 
ing t forcibly detaining anyone who tries to Ree. Unless 
the characters prevent the poor folk from eating the 
tainted food, those attendees consume the poison and 
perish at the stroke of midnight, 

While Ammalia plays host, Victoro instructs his 
cultists to remove the sacks of gold from House Cas¬ 
sa lanter's vault (area C29) and hurl them into the sacrifi- 
dal bowl (area A7). They finish shortly before midnight. 
At the stroke of midnight, as the poison does its work, 
Ammalia keeps an eye on her wealthy guests and orders 
Tessina Khyret to notify Victoro that the deed is done. 
Standing before the statue of Asmodeus in the temple, 
Victoro sumrnons a barbed devii and informs it that 
payment has been made in fu 11. The devii declares (in 
Infernal) that the payment is "satisfactory' 1 and informs 
Victoro that the souls of Terenzio and Elzerina will not 
be taken to the Nine Hells. It then disappears whence it 
came, leaving the Cassaianters to bask in their triumph. 

After the party, in the dark hours of morning, the 
corpses of the dead are cast into the fiery bowl tn area 
A7, leaving no evidence of foul play. In the days and 
rnonths that follow, Victoro and Ammalia use threats 
of diabolica! retribution to silence witnesses and wield 
their political clout to quash criminal investigations. 
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J — ARLAXLE, THE LEADER OF BREGAN IXaERTHE, 
/"HI sees membership in the Lords' Alliance as 

^ I his path to power beyond Luskam As tbe 
secret lord of a city with an unsavory repu- 
tation, he has had a hard time geUing a seat 
at the fable with other cities of the North 
Jr/ when it comes to trade and defense of the 

region, Thus, he pians to use the stolen gold 
to bargain with Laeral Silverhand for inclusion in the 
alliance, and to oust Neverwinter and its lord Dagult 
Nevfcrember—Jariaxle's fiercest political opponent—from 
the group. 


FacingJarlaxle 

As the characters investigate the Sea [Vlaidens Faire t 
they could rtm into Jarlaxle, especially if they take a 
kick-in-the-door approach and storm the vessels of the 
traveling camivaL When Jarlaxle learns that the char¬ 
acters are aboard one of his ships, he arra riges to meet 
with them in the guise of Zardoz Zord. If they refuse! 
Jarlaxle orders his crew to cast the characters over- 
board—or takes care of the job himself if he musL 
Jf he thinks the adventurers can be trusted Jarlaxle 
proposes that they join his search for the Vault of Drag* 
ons, He intends to return the gold to Laeral Silverhand, 
less 5,000 gp for the characters in exehange for their 
help. He offers another 5,000 gp for their help in recov- 
ering the dragonstaff of Ah^hairou. If the characters 
accept Jarlaxle upholds his end of t he agreement. Once 
the gold is secure, he gives the characters their cui. 


If the characters don't agree to jarlaxle^ terms t or if 
they assault him, he tries to knock them unconscious 
and leave them without clothes or equipment in a gutter 
in the Dock Ward. He Stores their equipment in areajlh 
aboard the Eyecatcher, with the exception of any magic 
items. Those he stashes in area U4 aboard the ScarJet 
Marpenoth, his secret submarine. 

In t he unlikely event that Jarlaxle is killed, Bregan 
Daerihe raises hini from the dead with in a tenday, Once 
hes back in action, he tries to recover any gear that was 
stolen from him. 

DisruptingJarlaxle’s Operation 

Characters can hinderjarlaxle in the ways described in 
the following two subsections* 

DeSTROY THE FtGUREHEADS 
The figureheads on Jarlaxle's ships (area j8) create illu- 
sions around drow r crew members, making tliem appear 
htiman. If a figurehead is destroyed, the drow on that 
ship rernain belowdecks to ensure that they don’t draw 
unwanted attention. 

SlNK OR STEAL A VESSEL 
If the characters sink or steal one of his sailing ships 
or the Scarlet Marptnoth Jarlaxle tasks his crew mem 
bers with finding out what went wrong. In the case 
of a sunken ship, such wanton destruction could also 
involve the City Watch, especially if the act results in 
peopie drowning. 
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Sea Maidens Faire 

Jarlaxle BaenreV seafaring carnival travels up and 
down the Sword Coast in three ships. The Eyecatcher, 
JarlaxleV flagship, is osten tat ious, Mounted underneath 
it is the Scarlet Marpenoth, a submarine of Lantanese 
design. The second ship, the Heartbreaker, is primarily 
used to transport performers, strange creatures, and 
wagons* The third ship, the Hellraiser, transports musi- 
cians and decorat i ve floats. The Heartbreaker and the 
Hellraiser are presently docked T while the Eyecatcher is 
anchored in the harbor. 

Ali three ships are crewed by drow who are magically 
disguised to appear human, Despite their disguises, the 
drow stili liave the Sunlight Sensitivity trait. 

APPROACHING THE SHIPS 

The Heartbreaker and the Hellraiser are docked across 
from each othcr at the same pier in the Dock Ward. The 
characters need only walk up a ramp from the pier to 
area J1 on either ship, The pier is so busy that no one 
takes notice of the characters until they are on a vessel. 

Jarlaxle’s flagship is anchored in Deepwater Harbor, a 
mile away from his othcr ships. To reach the Eyecatcher ; 
the characters must travel there by using another vessel, 
by swimming, or by flying. If the characters approach 
in a vessel known to the crew, such as a rowboat from 
another of JarlaxIeV ships, the characters arouse no 
suspicion until they are seen on deck. The crew of the 
Eyccatcher crew sends word to Jarlaxle tmmediately if 
the characters approach in an unknown vessel, 

lf the characters approach the Eyecatcher in an un- 
derwater vehtcle, such as Grinda Garloth'sapparams 
ofKwalish (see chapter 4) T the character piloting must 
succeed on a DC 12 Dexterity (Steaith) check to keep 
the vehicle from being spotted by the crew of the Scarlet 
Marpenoth. If the characters approach by swimming, 
each of them must succeed on a DC 10 Dexterity 
(Steaith) check to avoid being spotted by the crew of the 
Eyccatcher. 

Crews 

The characters can learn valuable Information by inter- 
rogating crew members and carnival performers. 



Ship Gaptains 

Although Zardoz Zord (jarlaxle Baenre) comma nds the 
fleet, each ship has its own captain: a Bregan DVerthe 
drow mage disguised as a slender, weil-dressed haman, 
These captains know of Jarlaxle s pians. They communi¬ 
cate with each other and with jarlaxle by way of sending 
spells, which they prepare instead of fly, 

Velgos Ephezzrin captains the Hellraiser in the guise 
of a human named Fergus Crabwater* He enjoys wine a 
iittle too much, and characters have advantage on Cha¬ 
risma checks made to interact with him during a meal* 
Tylan Ilueph captains the Heartbreaker as a human 
named Klarr Besham. He’s a huniorless taskmaster 
whose tarantula famihar is always on his shoulder* 
LJorath Pharn captains the Eyecatcher as a human 
named Tarwind Arryhook. He loves games of chance 
and can’t resist a good wagen 
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A successful DC 15 Charisma (Deception or Persua- 
sion) check and the mention of Zardoz Zord’s name is 
enough to gain an audience with a ship captain. If the 
characters capture one of the captains and succeed on 
a DC 15 Charisma (Intimidation) check, they learn the 
following Information by asking the right questions: 

* “The Sea Maidens Faire and all its ships are under 
the commancl of Captain Zardoz Zord of Luskan*” (A 
ship captain won’t divulge Zord’s true identity unless 
magically eompelled to do so,) 

* “Zord has a cabin aboard the Eyecatcher and spends a 
lot of time there with Margo Verida and Khafeyta Mur- 
zan, two of the Faires star performers.’ 1 

* “A year ago T the Sea Maidens Faire visited the island 
nation of Lantao, where Zord acquired a submarine 
called the Scarlet Marpenoth, The submarine is 
mounted underneath the Eyecatcher" 

■ “Zord has operatives searcfaing for an artifact called 
the Stone ofGoIom which leads to a place called the 
Vauit of Dragons." (For security, the captains aren T t 
kept informed as to the missioifs progress.) 

* “Zord has drow sples in Waterdeep—FelVekt Lafeen, 
Krebbyg Masq f ilyr, and Soluun Xibrindas. AU cairy 
Lantanese firearms ” 

* “Our disguises are pdwered by a magical hgurehead 
fixed to the fore of each ship. 11 

Sailors 

The Eyecatcher, the Heartbreaker, and the Hellraiser 
are crewed by twenty sailors each: three drow elite 
warriors (mates) and seventeen drow, all magically dis¬ 
guised as slender humans while aboard their vessel. All 
are loyal members of Bregan D'aer the, and all know that 
Zardoz Zord is Jarlaxle Baenre in disguise. They know 
nothing about the Scarlet Marpenoth orjarlaxleV pians. 

The crew has orders not to fraternize with strangers 
or guests, Characters who que st ion crew members can 
learn the following: 

* “Zardoz Zord is master of the Sea Maidens Faire, If 
you want to meet him, talk to a ship captain. 1 ' (A sailor 
won’t divulge Zords true identity unless magically 
compelled to do so.) 

* “The Sea Maidens Faire is based out of Luskan.” 

Carnies 

Most of the carnival performers and workers are human 
commoners trained to perform a handful of tasks or 
stunts. (Performers have proficiency in the Ferformance 
skilh) They Ve kept in the dark about most things, but 
they Ve not ohlivious* With a successful DC 10 Charisma 
check, a character can cajole or trick a carny inio reveal- 
ing one of the following pieces of Information; 

* “Zardoz Zord uses magic to gei from the Eyecafc/ier 
to the other boats. Fve never seen him In a rowboat." 

* “The sailors communicate with each other using 
odd hand signals" (Members of Bregan Daerthe use 
Drow Sign Language,) 

* “All the sailors have an aversion to sunlight," 

* “Have you noticed the sailors have the siightest hint of 
an Elvish accent?" 

* “All the crew members are men. Very odd. 1 ’ 







DlSCOVERING THE DROW 

Any character who spends 1 hour observing a ship f s 
crew can make a DC 15 Wisdom (Perception) check. 
With a successful check, the character not ices that raost 
crew members speak Common with an Elvish accent 
and exchange hand signais when they think no one is 
looking. A drow character recognizes the hand signais 
as Drow Sign Language. 

The changes wrought by the magic of the ships T figurc- 
heads (see area J8) fail to hold up to physica! inspection, 
meaning that characters who internet with crew mem¬ 
bers have a chance to notice the illusion, For example, a 
character who grabs one of the sailors by the ear would 
quickly realize by touch that the ear is pointed, not 
rounded as it appears, Additionally, any drow character 
who boards one of these ships instandy takes on the 
illusory form of a human of the same gender, height, and 
weighb because of the magic of the ship T $ figurehead. 

Ship Features 

Each ship has the statisties of a sailing ship (see the 
Airborne and Waterborne Vehicles table in chapter 5 of 
the Dungeon Masters Guide) as well as the features de- 
scribed in the following subsections. 

Alarms 

If intruders are detected or a fight breaks out on one 
of the ships, the entire crew (one drow mage captain, 
three drow elite warriors, and seventeen drow) nio- 


bilizes to combat the threat The drow prefer to take 
captives or render enemies unconscious rather than kill 
rhem. Captives are thrown in the brig (area j 15) until 
Jarlaxle decides what to do with them, and their gear is 
stowed in the armory (area J16). 

Geilings 

Cabins, holds, and passageways have 8-foot-high ceil- 
ings with 6-footTiigh doorways connecting them, 

Doors 

Unless otherwise noted, doors are made of wood. A 
dooFs lock can be picked by a character who makes a 
suceessfui DC 15 Dexterity checkusing thieves* tools, 
or a door can be forced open by a character who makes 
a suceessfui DC 15 Strength (Athletics) check. Aship f s 
captain has keys to ali locked doors aboard his vessel. 


Elevator Platforms 


Each ship is equipped with an elevator platform that can 
be lowered and raised with a lever to make loading and 
unloading cargo easier. When not in use, this platform 
stays in the lowest cargo hold of each ship. See the de- 
scriptions of Ihe cargo holds for more Information. 

Lighting 

Areas belowdecks are brightly Iit by hanging lanterns. 



Rigging 

Rigging can be climbed without an ability check. 
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Areas of the Ships 

The Eyecatcher, the Heartbreaker, anci the Hellraiser 
have the same genera! configuration and occupant s T cor- 
responding to map 7.L Exceptions are notet! tn an area*s 
description and on the map, 

JL Main Degk 

Three saiiors (drow) and a mate (drow elite warrior) 
are on deck at all times, if the characters board the ship 
and ask to speak with the captain, the mate asks their 
business before even thinking about disturbing him. 

Jotty Boats. Four rowboats are stacked on top of each 
other on this deck. Ropes and pulleys are used to hoist 
these boats in and out of the water. 


J2. Storage 

The smell of tar permeates this cluttered cabin, which 
contains the following features: 

- Barrels of tar are secured with nets to the starboard 
wall below mounted tools. 

* Against the port wall, tight rolls of white canvas are 
stacked on top of each other and secured with rope. 

j3. Mates’ Cabin 

This cabin has the following features; 

* Twin hammocks hang pcrpendicular io one another, 
Two off-duty mates (drow elite warriors) relax in 
the hammocks. 

* Three walnut chests sit under the hammocks. The 
chests are unlocked. 

Treasare. Each chest holds two sets of comrnon 
clothes, a waterskin filled with wine, and a pouch con- 
taining 3d6 gp and 4dl0 sp* 

J4. Crew Gabins 

Each of these cabins holds four hammocks. One off-duty 
sailor (drow) rests in each cabin. 


J5. Galley 

Heat and savory scents burst from this cramped cabin, 
which contains the following features: 

- A busy cook (commoner) works a frytng pan with one 
haud and stirs a pol with the other over a smail stove. 

- Dirty dishes are stacked in a washbasin. 

< A table holds foods in varicus States of preparation. 

The cook is too busy to speak with characters, and is 
quiek to holler in alarm if attacked, drawing the atten- 
tion of the crew. 



J6. Pantry 

Secured to the walls are racks of cookjng ingredients* 
including jars of spices, sacks of flour, and casks of fard, 

J7- Dining Cabin 

The crew dines here throughout the day. At any given 
time, the cabin contains the following: 

Six saiiors (drow) are enjoying a meah 
A board the Hcartbrcaker or the Hellraiscr , the saiiors 
are joined by ld4 carnies (commoners). 
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- Furnishings include a table, ten stools, and two oak 
cabi nets cont a iniiig dishes» tankards, and utensils, 

J8. Forecastle 

The forecastle is withln sight of the saiiors on the main 
deck (area jl), the aft castle lower deck (area J9), and the 
aft castle upper deck (area jl 1). 

Figurehead. A gilded wooden figurehead of a female 
eJf with ftowing hair sticks out from the ship^s prow, 
reaching forth with both hands. Since the figurehead is 
unpainted, there’s no way to teli that it depicts a drow, 
but a character who inspects the figurehead closely and 
succeeds on a DC 13 Wisdom (Perception) check no- 
tices a tiny emhossed spider on its forehead. 

A detectmagic spell or simiiar magic reveals an aura 
of illusion magic around the figurehead the effeet that 
makes every drow aboard the ship appear as a human. 

A drow’s gender, height, and weight are unchanged: the 
illusion affeets only appearance, not voice or manner- 
isms, Casting dhpel magic on a disguised drow causes 
the illusion around it to wink out only for a momen!. An 
antimagic fidd suppresses the figurehead^ magic within 
the field’s area. Destroying the figurehead ends the ef¬ 
fect throughout the ship, A figurehead has AC 15, 50 hit 
points, and immunity to poison and psychic damage. 

J9. Aft Castle Lower Deck 
This deck has the following features: 

- Two saiiors (drow) are here at all times* 

- Stairs to port and starboard climb to the aft castle up¬ 
per deck (area Jll) and the capta i ns wheeh 

Anchor . The ship's anchor is accessed from this deck. 
It can be raised or lowered by one creature in 10 rounds 
(1 minute), by two creatores in 5 rounds, by three crea- 
tures in 3 rounds, or by four creaturos in 1 round. 

J10. Captain’s Cabin 

Regardless of which ship the characters are on, this op¬ 
ii lent cabin contains the following features: 

* Stylish purple drapes cover the large Windows that 
look out over the harbor, 

* To one side of a central pillar rests a comfortable bed t 
its oak headboard carved to resembie a kraken. An 
oak dining table surrounded by six high-backed chairs 
rests on the opposite side of the Central pillar* 

* Other furnishings include a glass-doored cabinet con- 
taining shelves of books, a wooden trunk sealed with 
a padlock. and a smail writing desk. 

Captain • Each ship’s captain (drow mage) can usualiy 
be found here, with a nimblewright (see appendix B) 
acting as an attendant and bodyguard, 

A captain is happy to meet with characters who ask 
to speak with him, mostly to gauge whether they pose 
a threat. If the characters are polite, the captain invites 
them to join him for a meah If the characters grow tire- 
some or threatening, he commands them to leave the 
ship at once, sounding an alarm if they refuse. 

Fastened to each captain^ belt is a ring Holding a 
number of keys, One key unlocks the trunk in this cabin; 
other keys unlockany locked doorson the captains ship. 



























































































Book Cabinet. Each captain keeps a modest coltection 
of mundane books. Each hides his spe 11 book in a secret 
space under the bottom shelf, which can be found with 
a successful DC 14 Wisciom (Perception) check, The 
spellbook contains the following spells: cone of cokf con¬ 
trai water, counterspelf detect magic, fircbalf fly, greater 
invisibiilty, ice storm , mage armor magic missile, misty 
step , Rarys telepathic bond, sending t shield, suggestion, 
thunderwave, water breathing, and web, 

Locked Trtink. A successful DC 20 Dexterity check 
by a character using thieves’ tools opens the padlock, or 
it can be broken off with a successful DC 20 Strength 
(Athletics) check. The trunk contains folded clothes, 250 
gp in a sack. Id6 pearls (worth 100 gp each) in a silk 
pouch, a potior ? of water breathing , and a bottie of excel¬ 
lent wine (worth 25 gp), bearing a label in the shape of 
an eye patch and the liame “Gne-Eyed jax” in Common. 

jn. Aft Castle Upper Deck 
This highest deck of the ship is with in sight of the fore- 
castle (area J8) t the main deck (area Jl), and the aft cas¬ 
tle lower deck (area J9), It has the following features: 

* The ship s wheel stands atop the deck, 

• Two sailors (drow) are stationed here at ali times. 

WheeL If the ship is sailing with a fu 11 crew, a charac¬ 
ter who has proficiency with water vehicles can stand at 
the wheel and steer the vessel. 


J12. Upper Cargo Hold 

This hold contains the following features: 


* Large grilled doors in the ceiling open to allow goods 
to be moved to and from this hold using the cargo eleva¬ 
tor, A 15-foot-by-lG-foot section of floor opens to reveal 
the lower cargo hold (area J17 aboard the Eyecatcher or 
the Hellraiser, area J19 aboard the Hearthreaker). 

* Crates and barrels stacked to the ceiling are tied down 
to ensure that they dont move. These containers hold 
food and water for the crew and the carnies. 

Cargo Elevator : To activate an elevator platform, a 
creature must stand on the platform and use an action 
to pull a lever up or down, The platform ean ? t be raised 
higher than the main deck (area jl) or Jowered deeper 
than a ships lowest cargo hold. 

The trapdoor in the floor opens when the cargo eleva¬ 
tor is raised. If the platform is raised to areaJL the trap¬ 
door remains open uniil the elevator platform returns to 
this area or area J17 (J 19 on the Heartbreaker). 


J13* Head 



The reek of urine filis the cramped head, Privies each 
little more than a bench seat with a hole open to the wa¬ 
ter below—are this rooirfs only features. 

J14, Carnies’ Cabins 

Eight narrow cabins are fitted with hammocks, each 
of which holds a resting carnival performer or worker 
(commoner). Carnies call for help when they are con- 
fronted by tntruders and fight only in self-defense. 


J15, Brig 

A door made of crisscrossing iron bars and tltted with 
a sturdv lock seals off this cabin, whose only feature is 
a chamber pot. The captain carries the key to the door, 
The lock can be picked by a character who makes a suc¬ 
cessful DC 17 Dexterity check using thieves* tools (made 
with disadvantage from inside the cell). A successful DC 
23 Strength (Athletics) check forces the door open, The 
door has AC 19. a da mage threshold of 10, 27 hit points, 
and immunity to poison and psychic da mage, 

Jailed Sailor. There T s a 25 percent chance that a 
sailor (drow) is being held in the brig after punching a 
crewmate during an argumem. 

J16. Armory 

The drow store their weapons and armor here while the 
ship is at sea. If the charaeters are captured and stripped 
of their equipment t their non magica! belongings are 
stowed here, The cabin has the following features: 

* Empty weapon racks and armor hooks line the walls. 

* Stairs lead down into the ship’s belly. 

Safe (Eyecatcher Only). The armory aboard the Eye 
catcher also features a 750-pound cast iron safe with a 
combination lock. Jarlaxle and his lieutenants (FeFrekt 
Lafeen, Krcbbyg Masq^Vyr, and Soluun Xibrindas) know 
the combination: 1 20-59. A character can pick the lock 
with a successful DC 25 Dexterity (Investigation) check 
using thieves' tools. Each attempt takes 1 minute. A 
knock spell or si mi lar magic also opens the safe, which 
contains three pistols, twelve leather packets of smoke - 
powder, three leather pouches containing twenty bullets 
each t and 250 gp in a sack. 

Stairs* The stairs lead to area J17 on the Eyecatcher 
or the Hellraiser, or to area J20 on the Heartbreaker 

J17. Lower Cargo Hold 

Eyecatcher and Hellraiser only 

The fantastical doats of the Sea Maidens Faire are bro¬ 
ken down and kept in the lower cargo hold of fhe Helf 
raiser ; while the Eyecatcher holds pieces of broken and 
experimental floats. (See area J19 for a description of 
the Heartbreaker T s lower cargo hold.) 

Cargo Elevator. If the cargo elevator platform is low- 
ered to this area while creatures are in the 15-foot-by- 
10-foot space where the platform lands, each of those 
creatures must succeed on a DC 10 Dexterity saving 
throw or take 11 (2dl0) bludgeoning damage and be 
knocked prone and restrained until the platform is 
raised. A creature that succeeds on its saving throw 
moves to a space of its choice next to the elevator plat¬ 
form without provoking opportimity attacks. 

HellraiseHs Hold. The hold of the Hellraiser is mostly 
cieared out on days when parades are scheduled, except 
for empty storage trunks, On other days, it contains the 
following paraphernalia: 

* Various trunks filled with musician, dancer, acrobat, 
and clown costumes 

* Casks holding confetti, glitter, and body paint 
Bundles of wooden stilts (4 and 8 feet high) 

* Papier-machc beholders mounted atop 10Tool poles 
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* A Boat topped by a life-size meehanical unie ora ridden 
by a meehanical drow ranger waving two scimitars 
(when a lever under the Boat is pulled, the unicorn 
farts a 15-foot cone of confetti, which it can do twice 
before needing to be refilled) 

* A float topped with two meehanical gobiins that re- 
peatedly punch each other when wound up 

- A Boat bearing a mechanica! armored knight battling 
a meehanical pit fiend (when wound up, the knight 
cleaves with its sword while the devii flaps Its wings) 

- Deflated black, blue, greeo, red, and white dragon 
balloons (they Boat magically when filled with air, and 
their size is Huge while inflated) 

* An enormous tarrasque puppei for five puppeteers 

* Wagon covers decorated with tassels and painted with 
color fui patterns and creat ures 

* Horse and ox harnesses. ah brightly decorated 

Eyecatcher*s Hold . The aft section of the hold of the 
Eyecatcher is guarded by four giant spiders painted 
in bright colors. These arachnids have been trained by 
Jarlaxle since they were hatchlings, and they can pass 
themselves off as inanimate float decorations by remam- 
ing perfectly stili untll they attack, They aren^t hostile 
toward drow, whose true nature they sense despite the 
ship’s illusion magic. Character® who have a passive 
Wisdom (Perception) score of 17 or higher realize that 
the spiders are a threat before the creatures attack. 

All sorts of damaged and unfinished attractions are 
stored here, including the following: 

* A number of broken clockwork monsters 

* Half-completed or broken wagon covers and puppets 

* A deflated balloon of an oversized flumph that has 
a small gash in it (a mendmg cantrip can repair 
the damage) 

* An undecorated Boat, topped with an unpainted me- 
clianical gold dragon made of canvas stretehed over a 
wooden frame 

Rigged with a glass canister of flammable gas, the me- 
chanical gold dragon is designed to breathe fi re when a 
lever is pulled. Pulling the lever cracks the canister and 
sets the dragon on fire. If the fi re breaks out here and 
isn t extinguished promptly, it spreads to other parts of 
the hold after 1 minute. Crew members in other parts of 
the ship detect srnoke 5 minutes later, by which time the 
hold is a raging inferno. Crew members will focus on 
saving the submarine (if it T s stili attached) before aban- 
doning shtp, 

JIS, Craft Supplies 

Eyecatcher and Hellraiser only 

Each of these cabins contains materials used to deco¬ 
rate floats: 

* Glitter, feathers, fabric, paper t scissors, sewing nee- 
dles f spools of colored thread. and flasks of glue are 
strewn over small tables. 

* Schematics for parade floats are tacked to the walls 
alongside varicus tools. 


J19. Lower Gargo Hold 
Heartbreaker only 

Beastly odors fili the hold of the Heartbreaker, becom- 
ing stronger as the characters get closer to the creature 
pens (area J20), The hold is mostly empty on parade 
days. On other days, It contains disassembled wagons 
(axles, wheels, and cages) that are used to pull cxotic 
creatures through crowded streets. Tools needcd to 
assemble and repair the wagons bang from hooks on 
the walls. 

Cargo Elevator . If the cargo elevator platform is low- 
ered to this area while creatures are in the 15-foot-by- 
10-foot space where the platform lands, each of those 
creatures must succeed on a DC 10 Dexterity saving 
throw or take 11 (2dl0) bludgeoning damage and be 
knocked prone and restrained until the platform is 
raised. A creature that sueceeds on its saving throw 
moves to a space of its choice next to the elevator plat¬ 
form without provoking opportunity attacks. 


J20, Creature Pens 

Heartbreaker only 

This section of the hold reeks of animal musk and 
waste. When theyTe not being paraded through city 
streets in cage-wagons, the monstrous attractions of 
the Sea Maidens Faire growl, chorde, stamp, snort, 
and roar in closed stalls. Two handlers (commoners 
with proficiency in Animal Handling) walk from stall to 
stalh carrying buckets of food and speaking softly to the 
creatures. 

Each pen is effcctiveiy a cdl equipped with a slid- 
ing door that can be double-latched from the outside. 

A wagon assembled in area JI9 can be backed up to 
any pen. With the pen door open, a successful DC 15 
Wisdom (Animal Handling) check then coaxes a caged 
creature into the back of a wagon. This check is made 
with advantage if food is given to the creature. If this 
check fails by 5 or more, the creature escapes, panics t 
and beglns attacking indiscrirmnatdy as it tries to win 
its freedom. Any such ruckus alerts the animal handlers 
or other crew members if they are nearby, 

The following creatures are kept in the twelve pens: 


Two apes 
One rhinoceros 
One tiger 
One allosaurus 
Two panthers 
One owlbear 


Four giant fire beetles 
One hippogriff 
One axe beak 
Two death dogs 
One giant vulture 
One polar bear 


The death dogs and the giant vulture are evil. and the 
giant vulture can understand Common (though it eant 
Speak). They seize any chance to escape and revel in the 
suffering of other creatures. 

J2L Handlers' Cabin 

Hcartbreaker only 



This cabin contains hammocks for the two handlers 
who work in area J20. If the creatures have been taken 
on parade» the handlers are asleep in their hammocks. 
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J22. Beast Suppues 

Heartbreaker only 

Suppiies and food for the creatu res in area J2Q are 
stored here: 

* Haunches of meai hanging from the ceiiing give this 
cabin a sickly sweet scent. 

* Shovels, ropes, chains, buckets* bales of hay, and sev¬ 
era! large crates are pushed against the walls, 

The crates hold a variety of lichens, mosses, and fungi 
that are fed to the herbivorous creatures. A successful 
DC 20 Intel!igence (Nature) check identifies the vege- 
tation as native to the Underdark, and the haunehes of 
animal meat as deep rothe—an ox-like creature raised 
for its meat by drow in the Underdark. 

J23. Gunslingers’ Hold 

Heartbreaker and Hellraiser only 

No one is allowed down here without the captains per- 
mission, and the guards have orders to kill trespassers 
on sight. This area contains the followmg features: 

* Two drow gunslingers (see appendix B) stand guard 
outside area J27. 

* The hold is filled with barrels contaimng ale and 
fresh water. The barrels are held down by cargo nets 
hooked to the floor. 

Drow Gunslingers* The drow take cover behind the 
walls that divide this area as they shoot. They fight to 
the death to keep intruders from reaching area J27, 

J24. Cleaning Supplies 

These closets hold mops, brushes, buckets, and soap 

used for scrubbing the decks* 

J25. Gunslingers 1 Gabins 

Heartbreaker and Hellraiser only 

These two cabins are the quarters of the drow gunsling¬ 
ers in area J23. Each contains the following features: 

* A hammock hangs on the wall opposite the door. 

* A wooden man nequi n and a walnut chest resl against 
the wall by the door 

The mannequins double as armor racks, though no 
armor currently adorns them, 

Treasure . Each chest holds two sets of common 
clothes* a water skin filled with wine, and a pouch con¬ 
tain i ng 3d6 gp and 4dlQ sp. 

J26. Logkers 

Heartbreaker and Hellraiser only 

Lining this hall are eight closets used as storage lock- 
ers by the workers and performers of the Sea Maidens 
Faire. They contain traveling clothes and outerwear 
hanging on hooks. as weil as boots and shoes, 

J27. Smoklepowder Storage 
Heartbreaker and Hellraiser only 

The locked door to this forward cabin has a wooden 
sign nailed to the outside that reads, in Common and El- 
vish, “RESTRICTED AREA. DO NOT INTERE The room 
contains the following features: 


* Twenty wooden kegs are secured to the walls with 
ropes, Each keg has a paper labd, written on which 
are the words “SMOKEPQWDER! EXPLGSIVEF in 
Common and Elvish. 

- A shelf above the kegs is lined with wooden boxes. 

Boxes . Ten wooden boxes on the shelf each contain 
one hundred pistol bullets. 

Kegs* Each keg holds five pounds of smokepowder 
(see appendix A), When one keg explodes, all other kegs 
within the area of efifect explode as well. If half the kegs 
explode at once* the blast blows a hole in the forward 
bull large enough to sink the ship, If ali twenty kegs 
explode at once, the blast blows hal f the ship to smither- 
eens* shatters Windows throughout the Dock Ward, and 
can be heard as far away as the Field Ward, 

J28. Walk-in Closets 

Eyecatcher only 

The doors to these closets are locked from the outside. 

Port Closet This closet abuts Jarlaxle^ cabin (area 
J3G) and contains tailorcd outfits and cloaks for every 
season and occasion* as well as towels. Against the back 
wall stands a wooden mannequin wearing an eye pateh. 
A secret door along one wall can be detected with a suc¬ 
cessful DC 15 Wisdom (Perception) check. 

Starboard Closet* This closet abuts the guest cabin 
(area J 29) and contains a half-dozen gowns and two soft 
fur cloaks on hangers, ladies’ hats on hooks, and fancy 
towels and shoes on shelves. A secret door along one 
wall can be detected with a successful DC 15 Wisdom 
(Perception) check. 

J29, Guest Cabin 

Eyecatcher only 

This richly appointed cabin is set aside for special 
guests. It contains a large bed, a wooden chest, a free- 
sranding mirron and a dresser with a lyre atop it. Empty 
wine bottles roll back and forth across the floor as the 
ship moves. The bed holds three giggling figures: 

* Jarlaxle Baenre (see appendix B), in the guise of 
Zardoz Zord (absent if he's marshalling the Day of 
Wonders parade; see “Special Events," page 145) 

- Margo Verida, a female Amnian human bard (see 
appendix B) 

* Khafeyta Murzan, a female Mulhorandi human 
swashboekler (see appendix B) 

Margo and Khafeyta both joined the Sea Maidens 
Faire within the past year—Margo as a lyrist* Khafeyta 
as an acrobai. Jarlaxle has taken a romantic interest in 
both women, who are also tn love with each other. 

Margo and Khafeyta are polite but terse, Both are neu¬ 
tra! good. If attacked, they grab their weapons and other 
belongings and ftee through a secret door (see below), 

If separated from Jarlaxle and compdled todivulge 
Information about their host, Margo and Khafeyta reveal 
some or all of the following facts: 

* Zardoz Zord is a drow named Jarlaxle in disguise* 

- Each ship in the Sea Maidens Faire is crewed by 
drow. The ships’ figureheads cast illusions on the 
drow. making them appear human. 
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* Jarlaxle wants the Lords’ Alliance to recogmze his 
city, Luskan* as a new member, and he wants to push 
Neverwinter out of the alliance* 

* A year ago, the Sea Maidens Faire visited the island 
nation of Lantan, where Jarlaxle obtained a Lantanese 
sub mari ne and severa 1 clockwork servants. 

Secref Door A sacret door leading to a walk-in closet 
{area J28) can be found with a successful DC 15 Wis- 
dom (Perception) check. 

Treasure. Margo T s lyre is worth 30 gp. An unlocked 
chest at the foot of the bed holds four sets of costume 
clothing and a jewelry box containing six gold bracelets 
(worth 25 gp each), two diamond rings (worth 250 gp 
each) T and a pearl neeklace (worth 500 gp}. 

J30. Zardoz Zord*s Cabin 

Eyecatcher only 

The doors to this cabin are locked If anyone other than 
Jarlaxle turns the handle of ejther door* a magic mouth 
spell activates and shouts, “By Lolth’s teeth, haveyou no 
manne rs?’ T The sound is loud enough to be heard by Jar¬ 
laxle (if he is in area J29), and he comes to investigate. 
The room contains the following features: 

* The sweet smdl of lavender permeates the cabin. (The 
scent is created by magic and can be dispelled.) 

* A nimblewright (see appendix B) stands in a small al- 
cove next to a chess table. An empty wine bottle on the 
table is labeled “One-Eyedjax* in Common. 

- Behind a purple curtain. a bed is covered by a soft 
blue blanket and matching pillows, Next to the bed is 
a wooden chest with clawed feet. 

NimhhwrighL The nimblewright serves jarlaxle as 
a servant* and it obeys its master’s commands without 
question* Absent orders* it attacks anyone who discovers 
the trapdoor in the floor (see below), 

Secret Doors. Any character who searches the cabin 
and sueceeds on a DC 15 Wisdom (Perception) check 
finds a secret door leading to a walk-in closet (area J28) 
and a secret trapdoor in the floor 
The trapdoor has an arcane A>cA spell cast on it t but 
rapping on it three times suppresses the spell for 1 min¬ 
ute* Akernatively, the trapdoor can be forced open with 
a successful DC 25 Strength (Athletics) check* 

Below the trapdoor, a meta! ladder deseends to the 
bottom of a 10-footdong, 3-foot-d ia meter Steel tube 
with a circular metal hatch at the bottom. The hatch is 
opened by turning its valve wheel, which grants access 
to area U1 on the Scarht Marpenoth. This area is magi- 
cally pressurized to keep water from entering the ship if 
the hatch is opened while the submarine isnT docked. 

Treasure. The chess set features jade pieces shaped 
like drow and is worth 2,500 gp, 

J3L Tratning Area 

Eyecatcher only 

Jarlaxle trains here regularly* The space contains the 
following features: 

* Ropes are strung throughout the area like webs. 

* Four rapiers hang from a wooden rack attached 
to the mast 


* Five beatoip mannequins made of wood, straw, and 
can vas stand about the room. Each holds a wooden 
sword and a wooden shield. 

* A dartboard mounted on one wall has a shiny dagger 
sticking into it. 

Attack Mannequins* As a bonus action. Jarlaxle can 
command the five magic mannequins to animate and 
attack a single target of his choice. Each mannequin has 
the statisties of animated armor. Mannequins that take 
da ni age bccome inanimate until Jarlaxle uses another 
bonus action to re animate them. A mannequin targeted 
by a mending cantrip regains 1 hit point. 

Dagger. The dagger in the dartboard is a +1 dagger : 
Ropes , The ropes make ali parts of this area difficult 
terra in. As part of its moventem, a creature can maneu- 
ver around the ropes with a successful DC 15 Dexterity 
(Acrobatics) check, negating the ropes’ effect for that 
creature until the end of its turn. 

J32. Jarlaxli’s Sauna 

Eyecatcher only 

The door to this room is closed with an exterior hook 
latch. When the door is opened, clouds of steam bil- 
low out from the area beyond. This steam is created 
magically and can be dispelled with a successful cast- 
ing of dispd magic (DC 14). The room holds only a 
wooden bench. 

Steam. The steam has no adverse effect for the first 
hour. For each additional hour spent in this room, a 
creature must succeed on a DC 11 Constitution saving 
throw or gain one level of exhaustion. Creatures im- 
mune to fi re damage automaticaliy succeed on this save. 

SCARLET MARPENOTH 

Jarlaxle s submarine* the Scarht Marpenoth * is mounted 
underneath the Eyecatcher and can be seen only by 
creatures under the water. Jarlaxle retreats here if the 
Eyecatcher comes under attack. 

Drow Crew 

The magic that conceals the true appearance of drow 
aboard Jadaxles ships doesn't extend to the Scarht 
Marpenoth. Characters who encounter drow while 
sneaking around the submarine are questioned. If the 
drow don ? t get the answers they want. they attack. Any 
nearby drow who hear a Bght break out will investigate 
and team up to repel boarders. 

Gnome Engineers 

Rock gnome engineers maintain and operate the Scarht 
Marpenoth . These gnomes are apprentice wizards (see 
appendix B), with these changes: 

* The gnomes are neutral good. 

- They are Small and have 7 (2d6) hit points each. 

* They have these racial traits: They have advantage on 
all Intdligenee, Wisdom* and Charisma saving throws 
against magic, Their walking speed is 25 feet. They 
have darkvision out to a range of 60 feet. They speak 
Common and Gnomish. 
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Map 7 , 2 : Scarlet Marpenoth 


The gnomes know a great deal about submarines and 
very little about everything dse. They are treated well 
by Jariaxle, but a stiecessful DC 15 Charisma {intimi- 
dation) check or a bribe of 100 gp or more can convince 
a gnome to surrender its master keys t tam per with the 
engine, or pilot the submarine as the characters direct. 

SUBMARINE FEATURES_ 

The Scarlet Marpenoth has AC 20, 300 hit points, a 
damage threshold of 15, and immunity to poison and 
psychic da mage, The submarines structu ral integrity 
fails when the vessd drops to 0 hit points, whereupon 
it floods and sinks. The submarine is worth 15,000 gp 
intact and requires at least one pilot and one engineer 
to operate. It has a maximum speed of 2 miles per hour 
and can hold up to 10 passengers plus 2 tons of cargo, 
The submarine has the following general features: 

* Interior spaces are uni it. (The drow and the gnomes 
rely on darkvision to see.) 

- Ali furnishings and features are boltcd down, 

« Chambers are 8 feel high, with 6-footfiigh passages 
and doorways connecting them, 

- Air magically circulates through a complex ventilation 
system and small metal grills set into the doors* 

* Doors are made of Steel and have AC 19 t 27 hit points, 
a damage threshold of 10, and immunity to poison and 
psychic damage. A door T s lock can be picked by a char¬ 
acter who makesa successful DC 18 Dexterity check 
ustng thieves' tools. A door can bc forced open by a 
character who sueceeds on a DC 25 Strength (Athlet- 


ics) check, Jarlaxle and the gnomes aboard the Scarlet 
Marpenoth have keys to all locked doors, All doors are 
airtight while closed. 

Are as of the Scarlet M arpe noth 

The following locations are keyed to map 7.2. 

UL Entrance Hatch 

Characters descending from Zardoz Zords cabin on the 
Eyeca tcher (a re a J 30) arrive in thischamben From this 
side, the circular metal hatch is opened by turning its 
valve wheel. This area is magically pressurized to kecp 
water from cntering the Scarlet Marpenoth if the hatch 
is opened whiie the submarine isn*t docked to the Eye- 
c atchen But if both the outer hatch and the inner door 
are opened underwatcr, the submarine will flood, 

U2, Engine Room 

The door to this area is locked. A plaque on the door 
reads +i ENGINE ROOM" in Common and Gnomish. The 
room has the following features: 

- The engine room is filled with machines that hiss, 
whir, and clatter constantly. A rock gnome named 
Breena Bafflestone monitors the machinery at all 
times, Nearby is a copper speaking tube, which en- 
abies her to communicate with the contrai room com¬ 
ma nd center (area U7b), 

* Drawers in the wails contain screwdrtvers, wrenches, 
and other tools. 
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* To port and starboard, 3-foot-high* 2Vfc-foot-wide 
passageways lead dceper into the machinery. Me¬ 
dium creatores must squeeze to move through 
these passages. 

Machinery - The engine is a quasi-magical machine 
that contrais the submarme f s propulsion and depth and 
powers the hns and rudder that contrai dtrection. A 
detect magic speil or similar magic reveals an aura of 
transmutadon magic throughout the area. 

A character who has proficiency with tinkers tools 
can use the tools to disable the engine with a successful 
DC 15 Intelligence check. The same check reactivates 
the disabled engine. Whether it succeeds or fails, each 
check represents 10 minutes of work. The engine can 
also be destroyed. h has AC 16, 50 hit pomts, and immu- 
nity to poison and psychic damage, 

U3. Soluun’s Stateroom 

If he has not been encountered and disposed of else- 
where, a drow gtmslinger named Soluun Xibrindas (see 
appendix B) is here, worshiping before a shrine of Lolth. 
His stateroom has the following features: 

* The port alcove contains a net hammock and a Steel 
footlocker. 

* A black meta! shrine of Lolth covered in tiny spider 
statuettes stands against one wall. At its top is a sculp¬ 
ture of the demon goddess, with the head and upper 
body of a female drow and the lower body of a spider, 

* A Lantanese diving suit hangs in the closet to 
the south. 

Diving Suit. This experimental device consists of a 
press ure-re si stant padded suit T made of canvas with 
iron fittings and iron gaimtlets. A fishbowl helmet at- 
taches to the suits coi lar and functions as a cap of water 
breathing. 

Treasure. The shrine weighs 50 pounds and is worth 
125 gp as an art object. The footlocker contains a pouch 
holding 50 gp and apof/on of healing. The potion s crys- 
tal flask, shaped like a spider, is worth 25 gp. 

U4, Jarlaxle's Stateroom 

The door to this tidy cabin is Jocked. The cabin contains 
the following features: 

- The sceof of lavender magically penneates the cabin, 
(The scent is created by magic and can be dispelled.) 

* A hammock is suspended in the starboard alcove. A 
detect magic speil or similar magic reveals that the 
wall behind the hammock radiates an aura of trans- 
mutation magic, 

* Other furnisbings include a tali harp with a stool 
nearby, a harpsichord with a matching beneh, a free- 
standing mirror, and a large wooden trunk. 

CJosei. The locked closet aft of the cabin contains a 
wooden rack stocked with sixty bottles of wine. Each 
one is a rare vintage worth 25 gp. 

Magic Window , Touching the wall behind the ham¬ 
mock renders the wall transparent from this side, and 
touching it again makes this “window’* go away, When 
the wall is transparent. creaturas in the cabin can see 
emi, but creatures outside the submarine can’t see in. 


Wooden Trunk. The trunk isnt locked, Lifting the Hd 
causes panels in the front and sides to open T releasing a 
swarm of mechanical spiders that attacks anyone other 
than Jarlaxle. This swarm has the statistlcs of a swarm 
of insects (spiders), with these changes: 

* The swarm is made up of Tiny eonstructs, 

* It doesrvt require air, food, drink, or sleep, 

* The swarm has vulnerability to lightning damage, 
is immune to exhaustion, and ean*t be eharmed, 
frightened, paralyzed, petnfied, knocked prone, 
or poisoned. 

The chest has a secret compartment in the bottom 
that can be detected and opened with a successful DC 
13 Wisdom (Perception) check. If Jariaxle has the Stone 
of Golorr , he keeps it in the secret compartment, along 
with any magic items he mighi have claimcd from the 
characters, The compartment is otherwise empty. 

U5. Fel’rekt'3 Stateroom 

If he has not been encountered and defeated elsewhere, 
a drow gtmslinger named FelVekt Lafeen (see appendix 
B) is here, cieamng his pistol. His stateroom contains a 
net hammock and a Steel footlocker. 

Treasure , FelVekt’s footlocker contains 65 gp in a 
pouch, a comb carved from dragon bone (worth 5 gp), 
and a pair of obsidian dice (worth 25 gp). 

U6. Krebbyg's Stateroom 
[f he has not been encountered and defeated elsewhere, 
a drow gtmslinger named Krebbyg Masq^lyr (see ap¬ 
pendix B) is here, sharpening his sword. His stateroom 
contains a net hammock and nothing else. 

U7. CONTROL ROOM 

The control room has two levels: an observation deck 
(U7a) and a command center (U7b), with two ladders 
running between levels. Two circular soundproof 
Windows are embedded in the port and starboard 
bulkheads, The window panes are made of glassteel a 
resilient metal magically rendered transparent. Curious 
merfoik who live in Deepwater Harbor investigate the 
submarine from time to time, and miglit be seen peering 
through the Windows, 

U7a* Observa tion Deck. If Jariaxle Baenre (see 
appendix B) is forced to retreat to the submarine, he is 
here when the characters brst arrive. The observation 
deck is an elevated, 10-foot-high metal piat forni with 
a grilled floor, supportecl by two metal eolumns. Two 
padded swivel chairs are bolted to the deck, whieh is 
enclosed by a thin Steel railing. The height of each chair 
can be adjusted to accommodate a Small or Medium 
creature, Between the two chairs is a bronze periscope 
that can be raised or lowered whenever the submarine 
is detached from the Eyecatcher: 

U7b . Command Center. Three rack gnome engineers 
named Lorella Middenpump, Tervaround VVaggletop, 
and Anverth Leffery are on duty here, along with two 
drow elite warriors named Karabal Lcnz and Marro 
Qaz T arrt. The drow guard the control room and keep the 
gnomes on task. 

Lorella sits in the pilods swivel chair, whieh is 
bolted to the floor and can be lowered or raised to 
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accommodate a Small or Medium creature, The chair is 
situated before a panel of dials, levers, and buttons, Ter- 
varound and Anvcrth stand by the back wall monitoring 
gauges and performing system checks. A copper speak- 
ing tube en abies them to communicate with Brecna 
Bafftestone in the engine room (area U2), 

The gnomes can pflot the Scarlel Marpenoth with- 
out needing to make a check. Any other creature must 
succeed on a DC 20 Intel ligence check to figure out the 
Controls. From the eontrol panel, the pilot can detach 
the sii bm ari ne from the Eyecatcher, as well as eontrol 
its speed, direction, and depth. The pilot can electrify 
the outer hull for 1 minute, after which the system re¬ 
quires 1 hour to recharge. Any creature that comes into 
contact with or starts its turn in contact with the outer 
hull when it’s electrified must make a DC 15 Dexterity 
check, taking 22 (4dl0) lightning damage on a failed 
save, or half as much damage on a successful one, A 
creature wearing metal armor has disadvantage on this 
saving throw, 

US. Engineers' Staterooms 
Each of these four compartments contains an off-duty 
rock gnarae engineer sleeping in a small hammock, 
beneath which are two Steel footlockers. The four rock 
gnomes are named Cockaby Fapplestamp, Ellywick 
Fiddlefen, Gerbo Reese, and Zaffrab Horcusporcus. 

Footlockers * Each footlocker belongs toa partic- 
ular gnome engineer stationed ahoard the Scarlet 
Marpenoth . Both contain fokled clothes sized for a 


gnome. One of them also holds a set of grease-stained 
overalls and a set of tmkeFs tools that belong to the 
gnome asleep in the bunk. There is a 25 percent chance 
that a footlocker also contains a ciockwork toy, a fire 
starter, or a music box (as described in the "‘Rock 
Gnome" section in chapter 2 of the PlayePs Handbook )* 

U9. Dining Room 

This room has the following features; 

* A walnut dining table is surrounded by eight padded 
swivel chairs. The height of each chair can be adjusted 
to accommodate a Small or Medium creature. 

- Soft, ambient music filis the room, created by magic, 

U1G, Galley 

This room has the following features: 

* An iron stove sits in one comer. 

* In the opposite corner stands a Steel food preparation 
table with utensils dangling above it. Bullt into the ta- 
ble is a lidded Steel box attached to a pedal on the floor 
below, When the pedal is pumped, water and moving 
brushes scrub dishes and utensils that have been 
placed into the box, 

* A cart holds cutlery and dishes. 

U1L Pantry 

Metal shelves lining the walls hold fresh fruit, vegeta- 
bles t casks of wine, and meat. Two Steel barrels (one 
containing ale t the other drinkmg water) stand beneath 
the shelves. 
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U12. Privy 

This privy has a tollet and a washbasin, both attachcd to 
pipes, Above the basin is a hinged mirror. behind which 
is a compartment contaimng soap and towels. 

U13, Air System 

The door to this area is locked. A plaque on this door 
reads "AIR SYSTEM” in Common and Gnomish. The 
room has the following features: 

. The area is filled with maehines that hiss, whir, and 
e l at ter eonstantly. 

* Drawers in the walls contain screwdrivers, wrenches, 
and other tools. 

- To port and starboard, SToot-high, 2^-foot-wide pas- 
sageways lead deeper into the machinery, Creatures 
that arc Medium or larger must squeeze to move 
through these passages. 

Machinery The quasi-magical machinery in this area 
generates and circulates fresh air throughout the sub- 
marine. A detect magic spell or slmilar magic reveals an 
aura of conjuration magic throughouL the area, 

A character who has proficiency with tinkeFs tools can 
use them to disable the machinery with a successful DC 
15 Intelligence eheck. The same check reactivates the 
disabled machinery. Whether it succeeds or fails, each 
check represents 10 mi nutes of work. The machinery 
can also be destroyed. It has AC 16, 50 hit points, and 
immunity to poison and psychic damage. 

When this machinery shuts down, air stops pumping 
throughout the vessel. Unless the air system is reacti- 
vated, creatures trapped in the submarine that need oxy- 
gen to breathe will begin to suffocate after two days (see 
“Suffocating” in chapter 8 of the PlayePs Handhook). 

Special Events 

You can use one or more of the following events if the 
characters take an interest in the Sea Maidens Faire. 

The Friendly Dragon_ 

This encounter can be used as the characters approach 
the Eyecatcher* Read: 

In the water ahead, a large shape speeds toward you. 

As Et gets closer, you recognize it as a dragon with 
bronze-colored scales, Slewing to a stop r the creature 
gives a toothy grin, then ratses a daw in a small wave. 

"Well met!” itchirps, 

m 1 

Zelifarn, a young bronze dragon, recently moved 
into Deepwater Harbor, He has spent the pasl several 
months scouring wrecks at the bottom of the harbor 
for treasure and stashing precious baubles in a hidden 
underwater cave, Recently, he noticed a strange craft 
mounted on the underside of the Eyecatcher. His at- 
tempts to treat with the crew have met with no success, 
hut he T s curious to know more. Since the characters 
appear to be headed toward a rendezvous with the Eye- 
catcher ; Zelifarn would Hke them to find out all they can 


about the underwater vessel without raising suspicion. 
The dragon promises to meet them again after they have 
completed their mission. In exchange for information, 
he offers to give the party a barnacle-covered chest that 
he found recently, He hasnY opened it yet T so its contents 
are unknown to him, but he can smell gold inside, 

Treasure 

Zelifarn approaches the characters again as they Leave 
the Eyecatcher: If they teli him more about the contents 
of the submarinc and he believes that they're being 
truthful, he gives them the promised rcward: an old 
chest with a rusted lock that can be busted or pried open 
with a successful DC 13 Strength (Athletics) check. It 
contains 300 sp plus a golden amulet shaped Hke an oc- 
topus with amethyst eyes (worth 250 gp), 

A secret compartment in the chest p s lid can be found 
with a successful DC 11 Wisdom (Perception) check. 

It contains a stoppered wooden scroll tube that holds a 
spell scroll of revivify. 

A Night to Remember 

If the characters stake out the ships of the Sea Maidens 
Faire t they observe strange activity on the pier during 
their first night of surveillance; 

A thick fog unexpectedly rises along the water, engulfing 
vessels and docks alike. As the gray miasma thickens. the 
creaking sound of shiftEng ships becomes Increasingly 
hauntlng. Suddenly, you spotthree shadows gliding 
through the gloom Hke elves slipping through a forest. 

Where they came from and where they're going, you 
don't know. 

4 

The shadowy figures are the three drow gimslingers 
FelYekt Lafeen, Krebbyg Masq T il'yr T and Soluun Xibrim 
das (see appendix B), If any of these drow are dead or 
otherwise indisposed, replace them with drow elite 
warriors. The drow used the cover of the fog to come 
ashore in one of the Eyemtchers rowboats, The boat is 
tied off at the end of the pier between the Heartbreaker 
and the Hellraiser. 

These Bregan D T aerthe spies are on their way to a 
secret meeting with Laeral Silverhand (see appendix 
B). The Open Lord is waiting for them in an alley in the 
Dock Ward. under the cloak of an invisihilhy spell She 
remains invisible for the entire meeting, 

Harper spies in Luskan recently warned Laeral that 
Jarlaxle might be in Waterdeep, She reached out to him 
with a sending spell to arrange this meeting, in the hope 
of finding out his pians, The characters can follow the 
drow spies to the rendezvous. If the drow realize theyYe 
being followed, they make no effort to shake their pursu- 
ers, If theyYe attacked, they scatter and try to complete 
their mission before heading back to the Eyecatchcr. 

If a battle erupts and escape appears impossible, the 
drow fight to the death, A City Watch patro! consisting of 
six veterans arrives ld4 minutes later to make arrests. 
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JaRLAXLE'S LETTER 

One of the Bregan D aerthe spies carries a letter for 
Laeral. It bears the wax sea! of Luskan and is written in 
Jarlaxle’s elegant hand, in Elvish. It reads as foilows: 

To Her Ageless Majesty, Laeral Silverhand, the Witeb- 
Queen of Stornanten Lady ofthe North, She ofthe Seven 
Sisters, Chosen of Mystra, and Open Lord of Waterdeep: 

Your spies are to be commendedt Rest assured, my 
presence in your fair city Is purely recreational—though if 
fortune smiles upon me, this visit could benefit us both, 

Your predecessor left the City of Splendors in a sorry 
state, but you have dane wonders to lift the spirit of the 
Citizenry during your short time irt office. I know how 
politias offertds you, so forgive me for taking this oppor- 
tunity to point out the obvious. We can make both our 
cities stronger and strike back at be who robbed Waterda- 
vians of their wealth and dignity. I’m speaking, of course, 
ofthatdirty sack of rats, Dagult Neverember. That F s the 
pbrase you used to describe him yesterday to the emis- 
sary from Mirabar, is it not? Evidently, my spies are also 
to be commendedl 

Why let Neverember get away with his crirnes agairst 
Luskan and Waterdeep? Can we be allies, If not friends? 
These are the questions that haunt my dreams, as surely 
as I haunt yours, 

Sincerefy, 

J 

Laeral isrit surprised that Jarlaxle lacks the courage to 
meet her in person* She thanks the drow messengers 
for delivering the letter, cautions them to mind the City 
Watch and the City Guard, and heads back to the Palace 
of Waterdeep. The drow spies retura whence they came, 

CONVERSATION WITH LAERAL 
If Laeral becomes aware of the characters, she appears 
before them and asks what business they have with Bre¬ 
gan Daerthe. If the characters have not met the Open 
Lord before, she might impress them with her plain- 
spoken manner and lack of pretense. Alone and outside 
the political maelstrom T she acts more like an adven¬ 
tarer than a city official, 

If the characters inquire about the letter, she shows it 
to them and asks their opinions on Lu$kan’s joining the 
Lords' Ailiance. In her mind, Luskan is a greedy pirate 
state that can't be trusted under any circumstances. If 
the characters feel similarly, she trusfs them enough to 
ask for their help in finding and securing Lord Neverem- 
beFs hidden cache of dragons. In exchange, she prom- 
ises them a 5,000 gp reward and Waterdeep’s gratitude. 

Day of Wonders Parade 

The Day of Wonders is the grandest parade of the fall 
season, and Jarlaxle wants the Sea Maidens Fatre to 
be a part of it, In the guise of Zardoz Zord, he pays a 


visit the day before the hohday to the House of Inspired 
Hands, Waterdeep’s temple of Gond, to coordinate with 
the acolytes in charge of organizmg the parade. He pre~ 
sents a detailed plan that commingles the attractions of 
the Sea Maidens Faire with the bizarre inventions of the 
temple—a plan that is well received* 

The eveni ng before the Day of Wonders, workers be- 
gin assembiing the wagons and floats of the Sea Maid¬ 
ens Faire on the pier. Early the following morning, the 
docks are a hive of activity as performers practiee their 
routines and caged creatures are offioaded one by one. 
An hour before hlghsun on this crisp and windy autumn 
day, the Sea Maidens Faire makes its way to the House 
of Inspired Hands to meet iip with the Gond worshipers 
and their contraptions. From there, the parade strikes 
out in earnest, marching through Waterdeep's streets 
to the cheers of the local folk. Zardoz Zord serves as 
granei marshal, leading the parade on the back of a rain- 
bow-feathered diatryma summoned using his feather of 
diatryma summoning (see appendix A). For Jarlaxle, the 
parade *s a chartee to show off and be cheered; he has no 
ulterior motive for participating in the event. 

While THE Boss Is Away 

As the Sea Maidens Faire parades through Waterdeep f 
the characters can slip aboard one or more of Jarlaxle’s 
ships, If things turns violent aboard a ship, its captain 
uses a sending spell to contact jarlaxle. Jarlaxle is 
supremely confident that his crews can overcome any 
threat, so he doesnY rush to their defense at the first 
sign of troubie. Only if the characters do conside rabie 
damage will he treat their attack as a setback. 

If the characters escape a confrontation on the ships 
but leave behind witnesses who can identify them. it 
takes Bregan Daerthe several days to track them down 
(assuming jarlaxle hasn*t already met them), Although 
killing the characters wonld be easy at that point, jar¬ 
laxle would rather put them to work for him. He has 
them watched but doesnY provoke hostilities until such 
time as the reward clearly outweighs the risks, 

Esca ped Bear 

The Sea Maidens Faire parade ends where it started- at 
the docks. As the attractions are being loaded back onto 
their ships, the Faire’s palar bear gets loose, fieeing into 
the Dock Ward before its handlers can corner it. News 
of the escaped bear spreads quickly, and sightings are 
frequent. If the characters impressed one of the drow 
ship eaptains, he contacts them by way of a sending 
spell and asks for help. He wants the bear retrieved be¬ 
fore the City Guard finds and kills it, offering a reward 
of either 250 gp or a potion of water breathinp. 

The characters can track and corner the polar bear 
with a successfui DC 16 Intelligence (Investigation) or 
Wisdom (Survival) check. Whether a check succeeds or 
fails, each attempt represents 1 hour of searching, If the 
characters find the bear with in 4 hours, it can be lured 
back to the Sea Maidens Faire with food or a successfui 
DC 14 Wisdom (Animal Handling) check. The captain 
then makes good on the promised reward. If the charac¬ 
ters don t find the bear, members of the City Guard get 
to it first and kill it, 
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ANSHQON YEARNS TO RULE WaTERDEEP 
as a tyrant, take over the Zhentarim, 
and use both seats of power to plunder 
and contrai the Sword CoasL He needs 
the gold in the Vault of Dragons to pay 
off Masked Lords and Zhentarim lead- 
ers whose support will be instrumental 
when the time comes to oust Lady Laeral Silverhand as 
Open Lord. Manshoon has a long 1 i st of powerful ene¬ 
mies, among them the Harpers, Elminster of Shadow- 
dale, Halaster Bl&ckeloak of Undermountain, and the 
Blackstaff of Waterdeep. These enemies would quickly 
move against Manshoon if they learned he was hiding 
in Waterdeep. For his evil pians to succeed, Manshoon 
must operate in the shadows for the time being. 


promises the characters 10 percent of the trove (50 T 000 
gp). Manshoon has no intention of honoring this agree- 
ment, but it can help huy the characters some time. 

If the characters manage to kill Manshoon and the 
local authorities are made aware of the act, no murder 
charges are filed. Rather, the characters" acttons are cel¬ 
ebrate d. Laeral Silverhand summons them to the Palace 
of Waterdeep to thank them officialiy, in her capacity as 
Open Lord. Sometinie later, Vajra Safahr invites them 
to Blackstaff Tbwer to thank them for their Service and 
offer them tnembership in Force Grey. 

Disrupting Manshoon’s 
Ope r at ion _ _ 

Characters can hinder Manshoon in the following ways. 



Facing Manshoon 

A head-on battle with Manshoon isnh likely to go well for 
the characters. That said, the wizard’s greatest weak- 
ness is that he has powerful enemies in Waterdeep. The 
risk of exposure keeps him hidden, and the characters 
can thwart him by furnishing his enemies with proof 
that he’s alive (after a fashion) and operating in Water¬ 
deep. When it comes to Manshoon dones, deciding to 
“let the city deai with it n is a wise course of action. 

If the characters fmd themselves at the evil wizard ! s 
mercy Manshoon will gladly trade their pitiful lives for 
the Stone ofGoiorr and the keys to unlock the Vault of 
Dragons, In exchange for helping him get the gold. he 


RELEASE THE BaRLGURA 

If the characters free the barlgura demon in area K15 
and aliow it to roam Kolat Towers, Manshoon loses 
many foliowers to the demon*s rampage. 


Report Manshoon 

Delivering proof that Manshoon is hiding in Waterdeep 
to Laeral Silverhand, Mirt, the Harpers, Force Grey, the 
Blackstaff, the Lords’ Alliance, the Order of the Gaunt- 
let T the City Watch, or the Watchful Order of Magists 
and Protectors triggers a far-reaching effort to oust 
him from the city, Such proof can bc obtamed from any 
of Manshoon’s lieutenants, who can be captured and 
































An invisible field of magical force surrounds and covers 
Kolat Towers* The field is paper-thin and stands just 
outside the outer wall of the estate, extending upward 
to cOiitain the buildings in their entirety. Nothingcan 
pass through the barrier, including air, fog, rain, and 
snow, Creatures that donV reaiize the field is there 
bounce off it, with birds especially prone to striking it. 
The ground outside the field is regularly Httered with 
the tiny corpses of birds that broke their necks hit- 
ting it, and Street cleaners come by every morning to 
sweep them up. 

DlGGlNG UNDER THE FORCE FlELD 
There are no openings in the force field, which extends 
1 foot underground. It takes 1 hour for a character with 
a shovel to dig a hole deep enough for a Medium crea¬ 
ture to squeeze through, guing under the field to the 
other side of the towers’ outer wall. Since Kolat Towers 
is surrounded by other buildings, there’s a 75 percent 
chance that any digging attracts 2d6 members of the 
City Watch (veterans), who put a stop to it 


turned over for interrogation* These iieutenants include 
Sidra Romeir (area K2), Manafret Cherryport (area K3), 
Crstul Floxin (area E5), Vevette Biackwater and Agorn 
Fuoco (area E8), and Havia Quiekknife and Mookie 
Fltish (area E10). 

The ledger in area E13 also contains proof of Man- 
shoons malfeasance. Giving it to Laeral Sitverhand, 
Vajra Safahr, Mirt, or a magister provides enough evi- 
dence for them to act on. 

Once ManshootVs whereabouts are established, the 
City Guard cordons otf and surrounds Kolat Towers. 

The Blaekstaff and the Watch fui Order assist as needed. 
If the characters deactivated the force field, the siege is 
brief and Manshoons forces are routed. If the force fidd 
remains in place, the Watchful Order can deactivate it, 

When aII is said and done, Manshoon is forced to re~ 
treat to his extradimensional sanctum. From there. he 
continues his search for the Vault of Dragons while fend- 
ing off attackers* 

Steal Manshoon^ Spellbook 
Stealing the spellbook from area EI 3 causes Manshoon 
to slow his search for the Vault of Dragons while he 
either tries to replace it or sends a simulacrum (see ap¬ 
pendix B) and other forces to retrieve it* 


Kolat Towers 


This dilapidated, two-towered edi fice stands tali in the 
Southern Ward. Its neighbors are aware of the magi¬ 
ca I force field that surrounds it, and they can see light 
from continual flame spells spilling out of the Windows, 
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Despite these persistent magical effects, most folk 
believe the structure is abandoned. Others think it*s 
haunted by the ghosts of the Kolat br others. They Ve 
wrong, of course. 

Manshoon posts no visible guards outside Kolat 
Towers, since he wants others to believe the site is aban¬ 
doned* The evil wizard and his underlings come and go 
using teleportation circles inside the towers. 


Force Field 



USING MaGIC TO ByPASS THE FORCE FlELD 
Characters can use magie such as a dimension door or 
mistystep spell to teleport from one side of the force 
fieId to the othen A disintegrate spell or a successful dis- 
pd magie (DC 19) spdl cast at the field creates a lO-fooT 
square opening that lasts for 1 minute. 

Destroyingthe Force Field 
A magie rune in area K18 generates the force field- De- 
stroying that rune ends the effect. 

Kolat Tow ers Features _ 

The following general features apply to Kolat Towers: 

- Kolat Towers is a multistory structure, with each 
level standing 20 feet higher than the one bdow it, 

Its rooms have 15-foot-high ceilings, with 7-foot-high 
doorways connectiug them. 

- Climbing the outside walls without equtpment re¬ 
quires a successful DC 15 Strength (Athietics) check. 

* Each of the doors in the towers, as well as the door in 
the outer watl, is made of iron-bound oak and has AC 
16. 27 hit points, and tmmunity to poison and psychic 
damage. If a door is locked, it can be pickeel by a char¬ 
acter who makes a successful DC 15 Dexterity check 
using thieves' tools, or it can be forced open with a 
successful DC 20 Strength (Athietics) check. Man~ 
shoon, Manafret Cherryport, and Havia Quickknife 
have keys to the locked doors, 

* Windows have leaded frames and dirty glass panes. 
They are latched from within and swing inward on 
iron hinges, A successful DC 11 Dexterity check using 
thieves' tools opens a window from the outside. 

* Uniess otherwise noted, all areas are brightly Iit by 
continuat Hame spei Is cast on wall sconces, 

* Sorae of the staircases in Kolat Towers are invisible. 
They are revealed by a see invisibility spell or similar 
magie. A creature traversing stairs it can't see can 
move on the steps at half speed without any problem. 

A creature that moves any faster than half speed must 
succeed on a DC 10 Dexterity (Aerobatics) check or 
slip T tumble down the stairs, and fall prone at the bot- 
tom of them* * 

Areas of Kolat To wers _ 

The followmg encounter locations are keyed to map 8.1, 
KL Storeroom 

The outer door is locked from the inside, and the room 
has neither heat nor light sources* Crates stacked 
around the room are packed with meat, and bear the 
seal of the Fellowship of Salters, Packers, and joiners. 

K2. Dining Room 

This room eontains the following features: 

* Three Zhents in black armor sit around a stone dining 
table, playing Three-Dragon Ante (a card game). The 
table is set with sil ver. 

* Eight moth-eaten banners hang from the walls. Each 
bears an arcane sigil that represents a different one of 
the eight schools of magie. 


Zhents . The card players are Sidra Komeir (LE fe- 
male Calishite human veteran) and two subordinates 
(LE male Tethyrian human thugs). Since the force field 
around Kolat Towers keeps out riffraff, Sidra assumes 
the characters are guests of Manshoon arriving for 
a clandestine meeting. If the characters give her no 
reason to beiieve otherwise, she and her thugs escort 
them wherever they ask to go* If it becomes ciear that 
the characters don ! t belong in the towers, Sidra and her 
thugs attack. Combat in this area draws the attention of 
Manafret Cherryport in area K3, who investigates. 

Sidra wears a i e lepor ter ring (see “Teleporter 
Rings,” page 157). 

Treasure. Sllverware on the table is worlh 100 gp. 
K3. Kitchen 

Mouthwatering scents fili this room, which eontains the 
fol lo wi n g feat u re s: 

* If he hasn t already been drawn elsewhere, a portly 
halfling stands atop a stool and cooks al an iron stove, 

* A green, ghostly hand floats above a trellis table, hold- 
ing a knife and cutting carrots and celery. 

- A statrease curves up one wall, leading to area K7. 

Zhent Cook , The halfling, Manafret Cherryport. is 
one of Manshoon f s lieutenants* He loves to cook, and 
uses his mage hand cantrip to cut vegetables. He as¬ 
sumes the characters are intruders uniess convinced 
otherwise. Any ability check to do so is made with dis- 
advantage, since Manafret knows that Manshoon would 
have informed him if guests were expected. If the mage 
suspects the characters are intruders, he surreptitiously 
pours a vial of assassin s blood (see "Poisons” in chapter 
8 of the Dungeon Mastcrs Guide) into the stew before 
asking them to taste it and give him an honest critique. 
He then cries out to the guards in area K2 and attacks. 
Combat in this area draws the attention of the Zhents in 
areas K2 and K7, who investigate. 

Manafret is a lightfoot halfiing mage, with 
these changes: 

* Manafret is neutral evil and has 31 (9d6) hit points, 

* He has these raciai traits: He is Small, and his walk- 
ing speed is 25 feet. He can move through the space 
of a Medium or larger creature. He has advantage on 
saving throws against betng frightened. He speaks 
Common and Halfiing. 


Kolat Towers Lore 

With a successful DC 15 Intel!igence (History) check, a 
character can recall the following information about Kolat 
Towers. An NPC familiar with Waterdeep's history, such as 
Mirt or Vob, can also provide this Information, 

* Kolat Towers once belonged to two eeeentrie brothers, 
Duhlark and Alcedor Kolat. Both were wizards. 

* Over time, the brothers discovered new ways to harness 
magie, but Duhlark became paranoid that others might 
steal their secrets, He encased Kolat Towers in a magical 
force field. 

* Duh1ark's paranoia conttnued to grow, until he sus- 
pected Alcedor of seiling their secrets. Alcedor left the 
towers, never to be heard from again, and Duhlark be¬ 
came a recluse who died in his own fortress* 
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Manafret wears a lehporter ring (see “Teleporter 
Rings/ 1 page 157). 

Treasure* A cupboard holds a dozen jars ofherbs 
and spices. Among them is a Rask labeled "Assassh^s 
Blood/' which contains six doses of the poison, 

K4. MustyLibrary 

This mtisty room is situated at the bottom of the main 
tower, and it has no door on levd 1. It contains the fol- 
lowing features: 

* A suit of dented piate armor stands iti the center 
of the room. 

* Tomes are packed into built-in stone booksheives, 
with a tali alcove above each sheif holding a gargoylc. 
(Two of these sculptores are living gargoyles.) 

* An improgress game of Dragonchess sits on a marble 
table in a reading nook. 

* A stone staircase spirais up to area K6. 

Gargoyles . The two real gargoyles are indistinguish- 
able from the inanimate gargoylc statues tn the high 
aleoves. When intruders start poking around the room, 
the gargoyles swoop down and attack. 

Tomes, Any character who spends an hour searching 
the booksheives finds a fat tome titled Flumph Mating 
Rituals , with an embossed i mage of two flumphs on 
the eover, thejr tendrils entwined. The cover is a false 
one, wrappitig around a tome bound in dragon hide—a 
disguised spellbook that contains the following wiz- 
ard spei is: arcane Jock t burning hands* comprehend 
languages, eoimferspe//. darkvision, dimension door ; 
find familiar, levitate, sending, and unseen servant. 

(You can repi ace any of these spei Is with a spcll of the 
same levet) 

Treasure. The Dragonchess set is made of band- 
carved ivory and is worth 500 gp, 

K5. Garbage-Filled Room 
This room is on ievel 1 of the outermost tower but isnh 
accessible from that floor. It reeks of garbage and has 
the following features: 

* Ankle-deep refuse filis thechamber. 

■ Black scorch marks stretch from floor to ceiling along 
the walls and the stairs, which lead up to area KIO. 

Manshoon’s servants throw their garbage here. The 
Kolat brothers created some magic items in this room, 
and an experiment gone awry caused the scorch marks, 

K6. Main Tower Landing and Ledge 
Level 2 of the main tower has the following features: 

- A stone landing with no railings has a door leading 
to area K7 and a stone spiral staircase descending to 
area K4, An invisible staircase with no railings (see 
“Kolat Towers Features/’ page 149) hugs the wall as 
it climbs from the landing to area K1I. 

* Across from the landing, a wide stone ledge protrudes 
from the northeast wall beneath a window. A pair of 
identical wooden chests sits atop the ledge, (One chest 
is reak The other is a mimic,) 

Ledge. There's no easy way to access the ledge, which 
is 8 feet away from the landing and at the sanie height. 


Characters can try to jump onto the ledge, or they can 
hook a rope onto the ratling on the level above (area 
Kll) and swing across the gap, They can also use magic 
to cross. Anyone who falis off the landing or the ledge 
lands in area K4, 20 feet below, 

Mimic. A character who touches the mimic becomes 
adhered to it. The mimic attacks if disturbed or when a 
character inspects the real chest next to it. 

Treasure . The genuine chest is unlocked and contains 
thirteen items, each of which can be used as an arcane 
focus: two crystals (worth 10 gp each), an orb (worth 20 
gp) t four rods (worth 10 gp each), and six wands (worth 
10 gp each). 

K7. Reading Room 

This room contains the following features: 

* A burly half-orc clad in black leather armor sits in an 
overstuffed chair in the northernniost comer of the 
room, reading a book. 

* Large framed pictu res of cities and landscapes hang 
on the walls, and a worn, blood-spattered rug covers 
the floor Other furnishings include a pair of rocking 
ehairs, a couch. and an ottoman, 

* Mouthwatering scents rise from a staircase that 
curves down to the kitchen (area K3), 

Zhent Yorn the Terror is reading a copy of Vb/o*s 
Guide to Monsters , autographed on the title page by the 
author with an added note that reads, in Common: “For 
Yorn. 1 hope you find the ore chapter illumrnafing!” 

Yorn is a half-orc thug. with these changes: 

- Yorn is neutral evil 

* He has these racial traits: When reduced to 0 hit 
points, he drops to 1 hil point instead (but carft do this 
again until he finishes a long rest). He has darkvision 
oui to a range of 60 feet. He speaks Common and Orc, 

Yorn values his own well-being above ali else, He is 
initially indifferent toward intruders. If Yorn believes the 
characters aren f t a threat t he s happy to chat with tbem 
about the inhabitants and the layout of Kolat Towers. He 
has never visited Manshoon's cxfraplanar sanctum, but 
he does know that the teleportation circie in area K22 is 
the way to get there, 

Combat in this area draws the attentlon of Manafret 
Cherryport in area K3, who investigatas. 

Treasure* Yorn carnes 36 ep T 20 sp, 12 gp, 8 taols, 
and a gem-studded ivory toothpick (worth 25 gp) 
in a pouch. 

K8. Apprentice Bedroom 

This narrow room contains the following features: 

* Three single bedsare bunched less than an arms 
length apari beneath a staircase that leads up 

to area K12, 

- At the foot of each bed is a wooden chest. 

The Kolat brothers once took on apprentices, who 
slept here. Manshoon now allows his own apprentices— 
Ered Payno, Havi Termock, and Savara Firethorn—to do 
the same. AU three can be found in area K15. 

Treasure * Inside each chest is a set of common 
clothes, a spare spcll component pouch, candles, ink, 
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pens, paper, and 3d6 gp. Each chest also holds a spell- 
book that contains all the spells its owner has prepared. 
In addit ion, Ereds spellbook contains burning hands, 
knock, and lightning bolt ; Havfs spellbook contains 
charni pcrson t detcct thoughts, and major i mage: and 
Sa varas spellbook contains comprehend languages, 
phantasma! /orce, and phantom steed. 

K9, Bridge and Walkway 
A wooden bridge connects Lhe two towers 20 feet above 
the ground, and a walkway attached to the bridge encir- 
cies the outside of the outer tower. The bridge and the 
tower walkway lack railings. Their planks and stones 
groan and crack underfoot but are safe to walk on. 

K10. Wizard Statue 

This leve! of the outer tower consists of a landing and a 
narrow ledge with the following features: 

* The landing is 10 feet square and is met by two stair- 
cases, One descends 20 feet to area K5 T and one as- 
cends 20 feet to area K20. 

♦ The narrow ledge built into the southeast wall has a 
Hfe-size statue of a bearded hnman wizard standing 
atop it. The wizard looks angry and is levehng a stone 
wand at the door to area K9. 

Statue. The statue depiets Duhlark Kolat, and a 
detect magic spell or simtlar magic reveals an aura of 
transmutation magic around it, The first time a char¬ 
acter steps onto the landing, the statue levitates 1 foot 
above the ledge and intones the following warning 
in Common: 

"I am Duhlark Kolat» the great wizard and master of this 
tower! How dare you invade my horne! Leave at once or 
be destroyed by magtc beyond your comprehension!" 

The threat is empty, but the statue continues to levitate 
for 1 minute before sinking back down to the ledge, 

The magic resets after 1 hour. While it rs levitating, the 
statue can be easily pushed or pulled around. 

Casting dispel magic on the statue while it’s floating 
causes it to fall T topple off the ledge T and shatter in area 
K5 below. Anyone in that area when the statue falis 
must succeed on a DC 10 Dexter i ty saving throw or take 
22 (4dl0) bludgeoning da mage. 

K1L Lasoratory 

This room consists of a ledge connected to the levels 
above and below by invisible staircases (see “Kolat Tow¬ 
ers Features/ page 149). One staircase descends 20 
feet to area K6, and the other climhs 20 feet to area K15. 
The area contains the following features: 

- Shattered glass covers the floor, and a large wooden 
trellis table has been knocked on its side. 

• A large empty cabinet dominates the back walk 

This lahoratory has been picked clean by Manshoon 
and contains nothing of value. 


K12, Staff Display 

This room contains the following features: 

* A half-dozen staffs of various styles are hung proudly 
on the walls at the top of the landing. 

- A staircase descends to area K8, 

Staffs * Each staff is different in construction and style: 
a twisted birch branch* a sturdy oak dowek a glittering 
haft of stone, a steel pole carved with hlue runes, a dim- 
pled copper staff topped with a copper crescent moon, 
and a blown-glass cane capped with a black marble orb. 

All six staffs animate and attack intcriopers who enter 
the area without beiog escorted by Manshoon or one of 
his lieutenants, The staffs have the same statistics as 
flying swords, except they deai bludgeoning da mage on 
a hit, If a fight breaks out in this area, the creatures in 
area K14 come to investigate, 

K13. Holding Cell 

The door to this room has a narrow, barred window set 
into tt. The door is locked and trapped (see below). As 
the characters approach the door, read: 

A raspy votce calls out from beyond the door, £i !f you 
be good, let us rld these towers of eviPs stench. Ifyou 
be evil, open the door so we may battle, and my eternal 
boredom cart end.” Beyond the door's barred window, 
a gargoyle lurks in a stone cell, chalfenging you in a low 
growl. "Come on, then!" 

# • 

Trapped Door. A glyph ofwarding spell has been cast 
on the door, set to trigger when it is opened by anyone 
other than Manshoon. The glyph, which resembles an 
ornate letter M, can be found with a successful DC 18 
Intelligence (Investigation) check, The glyph targets the 
creature that opens the door with a blindness/deafness 
spell (save DC 18), 

Lady Gondafrey . Duhlark Kolat long ago trapped 
a magical experiment in this cell: a gargoyle that has 
been imbued with the personality of a human knight of 
Tyr (god of justice) named Lady Gondafrey. This gar¬ 
goyle has an Intelligence score of 10 and an alignment 
of lawful good. It speaks Common, and its face looks 
more humanoid than gargoyle. Manshoon is amused by 
the creature, so he keeps it alive but locked in the cell. 

If the characters free Lady Gondafrey, she offers to 
fight alongside them; however, she quickly turns against 
any character who exhibits cruel or unlawful behavior. 
She can offer helpful informat ion about Kolat Towers, 
and she is familiar wdth both the layout of the towers 
and the current occupants of the place. She knows that 
Manshoon resides in an extraplanar sanctum accessible 
through a teleportation circle that his lieutenants can 
acti vate using special rings. The gargoyle doesn 5 t know 
where the teleportation circle is located* nor does she 
know why Duhlark transferred her consciousness into 
her present form. 

The gargoyle retains fragmented memories of the life 
of Lady Gondafrey^ a native Waterdavian who served 
in the City Watch. After identifying Duhlark Kolat as a 
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suspect in severa 1 loca! disappearances, she darkened 
his doorstep in 1379 DR, the Year of the Lost Keep. 
Annoyed by this invasion of his privacy and not in his 
right mind. Duhlark captured Lady Gondafrey, used a 
spell to meld her form witb that of a gargoyle, and im- 
prisoned her, 

If the gargoyle travels with the party t roll a d 10 each 
day at dawn. On a roll of 1, Lady Gondafrey's alignment 
becomes chaotic evil for 24 hours as the gargoyle’s in¬ 
nate demeanor exerts itself, In this state, the creature 
tries to orchestrate the characters' deaths, going so far 
as to attack Ione characters, 

K14. Servants’ Quarters 

This room contains the following features: 

* Furnishings include four beds, a small table with four 
chairs, and tattered window curtains. 

* Four Zhent thugs relax here—one trying to rest, two 
others playing carris, and the fourth sitting on the 
edge of a bed, re-$tringing a heavy crassbow, 

The thugs work for Manshoon and leap up to attack 
anyone they don t recognite as one of their own. A suc- 
cessful DC 17 Charisma (Deception) check convinces 
these Zhents that the characters are their allies. 

Treasure. Resting in small piles and neat stacks on 
the table are 74 cp. 52 sp, 19 gp, and 4 taols. 

K15* SUMMONING CHAMBER 
This room is connected to the levels above and below by 
invisible staircases (see “Kolat Towers Features/' page 
149), one descending 20 feet to area Kll and the other 
climbing 20 feet to area K16, This area contains the fol- 
lowing features: 

* A 10-foot-diameter circle of runes has been drawn on 
the floor in blood that is now dried. Smoke billows 
from four tron braziers placed around the circle. 

* Three apprentice wizards (see appendix B) stand out- 
side the circle, chauting an incantat ion, A barlgura is 
slumped motionless within the circle, 

The three wizards here are Manshoon*s apprentices— 
Ered Payno (LEmale Damaran human), Havi Termock 
(CE female Chondathan human), and Savara Firethorn 
(NE female Tethyrian human), Each wears a tekporter 
ring (see “Teleporter Rings," page 157). The magica! 
incantation that the three are reciting has quelled the 
barlgura and rendered it unconscious* If any of them 
stop chanting, the demon awakes and becomes enraged, 
though it remains bound within the circle, Whenever it 
takes damage, the barlgura can attempt a DC 10 Cha¬ 
risma check. On a successful check, it breaks out of the 
circle and attacks any creature it can reach. 

Freeing the barlgura disrupts ManshooiTs operation, 
forcing the wizard to spend time and resources defeat- 
ing the fiend and replacing slain underlings. 

KJ6, CONSTRUGT WORKSHOP 
The invisible staircase from area K15 ends in front of 
a closed door* The door is unlocked and opens into the 
room, wliich contains the following: 

* Bits of day, stone, bone, and meta! litter the floor and 
cover a wooden table in the middie of the room. 


* The floor creaks and tilts slightly when stepped on, 
and it can be seen to be detachcd from Lite walls* Two 
oversizcd Iron clamps on opposite sides of the room 
hold the floor in place. Each of these rustv mecha- 
nisms is attached to an iron lever. 

* A wooden staircase once climbed 20 feet to the next 
level, but it has partially collapsed, 

The Kolat brothers once erafted constructs In this 
workshop. The magieal clamped floor was built as a pre- 
caution in case one of the experimenls went berserk. 

When a creature that doesnT work for Manshoorfs 
Zhentarim enters this room without bemg escorted t the 
metal scraps on the floor fly together, forming a suit of 
ammated armor that attacks. When the armor is re- 
duced to 10 hit points or fewer, it tries to pull one of the 
levers on iis next tura* 

Floor Clamps. Pulling a lever is an action that causes 
both clamps to release the floor, which is then magieal ly 
driveo upward into the ceiling* Creatures standing on 
the floor are knocked prone and must make a DC 20 
Dextertty saving throw as they slam into the ceiling, 
taking 22 (4dl0) bludgeoning damage on a failed save, 
or half as much damage on a successful one, The floor 
then settles a few feet below the ceiling, cutting off ac- 
cess to the stairs down to area K15 but ieaving charac¬ 
ters free to climb up the collapsed staircase to area K17. 
(The magieal floor was designed to prevent a berserk 
golem from reaching the lower chambers of the towers, 
and potentially the city beyond, while the Kolat brothers 
dealt with it.) After 10 mi nutes, the floor descends to its 
normal leve! and the clamps lock it down again* 
Partially Collapsed Stairs. A creature can climb 
the stairs to area K17 with a successful DC 10 Dexter- 
ity (Aerobatics) check, If the check fails, the creature 
falis 10 feet. 

K17. Flesh Golem 

This unlit hallway contains the following features: 

* Any character who inspects the hall for traps and suc- 
ceeds on a DC 17 Wisdom (Perception) check notices 
1-inch-diameter holes drilled into the walls at ankle 
height, set at regular intervals along the letigth of 
the passage, 

* A flesh golem stands in front of the door to area K18. 

* A one-way secret door is set into the innermost wall, 

Golem Trap. The flesh golem was created by Duhlark 
Kolat, Manshoon chose to leave it here and instructed 
his lieutenants not to disturb it. It moves to attack 
anyone other than Duhlark who approaches within 10 
feet of it. A character disguised as Duhlark (using the 
statue in area K10 as a model) can fool the golem with a 
successful DC 10 Charisma (Deception) check. 

The golem stands on a pressure piate, When it steps 
off the piate to attack someone out of its reach. the 
weight on the piate is lifted, causing poison gas to erupt 
from the holes tn the w r alls. When the irap triggers, each 
creature in the hall must make a DC 12 Constitution 
saving throw, taking 10 (3d6) poison damage on a failed 
saving throw, or half as much damage on a successful 
one, The gas lingers for 1 minute unless dispersed with 
a gust ofwind spell or similar magic, While the gas 
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persists, a creature in the hall must repeat the saving 
throw at the start of each of its turns, The golem is im- 
mune to the poison gas. 

One-Way Secret Door- A character who makes a suc- 
cessful DC 15 WisdoTii (Perception) check notices the 
secret door that leads to area K19, This door opens nor- 
mally only from inside area K19, and only a knock spell 
or similar magic can force it open from this side. 

K1S. Arcane Rune 

This unlit hall is choked with dust and cobwebs. It con- 
tains the following featuresr 

* An elaborate rune is inscribed on the back wall at the 
Southern most end of the hall. (The rune isnt visible 
from the doorway to area K17.) 

* A secret door is set into the innermost wall. 

Arcane Rune- A detect magic spell or similar magic 
reveals a powerful aura of conjuration magic around the 
rune. A successful DC 15 Intelligence (Arcana) check 
confirms that this rune sustains the force field around 
Kolat Towers, and that the rune can be destroyed. it has 
AC 10, 22 hit points, and immunity to poison and psy- 
chic damage. The rune eant be dispelled normally, but 
each successful dispd magic cast on it (DC 19) deals 16 
(3dl0) force damage to it, 

The lirst time damage is deali to the rune, a red slaad 
magically springs forth from it and attacks ah creatures 
in the hallway. 

When the rune is destroyed, the force field around 
Kolat Towers disappears. 

Secret Door- A character who makes a successful DC 
15 Wisdom (Perception) check notices the secret door 
that leads to area K19. 

K19, Duhlark s s Bedroqm 
This room is accessible through either of the secret 
doors that lead to areas K17 and K18. It contains the 
following features: 

► A flameskull bobs in the middle of the room, which is 
choked with dust and cobwebs. 

* An oval eanopy bed veiled in cobwebs sits across from 
two narrow bookshelves. 

- The room smells like a tomb, 

Manshoon found Duhlark Kolafs skeletal remains in 
the bed and transformed his skull into a flameskull, He 
left the rest of the bones alone, hidden behind cobwebs. 
The flameskull attacks anyone other than Manshoon 
who confronts it, shouting, “Get out of my house!’" be- 
tween casti ng spei Is and throwing off fire rays. 

Bookshelves* Manshoon removed any tomes of 
value from the bedroom, ieaving noticeable gaps on the 
shelves between mundane books on a variety of eso- 
teric subjects. 

Among the volumes on one shelf is a false book titled 
The Man from Damara —a wooden block painted to re- 
semble a book, which is wired to a secret eompartmen? 
in the base of the shelf. A character can detect the shelf 
and discern how to open it with a successful DC 15 Wis¬ 
dom (Perception) check. Tugging on the book causes the 


compartment to pop open. revealing Duhlark T s wand of 
hinding hidden inside. 

K20. Alcedor's Private Library 
This room has the following features; 

* A tali oak bookshelf contains a few scattered books 
(ali mundane and worthless), but is mostly bare. 

Above the bookshelf hangs a beatitifully crafted sign 
that reads “Alcedor” in Common, 

* A staircase descends 20 feet to area K1Q. 

K2L Duhlark/s Private Library 
This room has the following features: 

* A tali oak bookshelf holds a few dozen books. Above 
the bookshelf hangs a beautifully crafted sign that 
reads +l Duhlark T ’ in Common. 

- A staircase ascends 20 feet to area K22. 

Bookshelf The bookshelf holds thirty books in total. 
If any of them are disturbed, they fly off the shelves and 
form a swarm that attacks ali creatures in the room. 

The book coflection has the statisties of a swarm of 
bats. with these changes: 

* The books lack the Echolocation and Keen Hear- 
ing traits, 

* Replace the swarnTs Bites attack option with a Slam 
attack option that deals the same amount of bludgeon- 
ing damage. 

If there are no creatures to attack on its turn, the book 
coflection returns to the bookshelf. The books are other- 
wise nonmagical and cover a wide array of subjects. 

K22, Teleportation Circle 
A staircase rising from area K21 leads to this highest 
chamber of the outer tower. It contains the follow¬ 
ing features: 

- A spectator floats in the middle of the room, and four 
flying snakes flutter above the rafters. 

* Rimes inscribed on the floor form a large, faintly glow- 
ing circle. 

* Five wooden treasure chests with sturdy padlocks rest 
against the watls. 

Guardians * The spectator guards the treasure chests 
and attacks mtruders who aren*t being escorted by Man¬ 
shoon or one of his lieutenants. The flying snakes join 
the battle, fighting as allies of the spectator, 
Teleportation Circle. The teleportation circle fune- 
tions as described under the spell of the same name in 
the Player's Handbook. Additionally, a creature wearing 
a tdeporter ring (see Tdeporter Rings,” page 157) 
can use this circle to access the teleportation circle in 
Manshoon s sanctum (area EI), A tdeporter nng that is 
brought wilhin 5 feet of the circle begins to hum softly. 

Treasure Chests- The padlocks on the chests are 
illusory but feel real to the touch. A detect magic spell or 
similar magic reveals an aura of illusion magic around 
each one. Attempts to pick or break the locks fail, but a 
knock spell or similar magic causes a lock to open. 

Chest 1 has the image of an anvil carved into its lid. It 
contains a set of smitlTs tools (worth 20 gp). 
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Chest 2 has iron bands and contains a set of painter'S 
supphes (worth 10 gp), as well as three small pots of col- 
ored pamt (blue, red ? and yellow), 

Chest 3 has tiny clawed feet and contains six blank 
spellbooks with leather covers (worth 50 gp each). 

Chest 4 has a flat lid with a city scene painted on it. 

It contains a scholari pack (worth 40 gp) and a book 
of Dwarvish phrases. A character who doesn’t speak 
Dwarvish can use the book to communicate on a rudi- 
mentary leve i with friendly dwarves. 

Chest 5 is inlaid with sil ver and topped with a sii ver 
statuette of a rearing hippogriff (worth 25 gp). Inside is a 
wooden rack that holds eight glass vials—six containing 
potions ofheaiing and two containing individua! doses 
of essence of ether (see “Foisons” tn chapter 8 of the 
Dungeon Masters Guide). The poison can be identified 
with a suceessful DC 13 Intel ligence (Nature) check. 

Extradimensional 

Sanctum 

Manshoon’s extradimensional sanctum exists in a finite 
demipiane, Created by the original Manshoon. it is 
known to the wizard s dones, and it currently serves as 
the lair of the clone described in this adventure, 

Outside Manshoon’s sanctum, the demipiane is a vast 
void filled with swirling purpte mist. Any creature that 
enters this mist is teleported to area EI and must make 
a DC 18 Constitution saving throw, taking 22 (4dl0) 
force damage on a failed save, or half as much damage 
on a suceessful one. 

There are no cardina! directions in this extradimen¬ 
sional space; compasses spin futilely in the absence of 
north, south, cast, and west. 

Sanctum Features 

These features apply to all areas in the extradimen¬ 
sional sanctum: 

* Rooms have lOToot-high ceilings, with 8-foot-high 
passages and TTooPhigh doorways connecting them. 
The walls, floors, and ceilings throughoui are made of 
seamless alabaster. 

* Doors are made of iron and have AC 19, 27 hit points, 
and immunity to poison and psychic damage. A locked 
door can be picked by someone who makes a suo 
cessful DC 17 Dexteritv check using thieves' tools, or 
can be forced open with a suceessful DC 25 Strength 
(Athletics) check. As an action, Manshoon or his 
simulacrum can lock or unlock any door in the sanc¬ 
tum by toueh. 

* Except where noted, areas of the sanctum are brightly 
Ht by continua! Rame spelts cast on wall sconces, 

Areas of theSanctum _ 

The following locations are keyed to map 8.2. 

EL Arrival Point 

This room is the extradimensional sanctunTs anchor to 
the Material Plane, and one can teleport to this chamber 


Teleporter Rings 

To access Manshoon^ extraplarar sanctum, one neects a 
teleporter ring: a brass signet ring bearing a stylized M, and 
which ema nates an aura of conjuratior magte when tao 
geted by a detect magic spell or similar magic Manshoon 
gives these rings to his rriost trusted servants. 

As an action, a creature wearing a teleporter ring can ac- 
tivate the teleportation circle either in area K22 or area EI, 
teleporting itseff and up to six other willing creatures from 
one circle to the other. 


from other places on the Material Plane. The room has 
the following features: 

* A teleportation circle is inscribed on the alabaster 
floor here, Characters teleported to this area from 
area K22 appear within the circle. 

* The ceiling and three of the walls are made of 6-inch- 
thick sheets of transparent glass, tbrough which the 
swirling purple mist that filis the demipiane can be 
seen. The fourth wall is made of alabaster and has a 
locked iron door set into it (leading to area E2). 

- A black-robed female human with a bald, scarred head 
watehes this room through a glass window set into the 
wall of another room (area E3). 

Dreadfui Host The figure watching through the win¬ 
dow is Kaevja Cynavem (see area E3), and she can see 
through the purple mist between the two rooms easily 
enough. She uses a sending spell to contact Manshoon 
as soon as the characters arrive. Manshoon sends his 
simulacrum (see appendix B) to unlock the door to area 
E2 and greet the new arrivals. It takes 1 minute for the 
simulacrum to arrive (from area E7), during which time 
Kaevja uses another sending spell to inform a random 
character that "Your gracious host is on the way T and 
looks forward to meeting you/’ 

When the simulacrum arrives, it passes itself off as 
Manshoon as it welcomes the characters to its extradi¬ 
mensional sanctum. It offers a guided tour f gesturing for 
the characters to enter area E2 ahead of it. If they com- 
ply, it triggers the alarm in area E2 and attacks, 

Glass Walls . Each 5-foot section of glass wall has AC 
13, 30 hit points, and immunity to acid. poison, and psy¬ 
chic damage. The purple mist that filis the demipiane 
doesn T t enter this area even if the glass is shattered, 
Teleportation C/rc/e. The teleportation circle func- 
tions as described under the spell of the same name in 
the PlayePs Handbook. Additionally, a creature wearing 
a teleporter ring {see “Teleporter Rings,” page 157) can 
use this circlc to access the teleportation circle in Kolat 
Towers (area K22). A teleporter ring that is hrought 
within 5 feet of the circle begins to hum softly, 

E2. Foyer 

The door to area EI is locked. AU other doors leading 
from this room are unlocked. This foyer has the follow r - 
ing features: 

* Set into the alabaster floor is a large symbol in black 
marble, depicting a winged snake biting a coin. Char¬ 
acters recognize this as the symbol of the Zhentarim. 
(The coin conceals an alarm mechanism.) 
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* Hanging on the walls are twelve metal masks bearing 
human-Hke visages. 

Alarm Mechanism* The 1-foot-diameter, disk-shaped 
tile that serves as the coin in the Zhentarim symbol is 
actually a pressure piate* When pressed or stepped on, 
it sounds a magic gong that can be heard throughout 
the sanctum* The alarm can be disabled by someone 
who makes a successful DC 20 Dexterity check using 
tbieves’ tools, but it triggers accidentally if the check 
fails by 5 or more* The alarm brings the following de- 
fenders, who attack ali intruders in the room: 

* Kaevja Cynavern (see area E3) 

< The Manshoon simulacrum {see area E7) 

* Vevette Blackwater and Agorn Fuoco (see area EB) 

* Havia Quickknife and Mookie Piush (see area E1G) 


speM or similat magic reveals an aura of evocation 
magic around each otie* Any creature that dons a mask 
takes 9 (2ci8) iightning damage. Once this effect trig¬ 
gers, the mask becomes nonmagical and harmless. 

E3* Guard Station 

A 5-foot-square window in this area looks out toward 
area EL Unless she has been drawn elsewhere* Kaevja 
Cynavern stands watch in front of the window, 

Kaevja was a Red Wizard of Thay until she saw an 
opportunity to study magic under Manshoon, Before 
he accepted her T Manshoon forced her to remove her 
distinctive Thayan head tattoos and to trade in her Red 
Wizard robes for black anes, 

Kaevja Cynavern is a femalc Mulan human mage, 
with these changes: 



If the characters manage to overcome aII these foes, 
they are free to explere the sanctum* Manshoon awaits 
them in area E12, 

Characters who are reduced to 0 hit points by Man- 
shoon T s defenders are knocked unconscious* If the 
entire party is defeated, the unconscious characters are 
stripped of their spellbooks and magic items {including 
any teleporter rings they obtained in Kolat Towers), 
They then awaken tn a back ailey of Waterdeep with 1 
hit point each. If the characters return to Kolat Towers, 
they find the place clcared out and the tefeportation cir¬ 
cle in area K22 permanently dispelted, 

Masks of Manshoon* The masks belong to Manshoon 
and have been worn by him in the past* A detect magic 
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* Kaevja is lawful evil. She knowsCommon, Draconic, 
Dwarvish, and Elvish. 

* She has the sending spell prepared instead of the fly 
spell T and she carries a yellow elementa! gem> 

In battle, Kaevja breaks the elementa 1 gem, summoiv 
mg an earth elemental and commanding it to attack 
her enemies, 

E4. Pantry 

This room contains the following features: 

* Floor-to-ceil i ng shelves are stuffed with breads, 
cheeses, dried meats. nuts T and a few baskets of 
fresh produce. 
















































































* Twq barrels labeled “WATER T and two labeled ,+ ALE 
are crammed into a corner, 

E5. Laboratory 

This room contains the followtng features: 

* Reakers* bottles, and test tubes are set on a tnarble ta¬ 
ble in the middle of this room, next to a basin of water* 

■ One staircase descends 10 feet to area E2, and an- 
other ascends 10 feet to area E6. 

UrstulFloxin. If he survived earlier encounters with 
the characters, Urstul Floxin (see appendix B) stands 
at the table r dourly scrubbing lab equipment* He is 
being punished for allowing the Stane ofGoIorr to 
slip througb his fingers (during the events of chapter 
3), Nevertheless* he rcmains loyal to Manshoon* If he 
is confronted* Urstul feigns anger toward the wizard 
and offers to hdp the characters defeat him, but this 
ruse can be seen through by someone who makes a 
successful DC 14 Wisdom (Insight) check, Given the 
chance t Urstul leads the characters to Manshoon, then 
attaeks them to prove his unwavering loyalty in front of 
his master. 

If the characters fall for Urstuls ruse but nevertheless 
demand that he relinquish his weapons in order to 
accompany them, the Zhent assassin iaughs at them 
and attaeks* 

E6* Binding Chamber 

A circie inscribed with runes is carved into the alabaster 
floor of this room. It radiates an aura of abjuration magic 
when targeted by a detect magic spell or similar magic* 
Manshoon uses the circle to bind extraplanar crea¬ 
tores* When a celestiah an dememal, a fey t or a fiend 
is summoned inside the circle, it can + t voluntarily leave 
that area until iis summoner uses an aetion to suppress 
the circle s magic for 1 minute* The magic is also sup- 
pressed if any part of the drele falis within an antimagic 
field t or if dispd magic (DC 17) is successfully cast on it. 

E7* Manshoon^ Simulacrum 

This room is extremely cold and contains the follow- 

ing features: 

* Frigid air blows into the room through small vents 
in the floor. In the middle of the room is an open sar¬ 
cophagus carved from ice, which contains a humanoid 
figure made of snow* 

* The back wall is made of 5-inch-thick curved glass. 
Frost covers the glass, partially blotting out the swirl- 
ing purple mist of the demiplane beyond. 

Simulacrum. If it hasdt been summoned dsewhere, 
Manshoon^ simulacrum (see appendix B) is standing 
before the glass wall with its back to the door* The 
simulacrum resernbles a robed wizard with long black 
hair, pale skim and an articulated meta! left hand and 
forearm* Its face is concealed behind a steel mask that 
bears a smiling visage* The simulacrum attaeks anyone 
it doesnT recognize. 

Extreme Cold. The roles for extreme cold (see chap¬ 
ter 5 of the Dungeon Masters Guidd) apply in this room. 

Glass Wall. Each 5-foot section of glass wall has AC 
13, 30 hit points* and immunity to acid* poison, and psy- 


chic damage. The purple mist that filis the demiplane 
doesut enter this room even if the glass is shattered* 
Simulacrum Sarcophagus. This ice-carved Container 
weighs 1,000 pounds and begins to melt if taken out of 
the room. The snow figure in the sarcophagus is part 
of the materia! component of a simulacrum spell Man¬ 
shoon can use it to create a new simulacrum if his cur¬ 
rent one is destroyed* 

E8. Reading Room 

This room contains the following features: 

* Delightfui warmth radiales from a brazier of green 
Hame encircled by eight cushioned chairs. 

* Unless theyve been drawn elsewhere* two of Man- 
shoon^ lieutenants are here: Vevette Blackwater{CE 
female Tethyrian human swashbuckler; see appendix 
B) and Agorn Fuoco (NE male Turami human bard: 
see appendix B). Vevette is relaxing in a chair, while 
Agorn strums a lyre* 

- An alabaster staircase ascends 10 feet to area E9* 

Zhents* Vevette and Agorn are two of Manshoous 
most trusted followers. Vevette commands the wizard‘s 
forces against the Xanathar Guild, while Agorn com¬ 
mands those who oppose the Zhents that arent loyal to 
Manshoon. At the moment, they are resting in the sanc¬ 
tum while awaiting orders from Manshoon. 

Green Fla me Brazier ; A detect magic spell or sim¬ 
ilar magic reveals an aura of evocat km magic around 
the brazier. The brazier casts a hrehall spell (save DC 
15) centered on itself whenever a creature in the room 
speaks the words “green flame" aloud. Once the brazier 
has cast this spell it can't do so again for another 24 
hours. Agorn knows this feature of the brazier, and he 
uses it in combat if the situation is desperate. 

E9* Library 

Alabaster shelves line every wall and jut out into the 
center of this room* ali of them packed with books that 
deal with subjects of interest to wizards. Manshoon has 
amassed a sizable collection, includmg ten rare volumes 
he removed from Duhlark Kolat T s collection. 

Treasure. Each rare book is worth 50 gp, and the en- 
tire collection is worth 5 t 000 gp. 

E10* Audience Chamber 
High-ranking Zhents who desire an audience with 
Manshoon come here* The room contains the follow¬ 
ing features: 

* The area is split into two levels, with alabaster steps 
ciimbing 3 feet to a smaller raised platform overlook- 
ing the larger area. The platform is bare except for 
three golden banners hanging on the back wall each 
displaying the symboi of the Zhentarim—a black, 
winged snake biting a coin. 

- The lower part of the room contains a black marble 
table surrounded by high-backed wooden chairs. The 
table stands out in stark contrast against the alabaster 
walls and floor* 

* If they havenT been drawn elsewhere* two of Man- 
shoon T s followers are sparring and engaged in mock 
fisticuffs atop the table* 
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Zhents . Two female lightfoot halflings—Havia Quick- 
knife and Mookie Plush—hei ieve that Manshoon is the 
rightful leader of the Zhentarim, They serve him fear- 
lessly, and will sacrifice themselves to ensure that his 
pians come to fruilion. They are martial arts adepts 
(see appendix B), with thcse changes: 

* Havia and Mookie are lawful evil. 

* They have 49 (1 ld6 + 11) hit points each. 

* They have these raciai traits: They are Smalk and 
their walking speed is 25 feet. They can move through 
the space of a Medium or larger creature. They have 
advantage on saving throws against being frightened. 
They speak Common and Halking. 

Havia and Mookie each wear a tehporter ring (see 
‘Teleporter RingsT page 157). 

Eli. Zhent Quarters 

This room contains the following features: 

* Pressed against the walls of this room are live wooden 
beds (three sized for humans, two for halflings). 

■ Next to each bed is a wooden chest. 

* An alabaster staircase descends to area EI2. 

Kaevja Cynavern, Vevette Blackwater, Agorn Fuoco, 
Havia Quickknife, and Mookie Plush all sleep here. 

Treasure. In addition to foided clothes and worthless 
personal effects, each of the chests holds treasure. 

Kaevja 5 s chest contains a gold amulet inset with a red 
crystal rune (worth 250 gp). A successfu! DC 15 Intel H- 
gence (Arcana) check reveais that the rune is a Symbol 
of evocation, though the amulet is nonmagical, 

Vevettea chest has three potions ofhealin& 

Agorn's chest contains a bundle of love letters from 
someone named Tamzyn. Hidden in one of the enve- 
lopes is an elegant piatinum necklace (worth 250 gp), 
featuring a tiny carnea contaioing a sketched portrait of 
a beautiful Turami woman. 

In Havia T s chest is a golden comb shaped like a styl- 
tzed dragon with tiny rubies for eyes (worth 250 gp). 

Mookie's chest contains a tiny halfling doli. Stuffed 
inside the doli is a pouch that holds five 100 gp pearls. 

E12. Manshoon's Quarters 

No one aside from Manshoon Is allowcd down here. The 
alabaster stairs that lead to this room descend 10 feet 
farther to area E13. 

This room contains the following features; 

* Across from the stairs stands a large bed with pur- 
ple sheets. Sitting on the edge of the bed is a hand- 
some young male human in elegant robes. Long 
black hair partially conceals his angehe face as he 
attaches a metal appendage to the withered stump of 
his left arm. 

* The only other piece of furniture is a table with legs 
carved to resemhle winged serpents. Displayed on the 
table is a metal mask with an intimidating, tyranni¬ 
ca! visage. 

The handsomc young figure is Manshoon (see appen¬ 
dix B), who Is much older than he looks. 


This version of Manshoon isn't spodi ng for a fight. 

He commends the characters for making it this far and 
shows no concern for the Zhents they defeated to reach 
him T since he cotisiders all his foUowers expendabie. 
The characters 1 Best chance of survival is to convince 
Manshoon that they can be cowed or bribed into work- 
ing for him. Weary of his conflicl with the Xanathar 
Guild, Manshoon suggests that the characters prove 
their usefulness to him by hunling down and killing 
Xanathar in its lair (see chapter 5). Manshoon also 
demands that they keep his presence in Waterdeep 
a secret for now, saying that he will reward them for 
their discretion “when the time comes. M In exchange, 
he allows the characters to returo to Waterdeep and 
promises them positions of power in his organization 
once XanathaFs death is confirmed, He has no intentiora 
of making good on this promisc, but refusi ng to work 
for him puts the characters in a tight spot, since the evil 
archwizard can't risk exposure, 

If a fight breaks out, Manshoon grabs his staff of 
power (which he hides under the bed) and holds his 
ground. For more information on how to play Man¬ 
shoon, see “Facing Manshoon” at the beginning of 
this chapter, 

Tyrant r s Mask. The mask on the table is nonmagical, 
but Manshoon likes to put it on before meeting with his 
foliowers. 

E13. Manshoon’s Study 

The alabaster stairs end here. The room contains the 
following features: 

- A plush lavender carpet covers the floor. 

- In one far cor ner of the room, a low table is set 
between two purple couches. The table has a thin 
drawer built into it. 

* In the other far comer, Manshoon^ spellbook rests 
atop a black marble lectern protected by an invisible 
helmed horror. The construet attacks anyone other 
than Manshoon who disturbs the book (becoming visi- 
ble as it does so). It obeys Manshoon^s commands if he 
is present, and it fights until destroyed. 

Table* The table f s drawer has an arcane lock spell 
cast on it* The spell can be bypassed by someone 
who makes a successful DC 25 Dexterity check using 
thieves’ tools, or with a knock spell or similar magic. 

The drawer can also be forced open with a success¬ 
ful DC 21 Strcngth (Athletlcs) check. Inside is a 
leather-bound ledger that provides a paper trail implicat- 
ing Manshoon In two blackmai! schemes. An hour speni 
study i ng the ledger uncovers the following information: 

* Corylus Thann, a racist Waterdavian noble, is paying 
the Zhentarim not to reveal that he hircd Zhent thugs 
to assauk non humans. 

* Jeienn Urmbrusk, a Waterdavian noble* receives regu- 
lar payments from the Zhentarim to offset monies he 
loses in bad investments. 

The ledger doesn’1 reveal that Corylus Thann and 
Jeienn Urmbrusk are Masked Lords, or that Manshoons 
blackmail of them also forces them to use their influ- 
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ence to cover up or dismiss crimes perpetrated by Mam 
shoorfs forces in Waterdeep. If the authorities obtain the 
ledger, they round up anyone suspected of having ties 
to Manshoon or the Zhentarim, which disrupts the wiz- 
ard*s operation (see “Disruptitig Manshoons Operat ion," 
page 147). Surprisingly, neither Corylus nor Jelenn is 
arrested or even questioned, 

Slipped into the ledger is a piece of papef with a list 
of names in Manshoon^s handwriting. Manshoon keeps 
this Hst of Masked Lords whose identities he knows, 
with check marks indicating the ones he's blackmailing: 

Mirt 

Corylus Thann d 
Thardouk Starbuckler 
Jelenn Urmbrusk d 
Dorgar Adarbrent 

Manshoon 9 s Spellbook. This spellbook weighs 20 
pounds anci is covered in beholder hide. It contains all , 
the spei is Manshoon has prepared (see appendix B) plusi 
the following spei Is: alarm f alter self animate dead , an- | 
tima&ic fieJd , arcane lock. bfight, dispel magic, dominate 
monster ; dream, etherealness, Evards black tentaeles , 
fearher fall. firebalf dy\ gaseous forni, geas, gentle re- 
pose,gfyph of ward ing, holci monster, major i mage, mass 
suggeslkm, phantom steed, protection from evil and 
good. scrying, symbof telekinesis, te lepor f teleportation 
circle, Tensers floating disk, longues, true seeing. vam- 
piric touch, wall of fire , and wish. Stealing or destroy- 
ing this spellbook disrupts Manshoon f s operation (see 
“Disrupting Manshoorfs Operationi page 147), since 
he niust devote time and resottrces to retrieving or re- 
placing it. 

Jf Laeral Silverhand has the opportunity to trade 
for Manshoon's spellbook, she offers the characters a 
sailing ship and a set of bracers of archery for it. Vajra 
Safahr offers the characters membership in Force Grey, 
a cape ofthe movnfebank, and a wand ofHghtning bolis 
for the book. 

Stone of Golorr. [f Manshoon has the Stone of Go- 
lorr ; he keeps it in the drawer of the table along with 
his ledger. 

Special Events 

You can use one or more of the following special events 
before or after the characters explore Kolat Towers and 
Manshoon’s extradimensional sanctum. 

Blackmailed Lords 

The events described in this section might occur if the 
characters obtain the ledger from area E13 and use the 
Information in it to confront either Corylus Thann or 
Jelenn Urmbrusk about their suspicious dealings with 
Manshoon. The Thann and Umbrusk families have 
walled estates in the Sea Ward. 

Corylus Thann 

The Thanns are Waterdeep’s most prominent vint- 
ners and have deep roots in the city, Corylus (LE male 
Tethyrian human noble) is happy to let other members ^ 





of his family manage the wine business while he fo- 
cuses on his duties as a Masked Lord, Unfortunately, he 
laeks ihe principies and sound judgment that have led 
to House Thanni suecess in the past, He also places 
the welfare of humans above nonhumans, In the past. 
he has used Zhentarim thugs to inhiet harm on nonhu¬ 
mans who sought positions of political power in the city, 
Now the Zhenls are blackmailing Corylus, threatemng 
to expose his bigotry unless he uses his influenee as a 
Masked Lord to cover up their illegal actlvities, 

The characters are most likely to encounter Corylus 
as he Iravels through the city by coach, accompanied 
by six human guards who watch his back and keep the 
rabble at bay, Corylus refuses to speak with the party, 

[f the characters beeome an annoyance, he has eight 
crooked members of the City Watch (human veterans) 
crack down on them, then uses his position as Masked 
Lord to ciear any charges leveled against these Watch 
members. Corylus refuses to be indebted to anyone, so 
any attempt by the characters to curry favor with him is 
met with suspicion, if not outright hostility. Even if they 
dispose of Manshoon, Corylus refuses to acknowledge 
that he owes them anything. 

Jelenn Urmbrusk 

Jelenn (N female Tethyrian human noble) is a proud 
woman in her fifties who desperately wants to get out of 
debt. Severa! bad investments ruined her money-lend- 
ing business, and most of her reliable customers have 
turned to other providers such as the Cassalanters. 
Jelenn could have borrowed money from any of a num- 
ber of nobles in the city or sold off some of the property 
her family owns in Waterdeep, but doing so would have 
turned her private financial woes into local gossip, Fear 
of that exposurc led her to borrow money from the 
Zhentarim Instead—a decision she has come to regret, 
The Zhcnts working for Manshoon promise to keep 
their relationship secret on the condition that she do 
everything in her power to further the groupi welfare in 
Waterdeep, 

When not dealing with her slimy creditors, Jdeon is 
occupied with Masked Lord business. She has no time 
fora face-toTace meeting with anyone she doesn T t know, 
Characters can confront her as she comes or goes to 
and from her villa, but she never travels without sixteen 
guards who form a protective wall around her, If the 
characters brazenly mention Manshoon or the Zhem 
tarim by name to her, jelenn demands that they leave 
her alone or face dire consequences, Jelenni threat is 
mostly bhister, since shei not eager to make enemies. 

If the characters free Jelenn from the yoke of the Black 
NetWork by defeating Manshoon, her debt is effecti vdy 
cancded, In her delighi, she grants them a special favor 
(see "Special Favors" in chapter 7 of the Dungeon Mas- 
ter’s Guide)» On the other hand. if they threaten to go to 
the press with Manshooni ledger in an attempt to black- 
mail or discredit her, she pretends to go along with them 
while secretly using her influenee as a Masked Lord to 
make their lives difficult 


Deadwinter Day Feast 

The Fellowship of Innkeepers—in conjunctiori with the 
Bakers' Guild, the Guild of Butchers. and the Vintners\ 
DisciIlers\ and Brewers* Guild—decides to hold a Dead- 
winter Day feast for the residents of Trollskull Alley. 
Broxley Fairkettle (see "Sample Guild Representatives," 
page 41) asks the characters if they would be wUling 
to host the feast in their tavern. He believes the gesture 
would be appreciated by their neighbors, in light of the 
recent deaths in the area (see chapter 3). 

If the characters offer up their tavern for the feast, 
guild representatives arrive to stock and decorate it for 
the event. During the three days before the holiday, the 
tavern is bustling with activity and excitement. Hun- 
dreds show up on the day of the feast to partake—not 
only residents of Trollskull Alley, but also folk from 
neighboring streets, There i plenty of food to go around, 
but the tavern practically groans under the weight of the 
crowd, and additional tables are set up outside to handle 
the overflow, People don T t appear to mind, even as heavy 
snow begins to fall, Members of the City Watch are on 
hand to make sure everyone behaves. 

Nothing violent happens during the Deadwinter Day 
feast, but the tavern suffers da mage as a resuit of the 
crowds. The Carpenters f , Roofers', and Plaisterers* 

Guild offers to make repairs for free, but the characters 
must close the establishment for a tenday to facilitate 
the work. The closure has no effect on business in the 
long term, however, since the feast fosters such goodwill 
that clients return in force when the tavern reopens, 

The feast is a great opportunity for characters to 
hobnob with neighhors, guild members, and City Watch 
constables, as well as to gather Information on local 
happenings, 

Secret Simulacrum 

If the characters make an enemy of Manshoon, he tries 
to eapture one of them and replace that character with 
a magica 1 duplicate created using the simulacrum spell. 
If one of the players is absent for a game session and 
circtimstanees allow it, Manshoon targets that character 
for replaeemem while the rest of the party is distracted 
by other matters. You don ! t need to roleplay the char¬ 
acteri capture: just assume it happens, To create a 
simulacrum of the character, Manshoon needs some 
hair, fingeniail clippings, or other pieee of the charac¬ 
teri body, Once he obtains the necessary components 
from the captured character, he creates the simulacrum 
and sends it to the party with instructioris to spy on the 
group and undermine it from with in, 

If Manshoon embeds a simulacrum within the party, 
talk privateiy to the player whose character has been 
replaced. Then have that player run the simulacrum 
until it is destroyed or the character it replaced is rein- 
troduced. The simulacrum has the same statisties as the 
character, but it has only half the characteri hit point 
maximum and cafft gain levels. 
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Volos Waterdeep Enchiridion 

A Visitor’s Guide to the City’s Splendors 



By Volothamp Geddarm 

Under the generans patronage of the Lorde Melshimber 






PuMished by Tym Waterdeep Limited in association with the 
Fellowship of Innkeepers and the Fellowship of Carters and Goschmen 

I, Volothamp Geddarm, verily attest to the veracity of the words 
printed herein- M $et your course by the truth and you shall never be 
lost, no matter how far you wander." I coined this well-worn 
eda&e myself years a&o, and it has served me well in all my travels,* 

•Ccmsider any antinomy. jactitation, mendacity, aJdncjuy, pascjuioade, 
parapraxis T traduceinerit, or simila r io unci in tKts Jocumcnt to be corride udum. 
Address ali claims of sueh to: 

Abricade Fcllswop, Sol icitor 
17 Mulgomir^s Way, CastleWard 
Waterdeep 
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ELCOME, TrAVELER! YOU HAVE IN YOUR 
hands the foremost and most up-to-date 
guide to the city—smiled over by none 
other than its Gpen Lord t Lady Laeral 
SiIverhand. This chapbook will serve you 
well until my seminal work on the subject, 
Volo*s Guide to Waterdeep —sadly long 
oul of print, but now a tome prized by 
collectors-can be updated and printed anew. Ask any 
broadsheet seller, innkeeper, shopkeeper, tavern owner. 
or bookseller if they’11 soon have copies of the new edi- 
tion for salel 

Entering Waterdeep 

Likely you have already arrived in Waterdeep and borne 
witness to some of its many wonders* But in case this 
pamphlet has found its way beneatb your worthy eyes 
in anticipation of your visit, due to the cotnmendable 
efforts of some friend or family mcmber who lovesyou 
dearly. I shall explain briefiy the circumstantes of entry. 

You will have Lraveled through lands claimed and 
controlled by the Lords of Waterdeep long before you 
see its walls, If youVe come from the south by the Trade 
Way, you’11 have met the City Cuard at their post at 
Zundbridge. From the north by way of the Long Road, 
you ll have passed under their watchful eyes at the town 
of Rassalantar. And whether by land or sea, you 1 11 likely 
also have been spotted by the GrifTon Cavalry—even if 
you have not spotted them. 

Worry not. Waterdeep is a weicoming city, and you 
have nothing to fear from these guardians unless you 
lead a rampaging army of ores, a horde of gnolls, or sim- 
ilar. They don’t even require a toll be paid, (Beware any 
City Guard who demands a toll, and report the incident 
to a magister of Waterdeep at your earhest convenience.) 

If you travel in a large caravan or on a ship, you will be 
required to register with a magister at the gate at which 
you arrived or with the harbor magister. Magisters can 
easily be recognized by the black robes they wear (and t 
in fact, are commonly called “black robes T1 as a resuit) 
and the City Guard foree that always accompanies them, 
Be aware that magisters can pass a sentence without a 
trial. It behoovesyou to treat them with proper respect* 

Ifyou travel ovedand in a small party or alone, you 
arent required to register with a magister unless your 
stay extends beyond a tenday, At that point, you must 
register with a magister etther at the harbor, the gates, 
or the city courts* Discovery of your failure to do so can 
resuit in a tine or forced labor, Of course, registration 
subjects you to monthly taxation, But as a trucutent old 
acquaintance from the Dales once told me, “The sheep 
gives the shepherd its fieece or there’11 be mutton for 
dinner.” That ts, the magisters will get you either way, so 
you might as well register up front. 

That said, many canny visitors with business for a 
month or a season betimes avail themselves of the hos- 
pitality of inns in Undercliff, the pleasant farmland east 
of the city proper. The less welLoflf often find accommo¬ 
dat ion in the Field Ward* Because neither are official 
wards of the city, they aren t subject to taxation. Note, 
however, that because both these areas have yet to be 
formallv accepted as wards of the dty, they donT benefit 
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from the secu rides of Guild Law or the prolection of 
the Watch. If you choose to foJlow this path, be on your 
guard. Fools rush in where auditors fear to tread. 

Regardiess of what size party you arrive with or by 
what means, ifyou arrive by night or in winter, expeet to 
register. In winter and at night the gates are shul, Ships 
arerft expected at night or as a regular occurrenee after 
the first frost of the coming season, and are often met at 
docking by a magister—or by a contingent of the Guard 
who will hold travelers aboard until a magister can 
be summoned. 

None of these rules apply to the city T s least used gate, 
the West Gate. This smaller gate opens onto the Mud 
Flats—a mucky beach used by clam diggers, shore fish- 
ers, and those brave enough to bathe in the cold waves. 
Those who make a livmg through bshing with nets or 
traps also use this gate, keeping their small boats on 
the beach to avoid docking fees. Locals register with the 
Guard as they exit and as they enter. No magister is sta- 
tioned at the gate, but no new arrivals to Waterdeep are 
accepted here* 

Ifyou approach by air, expeet a vigorous pursuit 
by and confrontation with the GrifTon Cavalry* Only 
specially licensed individuals and mounts can fly over 
Waterdeep* lt is best to land well outside the city and ap¬ 
proach on foot* 

Your Arrival in the City 

The splendors that await you in Waterdeep are legend- 
ary. Each of the city r s wards is detailed in this work, 
telling you what to expeet depending on where you are, 
as well as what thrilhng things you might see and do. 
Before that, however, there are the small matters of 
knowing something of the history of the place you visit, 
and of understanding how to comport yourself in the 
Sword Coasts grandest metropolis* 

A Long History (in Brief) 

"There sfta/l come a time when our city and its deepwaier 
bqy shoilgrow in fame andfortune across many reatms 
and many worlds * Folk shall know of Waterdeep, our City 
of Splendors, and sing itspraises * / haue seen it thus r and I 
endeavor to make it true 

—Ahghairon, the first Open Lord of Waterdeep, 

circa 1032 DR 

People have inhabited the plateau upon which Water¬ 
deep stands for longer than human hislories record. But 
as is the way across the dangerous North, civilization 
at the fool of Mount Waterdeep has crested and ebbed 
in great waves. Elf scholars assure me that it was once 
the site of Aelinthaldaar, the capital of their ancient em- 
pire of Iliefarn* So it was already a glorious place when 
a dwarf prospector named Melair discovered mithral 
beneath the mountain. In agreement with the Illefarni, 
Melair called kith and kin to mine under the mountain 
and in the plateau, and thus Clan Melairkyn came to 
rule below as the Illefarni did above. 
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But this fruitfuJ alliance lasted less than the 1 i feti me 
of a dwarf. for the emperor of the elves—what they call a 
“cGronaH— commanded that ali leave in the Retreat, that 
great exodus of elves from Faerun ro thcir mystica! isle 
of Ever meet. Not ali elves agreed with this edict, and 
many were determined io stay. Well, what emperor has 
ever willingly allowed another to sit in his throne? The 
corona! had all of Aelinthaldaar razed by magic, and the 
remaining elves splintered into separate kingdoms. The 
Melairkyn, of course, saw this as a breaktng of their bar- 
gain, and never again did they deal with elves. Instead T 
they tunneled ever deeper under the mountain, never to 
be heard from again- 

So it was that the humans who came to the deepwater 
harbor found it empty and suitable for their own pur- 
poses. For more than a thousand years, folk lived and 
traded at the site of what would become Waterdeep, but 
their identities remain a mystery—with a curious ex¬ 
ceptio n. We know that at some point during this period, 
the wizard Halaster Blackcloak built his tower at the 
base of Mount Waterdeep and came to rule the lands 
around—until he T ltke the Melairkyn, vanished under 
the nraountaim 

Various warlords later clatmed the plateau*s harbor 
as their own, but it was one known as Nimoar who is 
best remembered. A History of Waterdeep: Age One, 

The Rise of the Warlord records how Nimoar raised a 
wooden stockade to protect the settlement around the 
harbor, claiming rule over the town that by then was be- 
ing called “Nimoar f s Hold, the Town of Waters Deep ” 


War between ores and elves in lands farther north 
drove hordes of trolls South to claw at the fledgling city, 
and amid this danger, Nimoar died of old age. Many 
bloody struggles unfolded between loca! folk and trolls, 
until the magic of a youth named Ahghairon turned the 
fortunes of war against the “everlasting ones " which 
were destroyed or scattered. Ahghairon improved slowly 
in skill and power with the passage of the years, until 
he became a great mage, He is said to ha ve discovered a 
supply oipotions oflongevity, or learned the art of mak- 
ing such r for he Itved on and on T stili physically in his 
prime for decade after decade. 

A History of Waterdeep: Age Two, The Lords’ Rule 
Begins records that in the year 1032 DR, Ahghairon 
(then in his 112th winter) argued with Raurlor, who 
was then Warlord of Waterdeep. Raurlor wanted to use 
Waterdeep s acquired wcalth and strength of arms to 
create a northern empire, Ahghairon defied him before 
all the people, and Raurlor ordered the mage to be 
chained, But when Ahghairon magicaUy turned aside all 
who sought to lay hands on him, Raurlor struck at the 
mage with his own sword, Ahghairon then rose into the 
airjust aut of reach, and used his magic to transmute 
RaurloBs blade into a hissing serpent* When the ser¬ 
pent struck Raurlor, he died in fu 11 view of his shocked 
folio wers. 

Ahghairon then gathered the leaders of Waterdeep^ 
armies and powerful families. WhUe runners sought to 
bring them to the castle, flames roared and crackled m 
the empty warlord’s throne at Ahghairon p s bidding, so 
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that none could sit there. Then, when the gathered hosi 
ofworthies met in the audience chamber, the wizard 
seated himself on the flaming throne, Immediately the. 
fi res died away, leaving both the throne and Ahghai- 
ron unharmed. 

From this seat—the very one on which the Open 
Lord sits to this day—Ahghairon decrccd how the city 
wotild be governed. Wliile he would sit as lord openly t a 
council of other Lords of nearly cqual power would rule 
with him. But the identity of those other lords wotild 
be hidden even from each other, thus preventing any of 
them from being approached and influenced by bribe 
or threat. So it was that Ahghairon established Waler- 
deeps system of governance. 

Ahghairon was instrumenta! in establishing many of 
Waterdeep*s other institutions, such as tts black-robed 
magisters, tts Griffon Cavalry, and the city's many 
guilds. The first Open Lord ruled wtsdy for over two 
centuries before the magie sustaining bis health failed. 
He now lies entombed in his tower, which you can stili 
see standing in the courtyard of the Palace of Water¬ 
deep. Beware that you dont approach too close, how- 
ever f lestyou stumble into the tnvisible barrier—a '“force 
cage,” I am told—that surrounds the tower. 

Within that barrier lie additional protective wards, as 
demonstrated by the floating bones of the last person 
who tried to defy them. The na me of t his poor soni has 
been lost to time, but the misereant was Hkely a wizard 
who sought to steal the magie treasures that had been 
entombed with their former owner, Now they hang in 
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the air beyond the invisible force cage in rough sem- 
blance of their natura! position, occasionally displaced 
temporarily by strong winds or mischievous children 
with long sticks, 

Ahghairon’s wise rule is celebrated on the first day of 
Bieasis, which has come to be known as Ahghairon’s 
Day. For more about this day, see “City Celebrations/’ 

Many significant events stand oul in Waterdeep’s his- 
tory, But none have had so great an effect on daily Life 
than the three apocatyptic periods known as the Time of 
Troubles* the SpellpJague, and the Sundering the most 
recent (and hopefully final). On all these occasions, the 
actions of gods at war with one another led to the loss or 
the twisting of magie in the world. During the Time of 
Troubles, Waterdeep stood at the center of events. But 
the effects of the more recent crises can stili be seen in 
the city today T even though they oceurred a great dis- 
tance from where Waterdeep stands* 

When the gods waiked among mortals during the 
Time of Troubles, they were cast down to the world by 
the mysterious Overgod Ao in 1358 DR. Until then, none 
but the gods had known of Ao T s existenee, and since 
then, we have learned little more. As all know T the crisis 
began with the theft of the Tablets of Fate by the vile and 
ambitious gods Bane and MyrkuL later joined by BhaaL 
These mysiie artifacts supposedly determine the extent 
of the gods T power. and dictate how they use that power. 
As punishmenl for this affront, Ao cast down the gods 
(or the ones that humans worshiped, at any rate) and 
then demanded that they rcturn the tablets to him. 










But Ao was not omniscient, it seems. nor overty wise. 
The gods didn 1 ! seek out the fablets, and thus it was left 
to mortal heroes to sort out the mess. They did so T their 
efforts cui m mati ng in Waterdeep* It was on the stapes 
of Mount Waterdeep that Ao was iast seen, when he 
granted godhood to the human heroes Kelemvor, Mid- 
night (who became Mystra), and Cyrie. 

It Is no surprise, then, that Waterdeep has since at- 
tracted a steady st ream of pilgrims who worship Mid- 
night at Mystras temple and pay homage to Kelemvor 
in the City of the Dead, it might surprise you T though* to 
learn that Waterdavians had a short-lived penchant for 
worshiping Ao. The Cynosure—that greal marble-pib 
lared structure on the edge of the MarkeL now rented 
out for private and publie events—was built as a temple 
to Ao. But his worship feli from favor when all prayers 
to him went unanswered, and folk realized they had 
no idea what he stood for or who he was. You can visit 
the Cynosure to see sculptures and paintings of all the 
major participants and events in the Time of Troubles. 
Entranee is free to the publie on any day when no event 
(such as a meeting of guilds, a noble T s coming-of-age 
ball, or some such) Is scheduled. 

Ln the Year of Blue Fi re (1385 DR), the Spellplague 
gripped the world* None knew it at the time, but it has 
since been divined that Cyric's long hatred for Mystra 
boiled over and led to his murder of the goddess of 
magic. 1 was absent from the world at this time—indis- 
posed by the forcc of an imprisonment spelf. Etminster 
has since explained the eveots to me, but 1 must confess 
that rnuch of what he said made little sense. It was a 
long lecture having something to do with stars, “crystal 
spheres” and “demiplanar reality mirrors.” Suffice it to 
say, parts of our world switched with parts of another 
one t and magie was again disrupted. 

During this period, the powerful magical fields that 
protect and affect Waterdeep became unstable. This 
led to the disastrous activation of most of Waterdeeps 
amazing walking statues during an earthquake. In the 
years before, the walking statues were often hidden on 
the Ethereal Plane, to be called forth only in times of 
great perii. Many in the city doubted that such massive, 
sapient constructs were even real, let alone that they 
guarded the city invisibly, The Spellplague confirmed 
their existence for ali to see, though, and each carved a 
swath of destruet ion through Waterdeep before it was 
stopped. Now the walking statues stand about the city in 
various States of readiness or disarray—one of the most 
obvious of Waterdeeps so-called splendors* 

After the Spellplague came the Sundering, Elf schol- 
ars insist on calli ng it the Second Sundering, asserti ng 
that the ereation of Evermeet thousands of years ago 
was a similar happening. Regardless of the name you 
give K the event that unfolded beginning in 1482 DR 
was the resuit of another world—called Abeir f I am 
told—passing again into our own. The gods were once 
more cast into the mortal realm, this time embodied in 
mortal beings known as Chosen* The old troublemaker 
Ao seems to be the cause of it all, though why he chose 
to cast down the gods was a matter of dispute even 
among those entitles while they were with us. 


Apparently, all of this was foreseen by Waterdeep^ 
legendary wizard Khelben Arunsun* and it was only 
through his wisdom and the efforts of Elminster, Laeral 
Silverhand—now the Open Lord of Waterdeep—and a 
handful of others that the world was saved. According to 
Elmlnster, Ao re made the Tablets ofFate as a resuit, re- 
storing the divine order and separating Abeir from Torik 
But take that as you may. According to that roguish long- 
beard. he saves the world without anyone noticing every 
other month or so. 

SURVIVING IN THE ClTY 

Waterdeep is. by and large, the most civilized city on the 
Sword Coast. Yet civilized doesn’t mean safe, nor does it 
rnean easy to navigate. Many day-to-day elements of life 
in Waterdeep that residents take for granted are, to new 
arrivals, a bevy of wonders and dangers not seen in any 
other setttement with in a thousand miles* Here’s what 
you need to know to survive your first few hours in the 
city. Mark this section for frequent reference! 

The Cope Legal 

Waterdeep is no village led by hidebound hierarchs or 
petty ficfdom ruled by the whim of a warlord. It is a city 
of laws molded by Tyr T s spirit of justice* As a rule* you 
can trust members of the City Watch to do their duty 
di ligent ly, and you can expect that the citys magisters 
will be fair* Ifyou have cause to come before the Masked 
Lords or the Open Lord herself, rest assured that ifyour 
cause be just, jusiice will be done. If, however, you find 
your se jf in the wrong, know that though it might take 
time to weigh that wrong on Tyris scales, his hammer 
wih fall—and it will be wieided by Waterdeep with a 
ve n gea n ce* 

Unlike in less civilized settlements t punishment for 
crinies in Waterdeep isn r t typically used as publie enter- 
tainment. Scheduled exeeutions occur behind the high 
walls of Casti e Waterdeep, and fioggings are carried out 
in the watch post nearest the sentencing. The Watch 
makes every effort to take individuals into custody 
quietly P so as not to disrupt other citizens. Those by- 
standers generally return the favor by giving altercations 
between criminaU and the Watch a wide berth* 

Waterdeep has a complex library of law and custom 
set by precedent, the main body of which can be read in 
the Code Legal. This document is available in multiple 
languages at the Palace of Waterdeep, and (in the Com- 
mon tongue) provided on request by the magisters at the 
gates and in the harbor. Be aware that the Code Legal 
provides only an out line of typical sentences for various 
offenses, and magisters have broad discretion when 
meting out justiee as they see iit. Any Masked Lord can 
overturn a magisters ruling, but there's rarely a Masked 
Lord around when you need one. 

Arms, Armor, and Combat 

Individuals accustomed to the rough-and-tumble life in 
much of the North are often surprised by the fact that 
Waterdavians go about unarmed and unarmored. Yet 
Waterdeep doesiLt have any law that forbids carrying 
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weapons or armor Instead, it has a culture of civility 
that makes such behavior unnecessary. 

Dueling has long been illegal in Waterdeep, as has any 
sort of act invoiving assau It, Individuals caught brawltng 
by the Watch will all be arrested and judged regardless 
of who started the fracas, or why. (The tavern brawls 
that typically break out under the influence of too mueh 
drink will often be overlooked by the Watch, as long as 
the proprietor doesnT seek payrnent for damages and 
no one is significantly injured.) Sport fighting, such as 
boxing or wrestling, is legal only if it occurs in a location 
registered with the city for that purpose* Addit ionally, 
any blade more than one foot in length is subjeet to an 
extra tax whenever it is sold, which hdps to explain why 
Waterdavians prefer to carry knives and knuckledusters 
for selTdefense. 

Businesses and individuals do employ arnied guards, 
but except for nobles or foreign envoys, few people travel 
about the city with such protection, As such, the sight of 
armed and armored individuals walking the streets who 
arent in the livery of the city or one of its noble houses 
inspires caution in most Waterdavians* Folk assume 
that you wou!dn T L bother lugging around such equipment 
unless you either intend violence or expect that it might 
soon be visited upon you* 

City Watch 

The first soidiers you see in service to the city will be 
the members of the City Guard who patrol the roads 
leading to Waterdeep, watch the walls T guard civic 
structures, and protect magisters, Waterdeep^ streets. 
however, are policed by an altogether different force: 
the City Watch* The similarity of their names often com 
fuses newcomers, so l offer this handy mnemonic: “The 
Guard guards the walls while the Watch watches ali," 

You can recogmze any member of the City Watch by 
the uniformi a green-and-goldenrod doublet and a tali 
Steel helmct Each typically carries a long truncheon, a 
dagger, and a buckler, Becatise most citizens in Water¬ 
deep don't bear weapons, these tools prove a more than 
ample deterrent to crimina! activity. Members of the 
Watch typically don’t carry crossbows or other weapons 
to attack at range, but running from the Watch—though 
it may be a ttme-honored tradition for local miscreants— 
rardy works out for newcomers to the city, 1 guarantee 
that ali members of the Watch know the streets they 
patrol and that area T s residents better than you do, even 
if you stay in Waterdeep for ten seasons* 


Watch Talk 

Members of the City Watch employ a sort of slang tn deal- 
ing with the pubfic, As a visitor, it behooves you to know 
what they mean, 

“What befalls?" means "Someone teli me what's go- 
ing on here," 

“Hold!" means “DorVt move a muscle." 

"Down armsF' means “Drop your weapons / 1 
“Talk truth!" means “Artswer me" or 'Teli the 
whole story/’ 

“Robes” referentes the black robes—in other words, one 
of the magisters. “Do we need robes here?" or something 
similar should be taken as a threat. 


The City Watch has watch posts throughout the city, 
These stations are often off the main thoroughfares, 
tucked away in small courtyards or at cross streets. A 
watch post can be recognized by the green-and-gold lan- 
tern outside it. Iit even during the day with a continua / 
flame spell. A watch post serves as an organizational 
headquarters and armory, Anyone who wishes to report 
a critne may do so at a watch post in the event a Watch 
constabis canf be found elsewhere, A watch post typi- 
caily contains a few Holding cells where people arrested 
for crimes can be detained until they Ve marched to a 
courthouse jail before standing trial* 

Small squads head out from the watch posts on daily 
and nightly rounds of the city streets, or on special 
assignments invoiving protection or investigat ion. A 
mere pair of Watch operatives might discreetiy patro! in 
the Castle Ward; in contrast, squads of eight walk the 
Dock Ward, increasmg to as many as a dozen at night* 

If Watch members spot trouble they can’t handle, they 
blow shrill tin whistles to summon more of their mem¬ 
bers—an act that alerts nearby citizens as wdL 

City Watch members follow a striet code of conduct 
that makes them one of the most trusted pol ice forces 
aside from paladin-patrolled Elturgard, As long as you 
donT engage in tmlawful behavior, you can expect to be 
left untroublcd by the Watch. 

The Watchful Order of 
Mag^sts and Protectors_ 

Expect to be questioned at the gate, or when you register 
with a magister, regarding your abilify to cast arcane 
magic* Wizards, sorcerers, and other arcane spellcast- 
ers who intend to stay in Waterdeep for any length of 
time are required to register with the city, and will be 
strongly encouraged tojoin the Watchful Order ofMag- 
tsts and Protectors* headed by the Blackstaff. 

Members of the Watchful Order are expected to ren- 
der service to the city when called upon, acting as tem- 
porary members of the City Watch or City Guard* Their 
expertise often helps investigators determine whether 
magic was used to commit a crime in the city. Members 
can also expect to be tapped for assistance during and 
after fires, natural events that eause multiple casualties, 
or other nonmagical disasters. 

Members of the Watchful Order form a more or less 
sociable association in the city* working together to 
keep an eye on any spellcasters who opt not tojoin their 
guild* Any havoc caused by a spellcaster in Waterdeep 
risks drawing the wrath of the Lords of Waterdeep—so 
it behooves the Watchful Order to watch all its members. 

COINAGE 

As should be expected of any city of standing, Water¬ 
deep mints its own coins. All taxes, fines, and guild 
fees must be paid either in Waterdavian coin or the cur- 
rency of any member settlement of the Lords’ Alliance. 
Though no law requires you to pay for goods or Services 
in Waterdavian coin, the drudgcry of weighing foreign 
currency and ehecking its purity prompts many retailers 
and operators of swift-exchange businesses—inclnding 
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drays and hire-coaehes—not to accept anything but 
coins minted in Waterdeep. 

Though you can trade your coinage for Waterdeep 
currency with anyone willing to do so, the exchequers at 
the Palace of Waterdeep make exchanges wilb no asso- 
ciated fee. The queue there can be quite long, neces si tat- 
ing that you make an appointment—often a day or more 
in advance. For a swifter transaction, 1 recommend any 
member of the Guild of Trusted Pewterers and Casters, 
or of the Jewelers* Guild, Both bave the most reliable 
scales and ab i de by guild-wide rates of exchange. 

Be sure to exchange taob and harbor moons be- 
fore leaving the city, as their value greatly dimintshes 
elsewhere! 

Taxes and Fees 

As established in the first year of the reign of the previ- 
ous Open Lord, Dagok Neverernber, Waterdeep collects 
a monthly tax from ali who live within its official wards. 
The tax is 1 shard per person above the age of ten 
years, and is eollected door-to-door by patrols of the City 
Guard on the last day of each month. 

Individuals who so desire can pay a single dragon 
in tax and receive a writ exempting them for twelve 
months, but the writ must be produced every month 
when the Guard calls, or a new payment is required. If 
the Guard knocks at a door and receives no answer, a 
notice of lien with an estimation of tax is affixed to the 
door. The debt must be dealt with before the next month 
ends T with payTnent to be made to any magister. 

Those who have no fixed residence can stili be taxed 
if they are co n fronte d in any building, be it an inn or an 
outhouse, So if you Te out and around on the last day of 
the month, youll no doubt experience 'Taxing traflic” as 
(he streets become clogged with people trying to avoid 
the collectors. 

Waterdeep also raises revenue by charging other fees, 
such as the following: 

1 nib per day for rental of a stall in the Market 
1 shard (above and beyond any fines imposed) from any¬ 
one eonvicted by a magister, per conviction 
1 dragon per conveyanee leaving the city, empty or full 
5 dragons per ship that touches dock in Waterdeep (ex- 
cept for city ships and diploma tic vessels), eollected 
from the captain and covering a stay of up to fourteen 
days (a ship that leaves the harbor and returns during 
that time pays the tax upon reentry) 

]n times of trouble, direct taxes can also be imposed: 

A fire tax (usually 1 dragon per household), levied when- 
ever a fi re destroys a large porlion of the city 
A wall tax or harbor tax (usually 1 dragon per house¬ 
hold) raised to directly pay for needed repairs or 
expansions 

A lance tax raised to provide a payroll for mercenarios 
hired by the city when required (usually 1 shard per 
household each tenday until the Lords repeal the tax) 


COINS OF WATERDEEP 

IlEtfE ARE IMAGES OF THE ClTV'S COINS, WNitH ARENl'T TO SC.ALE. 
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Gettin g About 

Perambulating is the superior manner of experienctng 
the city and ali its splendors. But if youVe come with 
your own conveyance, the weather is mclement, or some 
other reason drivesyou to use the roads, the following 
are facts you need to know. 

Traffic and Travel 

Waterdeep is a city of broad boulevards that thrum with 
traffic. Ali day and well into the night, a bewildering me- 
lee ofwagons, carts, horse and pony riders, carriages, 
buggies, hire-coaches, and Waterdeeps signature tow r - 
ering drays (further discussed below) surges through 
its major thoroughfares, Fortunately, most roads are 
flanked by paved sidewalks that give pedestrians plenty 
of space, and most of the widest roads have raised di- 
viders that allow an individua! Crossing a Street a safe 
space to step out of the fray and wait for traffic to pass* 

The cityV centuries-old layout dictatos its traffic pat- 
terns today. Waterdeep lies on a plateau adjacent to a 
long mountain that shields much of it from the sea* In 
the Southern third of the city, where the land slopes 
up from the harbor, the High Road and the Way of the 
Dragon are the two main south-north roads. The se 
converge both at the Waymoot near the Southern gate, 
and in the heart of the Trades Ward where the city is at 
its narrowest—bounded by Castle Waterdeep, high on 
a spur of the mountain, and the walls of the City of the 
Deacl. The conjotned boulevard then splits to the north, 
comi nui ng as the H igh Road t and to the west as a boule¬ 
vard called Waterdeep Way* heading toward the Palace 
of Waterdeep (not to be confused with Waterdeep Cas¬ 
tle, which it passes hard by). In the middle of the city* six 
boulevards run north from Waterdeep Way* where they 
meet the road that encirc!es the Market, On the other 
side of the Market* five boulevards continue north. 

The aforementioned boulevards, along with the Street 
of the Singing Dolphtn in the Sea Ward* are the major 
arteries of the city. Hire-coaches and drays can be most 
frequently found on those streets, and traffic is at its 


most hectic there. Most other roads in the city run east 
to west, but regardless of their direction, traffic else- 
where is generally less hectic and thus safer to cross. 

Street Signs 

Thanks to the Scriveners’, Scribes', and Clerks’ Guild, 
Waterdeep has a remarkable custom of labeling its 
streets. and even many of its alleyways and courts. The 
method of identiflcation varies by ward and neighbor- 
hood (including brass plates, carvings in stone, and stem 
cii-painted wooden signs), but Street namcs are typicaily 
displayed on the corners of buildings at intersections, 
roughly a dozen feet above grou nd* The name of the 
road you travel on will be on the wail nearest, while the 
name of the Crossing road will be around the cor ner. 
Simply ingeniousl 

Landmarks 

Proud Mount Waterdeep provides a useful landmark for 
genera 1 orientation* It stands starkacross the skyline 
to the west, its far slopes dropping right into the sea. A 
spur of the mountain juts inland, and atop the eastern- 
most point of this spur stands Castle Waterdeep. If you 
can see these landmarks, it’s relatively easy to onent 
yourself* The mountain pcak looms over the Southern 
third of the city near the port in the south, The City of 
the Dead lies opposite the northern ridge of Mount Wa¬ 
terdeep, which deseends down to the Fieid of Triumph, 
the dty*s great coliseum, 

One of Waterdeep ! s titanic waiking statues, no ionger 
mobile, offers another way to orient yourself on a loca! 
scate. At nine stories tali, twice the height of any build- 
ings nearby* the Honorable Knight stands guard in a 
block of buildings between Snail Street and the Way of 
the Dragon* Positioned as it is nigh the place where four 
wards meet, you can use it to judge where you stand. If it 
is south and west of your position* you are in the Trades 
Ward. North and west? The Southern Ward. South and 
east? The Castle Ward* North and east? YouVe in the 
Dock Ward* 


















Traffic Wardens 

During particularly beavy traffic and at congestcd ar¬ 
eas such as the great ovai road around the Market, you 
might see a member of the City Watch servi ng as a traf- 
fic warden, Traffic wardens signa) with small blue hand 
llags for traffic to proceed, and with yellow flags for traf¬ 
fic to hold. A traffic warden can often be heard blowing 
a whistle, When you hear it, [ook to the warden to see if 
you are being signa led. Failure to take care might resuit 
not only in accident but also arrest* 

Drays 

Thesc towering vehi cies are, I believc, unique to Water- 
deep. Invented by exiles from Lantan in the last eentury* 
a dray is a long, glassed-in carriage with bench seating 
that provides additiona! open-air bench seating on its 
roof, The driver sits at the level of the roof seating, pro¬ 
vidi ng a vantage point to see over other traffic and make 
eye contact with other dray drivers. You can entcr this 
contraption through the back whenever it stops or slows 
down enough to make mounting the rear step safe. 

A fare taker stands at the back of the Lower seating 
area to take your coin (typically 2 to 4 nibs), You can 
choose to ride inside or ascend the spiral stairway at 
the rear to ride atop the vehicle* Most drays run on the 
main north-south boulevards, but some circle the Mar¬ 
ket, and a few run along the smaller east-west roads 
in rough areas, Be warned that when the demand for 
drays is high—during rain or snow, or to get to or from 
an eveni at the Fidd of Triumph—conditions become 
crowded and perfect for pickpockets* 

Hire-Coaches 

If you desire to travel in relative comfort and be the mas- 
ter of your destination» simply give a spirited wave and 
shout to any hire-coach driver who has no passengers. 
Each of these handsome, two-wheeled black coaches 
comfortably seats two travders (perhaps four if you Ve 
quite slim and very well acquainted), who ride facing the 
road ahead, The hire-coach’s driver sits high and to the 
rear of the carriage, manipulating the horses by means 
of long reins and a short whip on a rod. The fare musf 


The Unflappable Waterdavjan 

Natives ofthe City ofSplendors are notoriously s!ow to 
take offense. A Waterdavian plainly States their feelings 
as a warning, so that one is apt to hear “I don't find 
thatamusing, friend," said pleasantly before real anger 
is shown. Some visitors misinterpret such behavior as 
cowardice or ignorance ("He was too stupid to realize 1 
insulted himF). For those who act on such misjudgments, 
however T surprise and regret are the usual results. 

Most Waterdavians are also slow to take fright unless 
facing magic or monsters. A swaggermg warrior threat- 
eningthern is quite likely to be stared at caimly, or even 
sneered at. 'The onty mortals that Waterdavians fear are 
a few unstabie wizards and the Lords," Durnan often says 
to those who are surprised by the nonchalance ofthe 
Yawning Portafs regulars concemirtg the open entrance 
to Undermountain in their midst “And onty when they r ve 
incurred the wrath of said persons themselves." 


be agreed upon and paid before the journey, but only 
rarely will the cost exceed a half-dozen shards. 

Carriages 

The well-to-do—or those who want to ride in luxury 
during a day out—can hire a fu 11 carriage, many of which 
are as finely outfitted as those owned by the nobility. Up 
to eight can take such a ride in silken comfort. Prices 
and Services vary, but generally you agree to rent the 
carriage, the Services of the driver, and any attendant 
servants or guards for a fuU day. 

TravelIN WlNTER 

The folk of Waterdeep often remain indoors m the 
colder months, particularly when it rains or snows. The 
flow of trade and travelers into the city slows to a trickle 
during winter, and as a resuit, traffic diminishes and 
drays and hire-coaches become more scarce. Fortu- 
nately, the Fellowship of Carters and Coachmen works 
with the Wheelwrights' Guild and the Wagon-makers* 
and Coach Builders' Guild to convert the drays and hire- 
coaches that do operate into sledges, so that some are 
available even in the worst weathen 












Nobility _ 

While you might encounter dwarf diplomats from 
Gauntlgrym, satraps of Amn, duchesses of Tetbyr, or 
tlianes of Ibe Northlanders in Waterdeep, the nobles 
you really need to know about are the city’s own, Seven- 
ty-eight noble family lines are found here, many of which 
can irace their lineage back to the city’s found i ng. Books 
have been written about individual fami lies— histones of 
their accomplishments and how they fit into the webs of 
wealth and patronage that govern nobles' activities—so 
it is beyond the scope of a pamphlet this size to attempt 
to describe their particulars. I can, however, endeavor 
to equip you with the tools to recognize nobility and to 
interact with the higher class. 

Spotttng a Noble 

Nobility in Waterdeep are granted the right to bear 
arms. In the legal code of the city, this means no t merely 
the ability to carry a weapon, but the right to retain up to 
seventy equipped soldiers. These soldiers always wear 
a house J s colors and the houses “arms of grace 1 —a 
heraldic device often horne on a shield, worn as a cloak 
pin f or affixed to a hei met, Others throughout the city, 
even foreign dignkaries, are permittcd to retain only up 
to sixteen armed warriors, and laws against imperson- 
ating those in the employ of the nobility mean that other 
mercenaries and bodyguards must often dress plainly, 
so as not to be mistaken for the retinue of a noble* So 
your first clue that you might be in the eompany of a 
noble is the sight of a large number of armed and uni- 
formed soldiers. 

Many nobles, particularly younger ones seeking 
entertainment, travel without an entourage of gtiards 
or only in the eompany of other nobles. In this case, 
you'll know youYe in the presence of nobility because 
of the deference others give them. Follow suit, and you 
should be fine* 

Above ali, be polite. Always address a known noble 
as “Lord” or “Lady,” A short bow or a nod of the head to 
acknowledge a noble upon each meeting and parting is 


A Wondrous People 

Whenever you find yourself in a bustling city you Ve likefy 
to spot a wonderful variety of folk Vou hear words in lan- 
guages utterly foreign to you, and you smelJ dishes both 
delectable and strange. Waterdeep is the ultimate city of 
sudi delights, and before long, the alien thing becomes 
familiar to you, and the stranger becomes your frrend. 

The people of Waterdeep are among the greatest of its 
spiendors* Fashion, comportment, love—these things 
are practiced with an art and a zest in the city uncommon 
elsewhere. Visit a festhall or festrval and see for yourselfl 
And don t miss the cross-dressing performers who regaie 
audiences with humor and song* fabulous—that word 
doesn’1 begin to describe it, especiatly when they enhance 
the merriment with magic. 

The city is also a haven for those who detine for them- 
selves what it means to be a man or a woman, those who 
transcend gender as the gods do, and those who redefine 
enti re ly who they are. What confidente! i never tlre of wit- 
nessing it. i have seen folk in Waterdeep whose lives are 
more magical than the marvels possible with spells. 


customary. Obsequiousness and servility is something 
ali Waterdavians scorn, but you should also beware of 
acting in an overly familiar, boastful, ordisrespeetful 
way when in the presence of any noble. Though this 
sort of behavior i$n't a crime, and laws against duding 
prevent a noble from initiating a direct armed confron- 
tation, the noble famifies of Waterdeep have immense 
power in the city, often in unexpected quarters. Many 
have infiuence in nations as distant as Calimshan and 
Cormyr* Be assured that any slighting of a noble will not 
be forgotten or easily forgiven. 

If youYe not certain whether someone is a noble, ad¬ 
dress the gentleman as “Saer T ' or the gentlewoman as 
“Goodwoman." Neither will give offense, and genera lly a 
noble will politely correct you as to their actual title. 

Nobles and Patronage 

Nobles in Waterdeep are patroos of and investors in ali 
manner of businesses in the city and abroad, as well 
as the many expressioris of the arts, They spend coin 
to fund celebratioris, contests at the Field of Triumph, 
upkeep at the city*s temples and shrines, civic projects, 
guild events, and charitable actions such as burial of the 
unknown dead. Their motives are manifold, but their ac¬ 
tions—no inalter the reason—earn them loyalty and high 
regard from those who benefit from their largesse, 

Seeking patronage from a noble without having been 
introduced to that person is considered an insuit, so you 
must first befriend someone tn a nobles employ or circle 
of infiuence. Doing so is no guarantee of ultimate suc- 
cess; much time and coin can be wasted trying to curry 
favor with an acquaintance of a noble who turns out to 
be unscrupulous or of little help for some other reason, 
My ad vice is to do somethiug deservi ng of attention, 
whatever your vocation, and someone from the noble 
families of Waterdeep will eventually show an interesl. 

Know a Noble’s Business 

In the words of that quarrelsome acquaintance of mine 
from the Dales, “Before you strut your stuff in the 
chickens’ preening circle, get to know the other cocks 
first" Thiscolorful aphorism applies well to the affairs 
of nobility, because when you have interaction with a 
noble, you are at the same time dealing with one f s enti re 
family—as well as a network of business associates and 
albes, That situation can put you in a troublesome spot 
if you arc unaware of the nobleY connections, 

Guilds and GuildJ-aw 

No aspect of life in Waterdeep goes untouched by at 
least one of its more than forty guilds. Virtually every 
profession has an associated guild* and there’5 hardly 
a Citizen of the city who doesn T t belong to one or more 
guilds, or doesnY work for someone who does* As a 
visitor to Waterdeep, you need to know this, lest you run 
afoul of "Guild Law.” Guild Law isn't technically in the 
legal code of Waterdeep, but guilds are mentioned in the 
oidest surviving legal documents—penned by Ahghairon 
himself— and the rules of Guild Law are respected by 
wise city folk. 
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Guilds take their laws seriously, as do members of the 
City Watch and the magisters. If you dout a guild’s tra- 
ditions, you can expect nol oniy public scorn but also a 
visit from enforcers of the law. Io addition, many guilds 
liave their own codes of accusation, trial, and punish- 
ment, such as: 

- A tnember of the Bakers 1 Guild who sells bread baked 
in the wrong shape will be drenched with water and 
coated in his own flour. 

* Heckling a member of the Jesters* Guild will resuit in 
the offending party being jeered at in public by no less 
than four guild members for a period of four days. 

* Any ship that untoads its cargo without due obser- 
vance or aid by the Guild of Watermen shall have its 
cargo seized or thrown into the harbor. 

Many guilds have codes that entwine each other, 
complicating matters even more for the ouisider. In 
Neverwinter, if you want to construet a building, you 
simply purchase the land and hi re workers to build it. 

In Waterdeep, the Surveyors; Map , and Chart-makers* 
Guild must first be consulted upon designation of the 
piat, then brought in to draw or approve the construction 
plan. The Cellarers’ and Plumbers* Guild must then 
ciear and prepare the site, only after which will you be 
able to hi re members of the Carpenters\ Roofers’, and 
Plaisterers’ Guild to erect the structure. 

Moreover, the work will not be complete until mem¬ 
bers of the Guild of Fine Carvers and the Guild of Stone- 


Waterdeep at Night 


cutters, Masons, PoLters, and Tile-makers design and 
craft any decorative eiements of wood, stone, or ceram- 
ics, and after the Most Carcful Order of Skilled Smiths 
and Metalforgers has manufactured and installed any 
door hinges. If the buiiding is to be connected to the 
sewers or a city water supply, the Cellarers* and Plumb- 
ers" Guild must be called upon again to do that work. 
Want glazed Windows installed? For that, you need to 
hire members of the Guild of Glassblowers, Giaziers, 
and Spectaelc-makers. 

If you do business in the City as anything other than a 
purcbaser of goods and Services, J strongly advise you 
to seek out a local solicitor and pay to be guided through 
the process, No guild of solicitors exists, so be sure your 
choice comes highly recommendcd by ifidividualsyou 
can trush To learn the peciiliarities of any guild f s rules, 
consuit someone on duly at the guild headquarters or 
ask a senior guild member. 

AU that said, working at a guild-related profession 
without being a member of that guild istvt illegal. Guild 
members have no lawful recourse to inter fere in the 
business of someone who chooses to not join the organi- 
zatiom But if you practice a trade or operate a business 
without becoming a member of the appropriate guild, 
word spreads, and youll find that your coin isn f t good 
for purchasing the goods or Services of anyone who is a 
guild member, Since that group includes virtually every- 
one who sells the necessities of life or offers shelter for a 
fee, the benefits of joining a guild swiftly become appar¬ 
ent to those who procrastinate in Lhis regard. 




The Wards of Waterdeep 

Newcomers to the city of Waterdeep are often confused 
by the imporlance that Waterdavians give to wards. In 
other tities, such as Baldur s Gate and Neverwinter. 
districts are bounded by rivers or wahs. Bul in Water¬ 
deep, one can traverse from ward to ward by Crossing 
a Street— a fact Lhat offers the drivers of hire-coaches 
some amusement when an ignorant tourist requests a 
ride to an adjacent ward, 

Each ward has its own history, legends, and traditions 
based around who lived there in the past P famous or in- 
famous evenis, and tbe uncanny things that continue to 
occur. For example, children (and even some adults) hop 
on one foot when Crossing AsmaghV Alley in the Castle 
Ward. Why? Well T Asmagh was an apothecary who poi- 


Speak like a Native 

The many idioms and slang expressions ofWaterdavians 
would take a whole book to expfore, but here f explain a 
few that might otherwise mystify 

“Dabbter but no master” and “No mastery blazingforth" 

These idioms trace their ongrn to Ahghairon, who eady 
on in his studies of magic humbly said, "I am no wizard, [ 
am a dabbler but no rnaster of magic; it seems no mastery 
burris within me. 1 ' Both now serve as expressioris of false 
modesty applied to any skill or craft r not just magic use. 

“Sharpjaws” "festfists," “bullyblades,” and “alleyMades” 

Those who boast of martial skill but who shrink from 
violence or lack rea! ability are “sharpjaws.” In sharp 
cortrast are WaterdeepV “fasthsts" (any but easily pro- 
voked to violence), "bullyblades” (battle-hardened rrrer- 
cenaries hired as muscle), and “alleyblades" (muggers 
and thieves), 

“Longride” and "Last ride” 

To a caravan merchant, a drover, or a farmer from the 
lands around Waterdeep, as well as any Waterdavian who 
rides for sport f recreation, hunting, or falconry, the late 
aftemoon is “longride " and dusk is “last ride." 

“Which the greater thief?” 

Tuezaera Halbwhand was a famous ‘Ione caC thief of Wa¬ 
terdeep in the 1200s DR, who disappeared suddenly and is 
thought to have come to a violent end. She once robbed a 
wizard and wrote this on his wall with a fingertip drpped in 
his favorite red wine: “I take things. You take freedom with 
your spells. Which of us is the greater thief?" Waterdavians 
now use this phrase in argument with one another over ali 
kinds of matters when comparing wrongs done. 

“Doth thy mirror crack?" or “Hurl but thlnk not?” or “Take 
but not count cost? Be notbirrg, then]” 

Laeral Silverhand, then the Lady Mage of Waterdeep when 
she was marned to Khelben “BlackstafT Aruns un, once 
pubticly rebuked an overambitious wizard of the Watchful 
Order of Magists and Protectors thusly; "if I hurf spells 
but think not of consequentes, I am nothing, If I take lives 
but courit not the cost, I am nothing. If I steal in the nlght 
and see not the faces of the devastated come the next 
morntng, I am nothing. If I make decrees like a ruier but 
undertake none of the other responsibilities of the throne, 

I am nothing. And Ef I do all these things in the name of 
the Watchful Order, I am less than nothing. Doth thy mir¬ 
ror crack?" 

These scornful words are remembered and used almost 
daily in Waterdeep even a century later, 


soned many patients, then btiried them upright beneath 
the alley under cover of night. He was discovered, and 
some say that as many as eighty bodies were subse- 
quently pulled up from holes under the alley*s wide flag- 
stones. Though this happened over a century ago, chil¬ 
dren passing through the alley stili sing a song; “Hop 
for the hollows, hop for the dead, hop on the flagstones, 
hop on their headsT As you stroll down WarrioFs Way 
or the Street of Silver, listen for the children f s delightcd 
screams and go give it a try, 

These shared stories and traditions impart to each 
ward a different culture, just as mueh as distinctioris of 
class and wealth. Yet nothing drives residents to identify 
with their wards as much as festivals and sport. Nearly 
every race and parade in the city features a competition 
between wards as part of the festivities. On such days, 
homes and businesses fly the colors of their wards, 
trot out their mascols, and sing rousing songs that cel¬ 
ebrate where they live. If you stay in the city for even a 
month, you Ve sure to see some version of this dispiay of 
civic spirit 

Sea Ward 

The Sea Ward stands proud on the high ground above 
Mount WaterdeepV sunset shadow. The rich and the 
powerfui (or those who wish you to think such of thein, 
and can afford the rent) reside or run their businesses 
here, When the warlords and pirates of early Waters 
Deep gained enough gold, they built fortresses on what 
used to be fields of grass tousled by sea wind. You can 
stili see the remains of some of those old castles i neor- 
porated into the palatial homes of the noble families that 
dwell in the Sea Ward, For the best albaround view of 
the glittering homes enshrouded by garden walls, go to 
where Diamond Street and Delzorin Street cross, nigh 
to MystraV House of Wonder, and simply spin in a circle, 

Blue and gold are the Sea Ward's colors in competi- 
lions, and the wards mascot is the sea lion a fanciful 
combination of lish and feline. There T s a persistent but 
patently false legend that the famous Lion Gate at the 
Field of Triumph is the gaping maw of a sea lion. The 
architeetural designs for the gates show this to be false, 
however, and they can be viewed in the Map House—the 
guildhall of the Surveyors 1 , Map-, and Chart-makers 1 
Guild in the Castle Ward. 

Must-see locations in the Sea Ward begin, of eourse, 
with the Field of Triumph, but just across the Street is 
the no less remarkable House of Heroes—the largest 
temple in the city. Dedicated to Tempus, its many grand 
halls celebrate the city's champions of both battle and 
sport. The wtnners of ward compelitions are paraded 
here after their victories, often carried on shoulders or 
passed from hand to hand over the heads of a crowd. It 
is a sight you shouldn't miss, 

You should also visit the House of Wonder. This is 
surely the most splendid temple dedicated to the gods of 
inagk> with Mystra foremost among them, of course— 
in ah the world. Although your eye will be drawn to its 
ornate towers, brilliant mosaies, and magical displays, 
look also for the humblc violets growing amid the osten- 
tation. These delicate flowcrs were AhghaironV favorite, 
and they are planted about the temple in memory of him. 
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Twq other temples in the ward are as impressive, but 
in different ways* The beauteous House of ihe Moon has 
the tallesl tower of any temple in the city, ristng some 
seventy-five feet above the Street, At its top, priests of 
Selune bask in the light of the moon in ah seasons. The 
House of Inspired Hands, dedicated to Gond, presents 
an altogether less peaceful experience. Here, ali the 
great mnovative minds of the eity invent and experiment, 
attcmpting to create everything from flying machines 
to stroager door hinges. But don’1 expect a museum of 
marvels such as can be found in BalduVs Gate, At this 
site, “worship is work” as anyone at the temple is liable 
to teli you. 

If youVe lookmg for some good Fortune, you should 
sureiy visit the Tower of Luck. a temple complex dedi¬ 
cated to Tymora* The "tower” in question is actually a 
many-pillared atrium ingeniously roofcd over with glass. 
Beneath the rooh a bronze sculpture of a dimimitive 
Tymora, depicted as a laughing young girl, appears to be 
leaping from the very top of an astounding fountain, Io 
pay your respects and make a wish, you come around to 
the fountain on a walkway and toss your com to Tymora, 
Managing to land it in her outstretched band is a sure 
sign of her favor. 

If you nced to refresh yourself during your travels, 
or perhaps to primp before an important meeting or a 
night out, visit Sunes faithful at the Temple of Beauty. 
Its marbled public baths and mirrored salons are opeo 
from before dawn to after dusk. There's no fee for these 


Services, or for the advice and aid oF the temple's many 
pleasant attendants, but donations are encouraged. 

Two parks in the Sea Ward might also be worth your 
time. The Shrines to Nature, just a biock away from the 
Tower of Luck, are resplendent gardens dedicated to na¬ 
ture gods like Mielikki and Silvanus. The park is closed 
to al! excepi residents of the Sea Ward. Yet from beyond 
the iron fenee that surrounds it, you can catch glirnpses 
of the superb shrines, statues, and fountains within. The 
Heroes T Garden is the only green space in the city that 
is open to the public besides the City of the Dead, but it 
is tucked away so far to the north in the Sea Ward that it 
gets few visitors—which is a pity, since the fine statuary 
in this lush garden portrays many of the figures import¬ 
ant to the city's history, 

I hesitate to mention a last location in the Sea Ward, 
and I will not reveal where to find it, for reasons that 
will soon become apparem. There is a house in the Sea 
Ward without Windows or doors, You can T t see it from 
the Street, and those who live near it will not speak of it 
to others. YoulI knowyou are near it when you see blue 
tiles on the streets and walls leading into an alley that 
passes under the surrounding buildings. At night, these 
tiles glimmer dimly with the blue light of foxfire, More 
than one roure leads into the Blue Alley, as this place is 
known, but there are precious few ways out Most who 
enter don’t come back, If you see blue tiles. turn around 
and walk away before it is too late. 
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North Ward 

Nobles aplenty live in the North Ward, but the character 
of this ward is more peaceftil than thal of the Sea Ward. 
Though it has faveres and shops fo suit a variety of 
tastes, the tenor of the area tends toward reserved and 
polite. Most sfreets are lined with row houses inhab- 
ited by the families of prosperous people of business, 
investing, and dvic Service* They are each wealthy 
enough to employ a servant or two, or they endeavor to 
appear as such. 

For the best experience in the North Ward, go there 
just before clavvn, buy a broadsheet, and settle in at a 
cafe with a view of the Street. Watch as the ward comes 
quietly to Iife around you* At first, it will be so silent 
that youll be able to hear the resident a Street over who 
opens her sash for fresh air and clears her throat Thcn 
the birdsong will begin, and shortly thereafter, you’11 
hear and then see the drays arriving with servants, 
These arent the livedo staff used by npble houses, but 
people hired to come and work for a dav, Most of them 
come from less affluent parts of the city, arriving with 
the tools of their trade and outfttted in their customary 
garb: launderers and eooks in white, chimney sweeps 
and houseclcaners in black, valets and child-minders in 
gray. gardeners in green, and tutors in blue. 

As these servants spread out to knock on doors and 
begin their work, the residents of the ward take their ex- 
its T parting fondly with sponses and children, their foot- 
steps tramping along the sidewalks or taking them into 
rattling hire-coaches. In the span of just an hour, the 
North Ward comes to noisy life and then setties again 
into quiesce nce, until later in the day when the process 
reverses itself, as residents return from work and ser¬ 
vants lea ve. 

The liveliest, and perhaps the loveliest, part of the 
ward is the Ciiffwatch. Here, the plateau upon which 
Waterdeep sits features cMs so steep and high that the 
city wall is interrupted to either side of them. Same of 

Major Temples of Waterdeep 


Deity or Deitres 

Temple Name 

Locat ion 

AlI deitres 

Holyhands House 

North Ward 

AU efven deities 

Temple of the Sddarine 

Castle Ward 

Gond 

House of Inspired 

Hands 

Sea Ward 

He!m 

Helrrfs Hali 

Southern Ward 

lima ter 

Hospice of St. 

Laupsenn 

North Ward 

lathander 

Spires of the Morning 

Castle Ward 

Mielikki, Silvanus 

Shrlnes of Nature 

Sea Ward 

Mystra 

House of Wonder 

Sea Ward 

Oghma 

Pont of Knowledge 

Castle Ward 

SelDne 

Tower of the Moon 

Sea Ward 

Sune 

Temple of Beauty 

Sea Ward 

Tempus 

House of Heroes 

Sea Ward 

Tymora 

Tower of Luck 

Castle Ward 

Tyr 

Halls ofjustice 

Castle Ward 

Umberlee 

The Queenspire 

Beach 


the most lavish residences and most tuxurious taverns 
and inns of Waterdeep stand along this space, boasling 
terraces and balconies that allow one to take in the 
beautiful sight of the countryside to the easb Yet you 
need not pay their high prices, for a public walkway 
along the diffs edge offers pedestrians ample opportu- 
nity to enjoy the view. 

The North Wards colorsare green and orange, and its 
mascot is the gentle white dove, depicted in fligbt* Many 
North Ward homes have dovecotes on their roofs, and 
the great flocks of the birds that circle over the city at 
dawn and dusk are a delight to behold. 

Castle Ward 

The Castle Ward is the hearf and mind of Waterdeep, if 
not its souL It houses the city’s military forces, courts, 
government, and the Market—the largest market square 
of any city in the North. It encompasses the City Navy’s 
docks in the Great Harbor and all of Mount Waterdeep, 
and it is horne to six waiking statues, numerous temples, 
and many other landmarks. 

Castle Waterdeep stands above the city on a great 
bluff that extends out from the mountain, its towers 
soaring hundreds of feet into the sky, It surprtses many 
to learn that this isn't where Waterdeep 5 s rulers reside, 
nor from where the city is governed. The castle was and 
is a redoubt of last defense should the city be attacked, 
but for well over a century, the ruler of Waterdeep has 
occupied the Palace of Waterdeep—also known as Pier- 
geiron’s Palace, and stili called that by dderly and fong- 
lived citizens (including many elves), 

Though not quite as large as the castle, the palace is 
far more comfortable and lavishly decorated, with many 
halls used by government offictals, guildmasters, and 
nobles for meetings and court proceedings. If you have 
reason to be invited (not compelled, 1 should hope!) to 
meet with t he Masked Lords or the Open Lord of Water¬ 
deep, it will likely take place in the audience chamber of 
the palace, There, you can witness the ancient and hum- 
ble throne that Ahghairon first sat upon so long ago. 

Many other buildings in the ward are given over to city 
business, including several courts for magisters and the 
barracks of the City Guard. So many of the ward s struc¬ 
turos are offices and meeting halls for business owners, 
solicitors, publishers, and the hke that the Castle Ward 
has the smallest resident population of all the wards. 

Many landmarks of interest are found in this ward 
aside from the six waiking statues (discussed later in 
this chapbook). You could hardly see them all in a day, 
but the foJlowing are highly recommended. 

Blackstaff Tower is a squat black blot in the otherwise 
pretty ward, Humble though the edifice might be, look- 
ing at the place for too long can give you a queasy feeling 
and the sense that you are being watched almost as if 
the tower itself has turned an unseen and wrathful eyc 
upon you. Perhaps you think this fanciful. Well. go and 
try it yourself! 

On the opposite end of the mountain, close to the Na- 
val Harbor. stands Mirts Mansion. Once a fortress-Iike 
and glowering tower, it has been upgraded with more 
delicate fashions of architecture since the return of its 
long-absent owner. 
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Mirt has quite a history with Durnan, the proprietor of 
the Yawning Portale Together they descended into “the 
Well,” as the entrance to Undermountain was known in 
olden days. Waterdeep used to throw criminals in the 
Well leaving ihem to die horribiy in Undermountairfis 
dungcons. Durnan and Mirt entered the dungeons of 
their own free will—and not only that, but returned 
laden with treasures. Both used magic to extend their 
lives, but they eventualiy parted ways. Mirt kept on with 
a Hfe of adventure, whde Durnan built the tavern called 
the Yawnirtg Portal over the Well and now, almost two 
centuries later, charges coin to descend into it. Not a bad 
way to part fools from their moneyl 
The glorious Spires of the Morning, dedicated to 
Latbander, isone of Waterdeep s most beautiful tem- 
ples. But it is rivaled in this ward by the Temple of the 
Seldarine, dedicated to ali the elf gods. The journey 
through Mount Melody Walk, a tunnel cut through 
Mount Waterdeep, to New 01amn r s academy of musio 
and other arts is a wondrous daytime excursiom The 
Markei offers a wild array of sights, smells. and sounds 
in which folk might lose themsdves for a tenday. The 
Pont of Knowledge is a temple to Gghma, yes T but also 
the city’s largest public library. Tities written throughout 
the ages can be viewed here—under the watchfu! eyes of 
the temples priests. In short (if I can claim this section 
of the enchiridion to be such), the Castle Ward offers far 
too many splendors to list them ali here. 


Tue statelv,. clean» and well-dependeo Castle Ward 


The Castle Ward J s colors are blue and purpie, and its 
mascot is a griffon, typically depicted in gold. These bor- 
row colors from the city + s flag and reference the Griffon 
Cavalry, of course. Champions for the ward often come 
from among the ranks of the Guard, the Navy, or the 
Cavalry. Although such competitors have often have the 
advantage in races and competit io ns t their crowds of 
rabidly cheering fans are naturally much smaller than 
those of other wards. 

Trades Ward 

Sbopping, shopping, shopping galore! Or eating, eat- 
ing T eating! Or drinking, drinking, drinking! Or lavish 
accommodations, or fine art, or legendary parties! The 
Market in the Castle Ward is the largest market square 
in the city T but the Trades Ward is like a market town in 
itself—and is easily thrice the Markefs size. 

This ward busttes day and night with activity, both on 
the Street and on balcony walkways that run the length 
of blocks and are sometimes layered five stories high. 
Shop signs appear to leap out from buikfings, whose 
sides are plastered with advertisements ali vying for the 
attention of the eye, Glove shops, shoe shops, jewelry 
Stores, perfumeries, flower shops, cake shops, taverns, 
caf^s, tea shops, inns, row houses, boarding schools, 
offices, dance academies, groccrs, pottery Stores, armor 
vendors—as long as it T s not illcgai, you can find it in the 
Trades Ward. But if you are tooking for something ille- 
gal the Trades Ward is likely the place to get that too. 









Do not do so too loudly, though, The City Watdi has a 
heavy presence in this ward, in the form of both open 
patrols and officers working oot of uniform. 

As befits a place of so mueh business, many guilds 
have their halls in this ward, Of particular note is the 
House of Light, the hall of the Guild of Chandlcrs and 
Lampiighters. Outside the buildtng, a wagon-sized 
mound of wax with hundreds of wieks is kept Ht day 
and night, while being continually built up with adhered 
candles. Inside, the best works of the guild are put on 
display and sold, including not just candles of varicus 
colors. lamps, and chandeliers, but elaborate waxwork 
constructions thal depiet all sorts of subjects from pcr- 
sonages of note, to dragons, to complex and abstract 
lattices—all represented as fantastical candles. 

Magie users should be wary in the Court of the White 
Boli. Long ago, this plaza was a grazing area for live- 
stock, including an albino calf that was born here. The 
calfs owner built the White Bull Tavern, which thrived 
on the spot for years and gave the area its name. You'11 
not find the tavern now. though. It vanished, utterly 
destroyed during an infamous spell battle between the 
archmagc Thongalar the Mighty and the evil mage Shile 
Rauretilar and his apprentices. In the storm of magie 
that touched down here, Shile and his apprentices ali 
perished and the fabric of the Weave was reni, such 
that Azuth, god of wizards, was forced to appear and 
set things right. He is said to have stitehed reality and 
the Weave back together, but a wrinkle in the fabric re- 
mains. To this day, magie brought to bear in the Court 
of the White Bull sornetimes goes awry, and the use of 
magie items and spells is forbidden in the area. 

The Trades Ward uses green and purple as its colors, 
and its mascot is the mimic. This tradition supposedly 
arose because when mascots were first choscn, the 
Trades Ward took a ehest of gold as its own—and was 
roundly mocked by citizens of other wards for not ptek- 
ing a creature. Now f every four years, the ward reveals 
a new objeet for its mascot. declaring it to be the mimic. 
The nature of the objeet is subject to mtich speculation 
and rumor untii its unveiling. For months afterward, 
the objeci becomes the source of practical jokes in 
Waterdeep. Roek gnomes and wizards eause illusory 
mouths to Iunge from real versions of the objeet, arti- 
sans craft beautiful fakes out of cake or paper that are 
easily crushed when assumed to be real, and so on. As 
of the writing of this enchiridion, the current mimic is 
a tankard. 

SouthernWard 

It is called the Southern Ward, not the South Ward, Wa- 
terdavians are pectiliar about this, and ifyou insist on 
referring to it as the South Ward, expect to be correeted 
or ihought a fool. The name derives not merely from its 
southerly locat ion in the city, but from the southerners 
who settled in this district as the city grew. Today, the 
1 ward stili hosts most of the traveling merchants who 
visit the city, and is made up of many enclaves, blocks, 
and streets primarily occupied by dtizens who trace 
their ancestry to other realms. 

One can indulge in the finest halfling food here t cnjoy 
the best singers of Calishite music, and examine the 


most stunning works of dwarven erafting—but the first 
challenge is finding where these treats are housed. 

The Southern Ward has long been a district of iaborers 
catering to travelers T so its folk have adopted the archi¬ 
tectura l custom of building homes and businesses above 
stables or around inn yards, near to where wagon tratns 
are housed. 

Residents of the Southern Ward take pride in their 
legacy as overland travelers and hardworkmg folk, so 
it should be no surprise that the ward*s mascot is the 
mule. On their competition flags, a pugnacious mule in 
rampant pose stands on a field of red and white—colors 
said to represent the blood and tears the people of the 
Southern Ward have shed during their labors. 

Not a landmark as such, but surely a sighl that must 
be seen, is the Moon Sphere. This isn ! t a structure 
but an event that occurs during every full moon, when 
a glowing, spherica 1 field of blue light appears in the 
square known as the Dancing Court. Any creatures that 
enter the sphere find that they can fiy about inside it just 
by wtlling themselves to do so. For centuries, Waterda¬ 
vians have used these supernatural events to develop a 
unique flying style of dance—but amateur enthusiasts 
aren't welcome, exccpt on certa in dayiight appearances 
of the full moon. 

Even when the full moon isn't out, the Dancing Court 
is worth visiting because of the adjacent festhall, the 
Jade Dancer. During appearances of the Moon Sphere, 
people sornetimes daringiy leap into the field of magie 
from the balconies of this three-story tavern, dance hall, 
and inn. But the festhall takes its name from a peculiar 
dancer within it rather than those in the court outside, 
The *'Jade Dancer” is an eight-foot-tall jade statue of 
a woman that magically animales and dances for pa- 
trons—and on occasion serves as a bouncer. EIminster 
has informed me that despite its dexterity and seem- 
ingly fragile beauty, the Jade Dancer is as puissant as a 
stone golem. So enjoy the show, but don T t get too rowdy. 

Dock Ward 

The Dock Ward was long considered the most danger- 
ous district in the city, but the Field Ward has since 
taken that title. I don’t doubt the residents of the Dock 
Ward are glad of it, for in some respeets this area has 
never truly deserved its bad reputation. 

Yes, aside from the Field Ward, this is the area where 
most of Waterdeep T s poor reside. Yes, it is horne to some 
of the least 1 iterate people m the city. Yes, most of its 
taverns are inhabfted by habitual drinkers, and far too 
many inns charge by the hour. But all must concede this: 
the residents of the Dock Ward often work the hardest 
while living under the harshest conditions, 

Warehouses, poorhouses, and tenements dominate 
much of the area. Streets are steep throughout, and 
few have space alongside for pedestria as. Wandering 
through the ward can be a bewilderingjourney without 
a guide, Except in the immediate vicinity of the piers, 
shop signs and advertis! ng of any kind are rare, and 
warehouses and other businesses often have no sign 
at all, You cithcr know where you are going and have 
reason to be there—oryou are lost, and a likeiy mark for 
pickpockets or worse. 
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OTY OF THE OEAD 


Streetlamps dGiVt fare well in the Dock Ward. Their 
candles, oils, and glass are too regularly stolen or 
smashed. The Guild of Chandlcrs and Lamplighters 
makes a halfhearted attempt to repair the streetlamps 
at the start of each season, but for most of the year, lo- 
cals are forced to earry their own Hght when traveling 
these streets at night. 

The colors of the Dock Ward are burgundy and or- 
ange, and its mascot is a swordfish that has always been 
depicted as green for reasons losl to time* The folk of 
the Dock Ward take competition serioosly, and they Fre- 
quently draft their champions from the rough-and-tum- 
ble saitors who come to the city. (Some say they draft 
pirates, but that is pure slander.) Frequent eomplaints 
a rise that these womcn and men are more dtizens of 
the sea than of the Dock Ward itself. But if they register 
with a magister and pay taxes, they are as welcome to 
compete as any long-term resident of Waterdeep. 

City of the Dead 

I could write a book about the City of the Dead. It is such 
a fascinati ng place, filled with so rnuch history and so 
many stories. But alas, there would be few buyers for 
Volo s Gaide to the City of the Dead , since it would be 
of interest matnly to Waterdavians—and the topic is one 
about which they are already intimateiy knowledgeable. 

The City of the Dead i s no drab cemetery. It is a great 
park of grassy hilis, tended fiower beds, artfuily placed 


clusters of trees and bushes, beautiful sculptores, 
astounding architecto re, and gravel paths that wend 
iritrigutngly through it ali- Long ago, Waterdavians 
largely abandoned the praetice of burying their dead, 
instead entombing them in mausoleums. For centuries, 
the major mausoleums here have each been eonnected 
to an extradimensional space where the dead are taken, 
moumed, and interred, 

Those who can afford it memorialize the departed 
with sculptures, making the City of the Dead an open- 
atr museum that features some of the most stunning, 
haunting, mournful, and downriglit eerie statues ever 
crafted in marble or bronze. Nobles and wealthy mer- 
chants have competed to erect the grandest markers for 
thdr dead, leading to a wide variety of styles and con- 
cepts created by artists at the height of their skills. 

One of the cemetery’s most impressive attractions is 
the Warriors Monument. This intricate, sixty-foot-high 
sculpture depicts a circle of women and men striking 
down trolls, ores, hobgoblins, bugbears, and barbarians, 
all of which are falling backward and outward around 
the warriors. Above all of them, a flying griffon rider 
spears a skeletal knight whose breastplate bears the 
syrnbol of Myrkuh god of the dead. But this statue is also 
a fountain, and the wounds on these combatants gush 
water! Dorft try to imagine it just go see it. And see it 
as Waterdavians do: pack a midday feast, have a pienic, 
and then take a stroll through the beauty of the place. 
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OUTSID E TH E ClTY PROPER 

There’s more to the City of Waterdeep than just the 
wards with in its walls, Ifyou have need to visit the envi- 
rons of the city. heres what youll need to know* 

Field Ward 

This distrtct was once a caravan yard between Water- 
deep’s two northernmost walls, kept free of settlement 
to serve as a killing field in times of war. As refugees 
from various calami ties settled there after not being 
allowed into the city’s wealthy northern neigbborhoods, 
the area has grown up into a lawless town of its own. 

Though not an officia! ward of the city T the Field Ward 
is commonly referred to as one. The Watch doesnY 
patrol this area, however, and many crimes go uninvesti- 
gated, The City Guard oversees the Field Ward from the 
walls around it, but its members get involved oniy when 
folk moving into or out of the city are threatened. 

The area is a miiddy mess, populated by the poorest 
people and those who take advamage of those folks’ 
desperation. It has no sewer system and isn't served by 
the Dungsweepers* Guild—a fact that will be quite evb 
dent lo your nose if you venture here. 1 don ? t recommertd 
that you spend any more time here than it takes to pass 
throogh from one gate to the next. 

The Guild of Butchers operates several slaughter- 
houses, smokehouses, and Jeather-making facilities in 
the area—noisome operations that have been pushed 
out of the city proper. A word to the wise: being friendly 
with a burly fellow who is good with a knife is one of 
your best defenses in the Field Ward, The other place 
you might solicit aid is Endshift Tavern, a popular stop 
for off-duty members of the City Guard, situated on the 
corner of Endshift Street and the Breezeway. Though 
the guards might not be inchned to assist you. your sta¬ 
tus as a visitor to Waterdeep technically obliges them to 
hetp you reach the city proper in safety. 


The Wonders of the Waymoot 

The place where the High Road and theWay ofthe Dragon 
meet in the south of the city is called the Waymoot. At 
the center ofthe crossroads, a high signpost stands with 
hanging arrows pointirtg toward the harbor and each of the 
dty gates. Created by the Watchful Order of Magtsts and 
Protectors and funded by local merchants, the signpost 
magtcally directs travelers to welf-known distant locations 
when the names of those locations are spoken into a crys- 
tal on the post The magic of the Waymoot writes the destf 
nation onto the proper arrow of the signpost and indkates 
its distance from Waterdeep in miles. Folk are thereby sent 
out ofthe harbor or the appropdate gate leadtng north, 
east, or south, depending on their destlnatlon, 
Unfortunately for newcomers, the Waymoot is of no use 
whatsoever in finding locations within Waterdeep. You will, 
however, find a number ofenterprising individuals near 
the crossroads who take advantage of this fact to offer 
their servkes as city guides. Though some reputable mem¬ 
bers of this cadre will guide you true for a fair fee, plenty of 
citizens with nothing to lose or gain by doing so will also 
readiiy set you on the right course if you r re sirnply polite. 


Underguff 

This area of rolling grassland and smaM wooded areas 
east of the city is a rural community focused on farming 
and animal husbandry, and which caters to travelers. 

It is also the site of a large and well-protected training 
camp for the City Guard, and a prison farm run by the 
City Watch (called Amendsfarm) where those convicted 
of minor offenses work off their debt to the city. Many 
gnornes and halfiings live in this region, and mosl build- 
ings are built to reflect their stature. 

Two noble fami lies have estates in Undercliff. The Am- 
cathra estate is used for the housing and final training of 
horses bred in the town of Amphail, many of which are 
sold to the City Guard. The Hothemer noble house has 
an estate where its members conduci business in over- 
Eand trade—beyond the rcach of Waterdeep^s auditors. 

Tf you visit this area, I recommend the Snobeedle Or- 
chard and Meadery, owned and run by the Snobeedle 
halflings, They have a ddightful drinking hall and a 
shop sized for larger patrons, and you can pick your own 
fruit when it is in season. 

Undermountain 

Tales of this legendary dungeon below Waterdeep are 
told w r ell by many in the city, but IT1 provide you with the 
bastc truths here. 

Beneath the plateau of Waterdeep lies the largest 
and deepest dungeon in the workL It sprawls out under 
the city, said to plunge as many as twenty levels deep. 
The Melairkyn dwarves first excavated the tunneis 
that would become Undermountain, and the drow are 
said to have dug their own tunneis up from below. Ali 
were claimed, altered, and expanded by the mad wiz- 
ard Halaster and his apprentices—who are believed to 
dwell in the dungeons to this day. What drove them deep 
into the earth rematns a mystery, but Undermountain^ 
allure is a siren song that stili draws many. If you want 
to see adventurers descend imo the depths T or perhaps 
glimpse some returning with wondrous treasures, visit 
the Yawning Porta! in the Castfe Ward. 

The Gity’s Splendors 

A description of each of the features that cause Water¬ 
deep to be called the City of Splendors would require a 
librarys worth of papen This chapbook can f t hope to en- 
compass them ali, no matter its author^s expertise with 
a quilL However, I shall endeavor to enlighten you about 
several sights that have not been mentioned earlier, and 
to expand upon some previously covered. 

Amenities 

YouTI find no city on the Sword Coast or in all the North 
half as civilized as Waterdeep. IFs not just the law of the 
land that makes this so T but also the comforts that life 
here provides. 

In most other towns and cities, youll start with an 
early-morning stumble on the stairs as you carry your 
nighl soil down Lo deposit it outside. But in Waterdeep, 
many buildings are connected directly lo the sewers. 
Public facilities for those out and about can be found 
all around the Market and ihe Field of Triumph, and 
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near the iargest city squares. In places without ready 
access to sewers or public outhouses* members of the 
Dungsweepers’ Guild make multiple rounds each day T 
collecting urine and excrement separately—for use in 
industry and agricu Iture* respecttvely. Take comfort that 
in Waterdeep* youll always find a pot to piss in* 

Also notice how clean the streets are kept* This up- 
keep is due in large part to the hard work of the Dung- 
swcepers’ Guild, Dungsweepers can be seen working 
their brooms and carts at every hour of the day—and for 
a few hours after dark—all over the city, removing not 
jusi animal dung but other refuse. This service is free to 
all, paid for by taxes rendered to the city—although an 
egregious amount of trash left for pickup does resuit in a 
separate bili from the guild* 

Another amenity soon appreclated by visttors is Water- 
deep’s water system, With public fountains and wells all 
about the city, clean water is plentiful. Many buildings 
have pumps of their cwn to draw water from the local 
supply, and some even possess taps that pour out water 
with the twist of a knob* This convenience is made pos- 
sible by the inventiveness of the Gondar* the industry of 
the Cellarers' and Plumbers’ Guild s and the magic that 
Waterdeep inherited from the Iilefarni elves. 

Waterdeep is also a city of liglit. Continua! flamo spells 
illuminate many signs and streetlamps in the wealthier 
parts of the city* Elsewhere* the Guild of Chandlers and 
Lamplighters keeps the streets iit (excepting the Field 


Ward and the most dangerous areas of the Dock Ward). 
Not only that, but hundreds of driftglobes bob about the 
City of the Dead at night, departing to float over the rest 
of the city each morning. Such is not typical behavior for 
driftglobes, I assure you! 

Lastly, no city in the world is as Literate as Waterdeep. 
Oghma s s priests from the Font of Knowledge offer free 
instruction in reading to all who desire it* and the city 
has over thirty publishers of broadsheets In addit ion to 
chapbook printers and book publishers. Large paper ad- 
vertisements are plastered onto alley walls* and smaller 
ones are passed out by those hired by businesses to 
trumpet their Services* Printed menus can be found 
posted in the Windows of most catenes and are handed 
out to those who di ne within. Admittedly. youll see less 
reading materia 1 in the Dock Ward and the Field Ward* 
but this fact is notable only because of its preponderance 
elsewhere. 

The Griffon Cavalry 

Waterdeep doesut have the fabled flying ships of Hal- 
ruaa, but it does deploy an acrial defense force. Brave 
warriors of the City Guard light out from the Peaktop 
Aerie atop Mount Waterdeep* riding fearsome griffons 
that have been bred and traincd for that purpose. Each 
of the riders is equipped with a ring of feather falling— 
not merely to prevent death from mishap* but to allow 
them to perform stunning feats of aerial acrobatics. 
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In both martial displays and in real battles against fiy- 
ing threats such as manticores, harpies, and outlaw wi z- 
ards, the griffon riders actually ieap off their mounts into 
the open air! For a breath-stealing moment, they fall hke 
stones, closing in on their targets at incredible speed, 
Their opponente rarely see the death blow, distracted 
as they are by other mounted griffon riders. When they 
are past the danger, the free-fatlmg rtders then suddenly 
halt in the air, drifting Jike feathers untd their griffon 
companions swoop in and they regain their saddles, 
Working in concert with one another in this fashion, 
members of the Griffon Cavalry can rapidly eliminate 
any threat to the city—and even catch the body of the 
offender before it liits the rooftops below. 

Riders of the Griffon Cavalry are trained to stay above 
the rooftops* not because they fear crashing into towers 
and weather vanes, but because the smell of so rnueh 
horseflesh in the streets below can sometimes drive 
their griffons into a frenzy. 


city, wandering to wreak havoc even as the Sahuagln 
HumbJed remained motionless- The authorities and citi- 
zens of Waterdeep succeeded in stopping three of these 
new statues» breaking the Swordmaiden and the Hawk 
Man* and sinking the God Catcher into the Street up to 
its waist. Thcn all the statues mysteriously stopped their 
rampage just as quickly as they had begun it, Tsarra 
Chaadren, the Blackstaff at the time» couldfft command 
them to return to their former h id ing places on the 
Ethereal Plane. Gonsequently, the city repaired itself 
and built up around them. Much later» in 1479 DR, the 
eightb statue—the Griffon—e merge d from the Ethereal 
Plane to defend Ahghairoffs Tower against intrusion. 

It roosted there for a time before flying to its current 
position near Peaktop Aerie on Mount Waterdeep, Once 
more» this activity seemed to be outside the Blackstaffs 
control, Thaokfuily, all the walking statues have been 
dormant for weli over a decade now, serving only as 
beautiful, eyclopean reminders of Waterdeep ! s might. 


The Walk i ng S ta tue s 

Over a century ago, just one of these eight behemoth 
statues stood visible at the northern foot of Mount Wa¬ 
terdeep, on a bluff called Gull Leap. Ninety feet tali, it 
resembled a bald human staring out to sea. Later events 
(discussed below) caused it to be transformed into the 
statue known today as the Sahuagin Humbled. 

When the Spellplague gripped Waterdeep in 13S5 
DR, six more walking statues suddenly appeared in the 


The God Catcher 

This is perhaps the most famous walking statue in the 
city, thanks to its dramatic pose, its nearness to the 
Market, and the selfevident magic of its existence. The 
statue is of a well-musded but impassive male human 
with its left leg sunk to the hip in the Street, the resuit of 
a spell cast by the Blackstaff at the time of its rampage. 
Its left hand and right foot press against the ground as 
if it is trying to pull itself out, Its right arm is raised sky- 





ward, and above its open palm floats a sphere of stone. 
Its gaze looks up toward the sphere, and the pattern of 
bircl droppings around its eyes gives it the appearance 
of weeping. 

AU about the statue, ctimbing up its chest and on its 
knee and shoulders, is a tenement that carries the name 
“the God Catcher” The tenement''s Landlord is Aundra 
Blackcloak, an unsociable sorcerer who is rarely seen 
in the city except when she alights from the door carved 
in the floating sphere, which serves as her home. On 
the rare occasions when she wants to meet with city 
folk (typicaily to purchase odd substaoces for magteal 
purposes), she appears unannounced on balconies or 
rooftops after dark. Her dealings are polite, though, and 
she pays fair coin. She never confides in anyone or taiks 
about her own doings— and if anyone but she has ever 
seen the inside of her spherica! home, they T ve said noth- 
ing publicly about it 

The Griffon 

The walking statue called the Griffon is shaped like the 
beast for which it is named. Though it stands on ali four 
legs, its back is fully twenty feet off the ground, making 
it a niount fit for a storm gianL Although it has shown 
itself to be capable of flight, with the grani te feathers of 
its wings spreading like a bird’$, the Griffon now merely 
stands in a regal pose near Peaktop Aerie atop Mount 
Waterdeep, looking to the southeast over the Dock 
Ward. Newcomers sometimes assume it to be a monu- 
ment to Waterdeep^ Griffon Cavalry, but Waterdavians 
know better. 

The Sahuagin Humbled 

Foryears, the only visible walking statue of Waterdeep 
was known simply as “the walking statue*" It stood at 
the foot of Mount Waterdeep near the head of Julthoon 
Street Then, after its critica] role in defending the city 
against an invasion of sahuagin in 1370 DR, Khelben 
Blackstaff reshaped the statue into a sahuagin* It now 
bows low toward the House of Heroes on bended 
knee—a gesture of obeisance to the city, and an ac- 
knowledgment of the sacrifice of ali who fought for the 
city in that war. 

The Great Drunkard 

This walking statue stopped its rampage as it ap- 
proached the Market, then feli back ward and sat upon 
a building. When it settled, its arms feli limp at its sides 
and its head tilted forward onto its chest, giving the 
impression that it had fallen asleep. The statuens huge 
stone battieaxe stili stands nearby, its haft angled up- 
right and its blade half buried in the cobbles. The rubble 
of the erushed building was long ago rebuilt into a broad 
stone stair (with railings and a ramp that drunkards are 
often rolled down) that ascends from the cobbles to the 
statuet lap, That lap now holds a two-story tavern also 
built from the rubble, called Gralkyns Tankard. The 
unconscious pose of the statue and the tavern in its lap 
made the name of the Greal Drunkard a natura! fit. 


The Lady Dreaming 

This fair lady eaused much chaos when she was active. 
The statue has the appearance of a female elf. whose 
hair and clothing appeared to flow naturally as it walked 
through the city during the Spellplague. When the walk¬ 
ing statues stopped, this one toppled onto its side, taking 
on the appearance of a titanic sculpture of a noble lady 
asleep in her garden. 

The Honorable KLnight 
The Honorable Knight is a statue of a male warrior in 
piate armor w ith a shield and longsword. When the 
walking statues stopped, it bowed to those opposing it, 
straightened, sheathed its sword, and doffed its shield, 
setting it point down on the ground and upright by 
its side, it then ceased motion in this position, facing 
Southwest toward the harbor. and looking for ali the 
world like a castlc guard standing at ease. The pose it 
assumed led to its naming, and it is viewed with respect 
by the citizens of the southerly wards. 

The Hawk Man 

This statue looks like a winged, hawk-headed being, and 
thus locahs call it the Hawk Man. I can reveal that in fact 
it bears much resemblance to an aarakocra, one of the 
bird-people said to live in the Star Mounts in the High 
Forest, The statuens wings are folded tightly against its 
back and have never unfurled, leaving its fiight capa- 
bility uncertain, lt was brought low during its rampage 
aerosa the city, and now it tilts decidedly toward the 
northeast due to a missing right foot—long ago broken 
up for building rubble, along with its right arm. Its left 
arm is extended out toward the north, palm forward as 
if in a gesture to say, “Stop." 

The body has been hollowed out and turned into a 
tower shared by several wealthy tenants, which is oT 
ficially known as Sparaunt Tower after its owner* The 
statuet left haud extends over a courtyard to the north, 
wheretn lies the entrance of a tunnel carved through 
the arm. Visitors and residents can ring a bell in the 
courtyard, whereupon a door guard acknowledges the 
ringer and lowers a rope ladder for tenants and expected 
guests (or a rope chair that is drawn up for guests who 
are infirm or laden with heavy items). 

The Swordmaiden 

This statue appears Virtual ly identical to the Honorable 
Knight, except for its female form and open-faced helm. 

It was felled during the Spellplague after causing much 
chaos and slaughter. The residents of Waterdeep’s North 
Ward funneled much of their frustrated and dismayed 
reaction to its rampage into dismantling the statue, 
parts of which can now be found ali over the North 
Ward, either incorporated into buildings or as bits of 
freestanding sculpture. 

The head of the Swordmaiden sits in a stand of 
tali trees in the center of the biock of the North Ward 
bounded by HassantyFs Street, Tarsar’s Street, Whael- 
gond Way, and Ussilbran Street. The center of itsjaw 
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and mouth have been replaced by a door, which leads 
into the shop known as Thort ! s Findings* Undevvur 
Thort is a wizened ex-adventurer who leans on a cane 
(which some locals insist is more than just a cane). He 
lives in the small shop, whose many levels* staircases* 
and landings fili the hollowcd-out interior of the head, 
and which is crammed with oddments sold to Thort by 
adventurers and other travelers, These items bear little 
placards in Thort*s beautiful, flowing handwriting that 
identify them (or at least provide speculation as to their 


iNFAMOUS AlLEYS 

Waterdeep has as many alleys as Baldur's Cate has cats, 
and each has a name and a story Here are a fewthat you 
might wish to see—or should know to avoid. 

Ruid r s Stroll. Thrs short avenue from Caravan Court 
to the Troiiwall in the Southern Ward is baunted by the 
hooded ghost of the mage Ruid, whose touch causes 
deatbfy cbilis to those he meets on foggy nights, AII 
attempts to banish or turn the spirit have fafted. Those 
who brave its unearthly approach and altow Ruid to pass 
through them learn a secret trutb about someone or 
something in their life—if they survfve, 

Brmdul Alley, This is the lair of the Hand that Sings, a 
magicai phantasm of a hand with a mouth En its palm. 

The hand Es said to snatch valuables it fandes^—especialty 
magical ones—when it encounters them, and to occasion- 
ally attack folk in the darkness, strangling them or tripping 
them into fatal falis, Most often, though, it takes no no- 
tice of those who don r t bother or follow Et, eerily singing 
fragments of old Sword Coa st ballads and love songs as it 
drifts through the night. 

Many cats Alley. This passage crasses two tity bbcks 
and winds through the interior of a third, running between 
and (for the most part) parallel to julthoon Street and 
Traders' Way En the North Ward. Et is, unsurprisingly, home 
to many cats that feed on scraps from the surrounding 
butchers’ shops, but it is also known for the many earved 
stone heads of people and animals that adorn the alle/s 
buiidsngs. Irtdlviduals who have walked the alley alone 
report that some of the heads whispered cryptic mes- 
sages to them. 

Condwatch Lane. Found at the Southern entrance to 
the House of Inspired Hands in the Sea Ward, this alley 
serves as the testing ground for inventions considered too 
dangerous to operate inside the temple, The locals are 
generalfy unconcerned about the risks, though, and stand 
watching while food vendors circulate among them, 

Phana’s Alley, This alley in the Sea Ward Es named after 
the first leader of the House of Wonder r but is more Enfa^ 
mous for its Cirde of Skulls, This Enfrequent and unpre- 
dictable haunting takes the form of seven floatEng skulis, 
which hover in a circle and argue with one another in 
whispered tones about events Sn the city. If they are intec 
rupted, their reaction reportedly varEes from being helpful 
to engaging in murderous spelfslinging. 

Three Daggen Alley * This afley in the Dock Ward suffers 
from a magical curse that causes three daggers to appear 
out of thin air and attack passersby. The daggers swoop 
and fly about, making multiple attempts at murder before 
varishing again, This magical effect, the resuit of a speli 
cast by a long-dead wizard, has resisted all attempts to 
dispel it, Some locals boast of how many times theyVe 
crossed the alley and lived to teli of it, but the appearance 
of the daggers is entirely a matter of chance, and unpre- 
dictable, So take my advice and don r t testTymor^s favor. 


origin and purpose), Nobles and wealthy merehants 
who desire props for themed revels often rent some of 
ThorFs wares as decoration—and many sages, alche- 
mists, and wizards visit him regularly in search of po- 
tentiaily useftil iterns, 

City Celebrations 

At many times of year. hardly a tenday can pass in Wa¬ 
terdeep without the staging of some rite, race, or rous- 
ing ceremony of civic pride. Here ! briefiy summarize 
the most widely celebrated events on the calenda r, from 
the firsl of Hammer to the last of Nightal. 

HAMMER 1: WlNTERSHlELD 

Marking the start of the new year, this observance is a 
widely recognized day off work, when folk sip warmed 
ciders and broths (often laced with herbs for Health and 
to bring on visions) and stay inside. They teli tales of 
what interested them or w r as important in the year just 
done f and discuss what they intend to do or should deal 
with—or things that everyone “should keep a hawk’s 
ciear eye on 1 —in the year ahead. 

Such talk inevitably leads to discussions of politics, 
wars, and the intentionsof rulers, Mapsare usually con- 
sulted, and its widely considered lucky to possess and 
examine a map on Wintershield, Map sales are brisk in 
the tenday precedtng this holiday. 

Alturiak 14: The Grand Revel 
Led by the clergy of Sone, Sharess, and Lliira, the 
Grand Revel is a day of dancing f music, and the con- 
sumption of sweet treats of all kinds, from chocolate 
to red fi rem i nt candies. AI though some of the dancing 
is wanton and performed for show, large-scale ring 
dances in the Street for all ages are also popular. All the 
dancing ends at dusk. affer which bards and minstreis 
perform at “love fessis” for famiiies. Couples—or those 
desiring to become couples—slip away together to kiss, 
exchange promises, and trade small tokens of affection 
(often rings blessed by clergy with prayers of faithful- 
ness), Even if you have no paramour, indulge a little in 
the dance and food of this fine tradition. The night might 
be cold, but your heart will be warmed. 

Ches 1: Rhyestertide 

This holiday is named in honor of Lathanders first 
prophet, Rhyestec a young blind boy who was cured 
of that blind ness by the dawn's light on this day more 
than seven centuries ago. That holy event occurred in 
the vicinity of Silverymoon, but Lathander has long had 
a much larger temple in Waterdeep, and a following to 
match. Each of the faithful dons bdght garb of sunrise 
hues and keeps one eye covered until the next dawn in 
honor of Rhyester If you want to feel like a local, catch 
the eye of any celebrant you see and wink. Fine friend- 
ships have grown from far less. 

Ches 19: Fey Day 

The veil between this world and the faerie realm of the 
Feywiid is thought to be weak on this day. Though this 
phenomenon provokes caution in rura! areas (with folk 
avoid ing woodlands, putting offerings of food on door- 
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steps, and the like)* it is an occasion of much drinking, 
singing, and dancing in Waterdeep. The wealthy host 
elaborate masked balls, whlle poorer folk don costumes 
of their own make and travel door to door, gaining brief 
entry into the cclebrations in exchange for performing 
a song or a short play, AII adopt the guises of fey beings 
and the supposed rulers of the Feywild, such as Queen 
Titania, Oberon, and Hyrsam, the Prince of Fools. 

Those inclined to remain sullen in the face of such fri- 
volity had best stay horne, for celebrants do their utmost 
to evoke a smile from those they meet. 

CHES 21-30: Fleetswake 

This festival celebrates the sea, maritime trade, and the 
gods of the sea, navigation, and weather ft spans the 
last tenday of Ches, and includes a series of boat races, 
the Shipwrights BalI at the Shipwrights’ House, and 
guild-sponsorcd galas at the Copper Cup festhalL Ac- 
cording to custom, the winners of the various competi- 
tions don*t keep their trophies and earnings, but deliver 
them to the pnests of Umberiee at the Queenspire, her 
temple on the beach by the east entrance to the Great 
Harbor, at the conclusion of the festival 
The last two days of Fleetswake are the occasion of 
the Fair Seas Festival. During this time, there is much 
feasting on seafood, the harbor is strewn with flower 
petals, and City Guards go from tavern to tavern collect- 
ing offerings for Umberiee, Collection boxes also appear 
at large festival gatherings. Upon sunset of the final day, 
the coilected coin is placed in chests and dumped into 
the deepest part of the harbor. 

This festival has existed in a number of fornis since 
the first trade-meets occurred here more than two 
millennia ago, and an uncountable amount of wealth 
remains sunken in what has long been known as llm- 
berlees Cache. The area is closely watched hy merfolk 
guardians, whose standing orders are to ki 11 anyone 
attempting to disturb it. Rumors abound that the chests 
have magical protections; one story telis of thieves who 
stole some of the collection years ago and tried to leave 
the city under false pretenses, only to see a squali spring 
up as soon as their ship left the harbor. A huge wave 
shaped like a hand swept the thieves overboard. but 
spared the ship and its crew. 

Tarsahk 1-10: Waukeentide 
This festival has long gathered a number of older holi- 
days under one na me, stretching those celebrations into 
a holiday season that lasts a tenday, Among the rituals 
in homage to the goddess of wealth and trade are these: 

Caravance (Tarsahk 1). This glft-giving holiday com- 
memorates the traditional arrivaJ of the first caravans 
of the season into the city. Many parents hide gifts for 
their offspring in their homes, telling the children that 
they were left by Old Carvas—a mythical peddler who 
arrived with the first caravan to readi Waterdeep, his 
wagon loaded down with toys for children to enjoy. 
Goldenight (Tarsahk 5). This festival celebrates coin 
and gold, with many businesses staying open ali night, 
offering midnight sales and other promotions, Some 
celebrants and customers decorate themselves with 
gold dust and wear coins as jewelry. 


Guildsmeet (Tarsahk 7). On this holiday, guild mem 
bers gather in their halls for the announcement of 
new policies and a celebratiori of business concluded 
for the year. These gatherings culminafe in a gala 
festival and dance sponsored by several guilds* which 
lasts from dusk tlll dawn and overruns the Market, 
the Cynosure, the Field of Triumph, and all areas 
in between. 

Leiruin (Tarsahk 10)- In times long past, Waukeen 
caught Leira, the goddess of illusions and deception, 
aLtempting to cheat her in a deal, and buried her under 
a mountain of molten gold as punishment. A commem- 
oration of that event, Leiruin is the day for guild mem- 
bers to pay their annual dues and for guildmasters to 
meet with the. Lords of Waterdeep and renew their 
charters for another year. 

Mirtul 6-9: The Plowing and Running 

Rura! areas around the city observe this holiday in the 
traditional sense of shared activities of plowing fields 
and moving (or “running”) livestock, But within the city* 
the holiday is eelebrated with a series of races. Foot t 
horse t and chariot races are run through courses in 
each ward. and the winners from eaeh ward compete 
at the Field of Triumph. ff you really want to see the 
wards come to life, this is the time. Pick your favor Ite, 
wear its colors. and cheer alongside its residents, Better 
yet, lf you’re of an adventuresome bent T regis ter in your 
favored ward and compete! Who knows? Your na me or 
visage rnight soon have a place in the House of Heroes. 

Kythorn 1: Trolltide 

On this day commemorating Waterdeep^s victory in the 
Second Trollwar, children run through the city acting 
like trolls* banging on doors and growling, from highsun 
till dusk. Home and shop owners are expected to give 
the children candy, fruits t or small items. Those who 
give no treat can expect to become the target of a triek at 
sundown. This mischief typically takes the form of “troll 
scratchings” at doors and Windows. Those with more 
malicious intent sing screechingly in the wee hours, and 
hurl raw eggs at Windows, signs. and the heads of those 
who try to stop them, Have some candy on hand or some 
sweet rolls, and all will be calrn where you live. 

Kythorn 14: Guildhall Day 
This day is a time of trade fairs, Most shops are closed, 
and Street sales are suspended for all but walking 
food peddlers. Guildhall Day celebrates the fruits of 
everyone's labor with revelat io ns of new products, inno- 
vations, fashions, and signage extolling the extent and 
quality of guild members 1 Services and wares. These 
offerings usually take the form of glittcring displays, but 
guilds sometimes also sponsor brief plays or other hired 
entertainments (jugglers T singers, magic shows put on 
by hedge wizards and professional raconteurs) at which 
prizes or free samples are distributed. Many guilds try 
to recruit during this time. Guildhall Day is an excellent 
time to browse the city f s merchandise—and it doesn t 
merter if you can ? t afford what you see, because you 
can’t buy it that day anyway. 
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Kythorn 20: Dragondown 

This day in Kythorn is celebrated with bonfires and ritu- 
als to "tame H or +l drive down ,T dragons. In Waterdeep, the 
celebrations take the form of parades that center around 
effigies built of wood and cloth and filled with straw. 
Each effigy is tiamed and has a traditiona! depiction, for 
it represents one of a handful of dragons the city has 
faced in its htstory, After being paraded to a square near 
where the dragon was defeated or driven offi the cnor- 
mous effigy is burned* 

The height of the celebrat ion comes when the effigy 
of Kistarianth the Red is burned on the slopes of Mount 
Waterdeep. A dracolich version of Kistarianth is then 
carried up the slopes and burned as well These pro- 
ceedings Symbolize the dcfcat of Kistarianth first by the 
paladin Athar, and again decades later by his son, Pier- 
geiron. Tradit ion dictates that the winners of the races 
run during the Plowing and Running take the role of the 
dragons’ slayers, with the Champion of the chariot race 
representing Athar and the Champion of the horse race 
playing Piergeiron. 

Flamerule 1: Founders’ Day 

This day commemoratos the birth of the city. The Field 
of Triumph is the site of illusory dispiays that chronicle 
the history of Waterdeep, as well as martial exhibitions 
by the Guard and other worthies. Many fe st ha lis spon¬ 
sor Founders’ Day costume contests, with prizes going 
to those who wear the best recreattons of the garb of 
historical personages. 

Once banned as frivolous and distracting, the practice 
of veiling Castle Waterdeep with an illusion has been 
reinstated. Severa! mages come together to produce 
the effect, which seemingly transforms the castle into 
the ancient log fortress of Nimoar. The illusion typically 
lasts from midday to sunset (unless someone has the 
audacity and magical might to dispel it) and is regarded 
as a stunning w r ork of magical art. 

FLAMERULE 3-5: SORNYN 
Sornyn is a festival of both Waukeen and Lathander, 
and is used for planning business, making treaties and 
agreements, and reeeiving envoys from unknown lands 
and traditional foes. Much wine is drunk over this three- 
day occa sion when* as the saying goes, s *My enemy is 
likc family to me. ,+ If you are a newcomer to the city, this 
time is an excellent opportunity for you to engage with 
new partners in business or to gain financial support for 
some cndeavoc My agreement to write Volo s Guide to 
Waterdeep was signed on a warrn Sornyn evening many 
years ago, so who knows where your own initiative 
will take you? 

Flamerule 7: LuirVs Night 
Originally a cetebration held only in Waterdeep, this 
holiday has since spread up and down the Sword Coast. 
It has received a recent boost in popularity from the 
custom started in BalduFs Gate of lighting edebratory 
smokepowder fireworks ali purchased from Felogyrs 
Ftreworks of that city, and utilized only by the City 
Guard, of course. This nightiong festival honors the 
Lady of Joy with dances and balls throughout the city. 


Pink beverages, ranging from healthy juices to deadly 
strong intoxicants, are imbibed. The boom and crackle 
of smokepowder ex plosions go ofT all night long, so you 
might as well stay up with the locals and enjoy the sbow. 

Eleasis 1: Ahghairon j s Day 
Many small riiuals are held throughout this day, ded- 
icated to honori ng the first Open Lord, The Lords of 
Waterdeep toast Ahghairon and the Watchful Order, 
and guildmasters toast the Lords in Ahghairons name. 
Commoners leave violets (AhghairoiVs favorite flower) 
around AhghairoiTs Tower, on his statue in the City of 
the Dead, and atop the altars of the House ofWonder. 
Bards perforni songs in honor of the wizard all over the 
cify. The Open Lord visits taverns and inns through¬ 
out Waterdeep to wish the people well—giving short 
speeches, offering toasts to Ahghairon^ memory, buying 
rounds of drinks, or paying for meals or accommoda- 
tion. Needless to say* establishments of those sorts are 
genera! ly fu 11 throughout the day. 

Eleint21: Brightswords 

On this day* the City Guard, the City Navy, and the City 
Watch—all in ghttering array—conduct parades, give 
de monstrat i ons of martial skih* and stage mock battles. 
Those desiring to join their ranks are given a chance 
to demonstrate their prowess, usually with wooden 
practice weapons in contests against veteran soldiers. 
Makers and vendors of weapons sell their wares openly 
in the markets, experts who can hurl or juggle weapons 
show off their skills, and the wards compete in wres- 
tling and boxing matehes* The most antidpated part 
of the day is when horses are cleared from the Field of 
Triumph and the surrounding streets so that the Griffon 
Cavalry can per form aerial displays over the crowds in 
the stadium. Members of the Watchful Order present the 
cavalry with illusory foes to fight, allowing the griffon 
riders to engage in thrilling battles as the people watch. 

Marpenoth 3: Day of Wonders 
The imaginative iuventions of the Gondar are rcvealed 
on this day and paraded through the city, These de- 
vices range from something as humble as new cabinct 
hinges to massive mechanical constructs that walk 
or roll about. Failure is the paramour of invention, 
though, meaning it is a rare year when there isnt some 
notable disruption of the celebration. The flying chair 
of Marchell was one such recent oddity—a device that 
worked marvelously on the way up but was incapable 
of descending. Marchell was rescued by the Griffon 
Cavalry, but his flying chair drified away and was never 
seen again* 

Marpenoth 7: Stoneshar 
Stoneshar is an all-faiths day during which folk st rive 
not to be idie, Even children at plav are encouraged to 
dig holes. build sand castles, or construet crude models. 

Waterdavians consider Stoneshar the best day of the 
year to begin construction of a building, either by dig- 
ging out a celiar or laying a foundation, The common 
wisdom is that folk who undertake new projects on 
Stoneshar can expect blessings upon their works in 


CHAPTER 9 I VOLO'5 WATERDEEP EHCHIRTDIQN 


Day of Wo^oers 


the coming year, whereas individuals who do nothing 
constructive on this day can expect ali manner of mis- 
fortune to rain down on them in the year ahead. 

Marpenoth 10: Retgn of Misrule 
Swift on the heels of Sloneshar comes the Rctgn of 
Misrule. This day honors Beshaba, goddess of misfor- 
tu ne, People of the city are expected to break trust, belie 
oaths, and disobey the normal order—as long as no 
laws are actually brokcn and no rift is made that canT 
be later bridged. During the Reigti of Misrule, nohles 
serve meais to their servants, chiidren take control of 
schools, priests give worship to their god’s foes, and any 
who wish to may participate in a gtiild’s trade. Pranks 
are played by and on many, from simple tricks to Ihose 
requiring elaborate pianning. Sundown brings an end 
to the festivities, and most folk spend much of the night 
cleaning and reordering things for the following day. 
Matiy visitors decline to participate, but doing so often 
inspires misfortune rather than avoiding it For fear of 
catching the bad luck of cynics, eiiizens do their best to 
avoid talkmg to anyone known to not have played along, 
or dealing with them in any way until Gods* Day. 

Marpenoth 15: Gods’ Day 

This holiday observes the anniversary of the end of 

the Godswar in 1358 DR, when the gods of Faerun 


returned to the heavens, Private shrines are brought 
out into the open, and many people wear holy symbols 
of their favored deities. A Gods' Day tradition in Water- 
deep stricily limits the use of magic, in remembrance 
of the wild magic wrought during the Time of Troubles, 
Though not outlawed fully, spellcasting is allowable only 
in self-defense or in cases of extreme need. 

At night, this holiday becomes solemn and serious, as 
many Waterdavians offer prayers in thanks for the lives 
they have under their gods. The Griffon Cavalry sets up 
an immense bonfire at the peak of Mount Waterdeep, 
honoring the fallen and the risen gods Myrkul, Cyric, 
Kelemvor, Mystra» Helm, and Ao who appeared here. In 
thanks for their defense during Myrkufs invasion and 
the resulting fires that raged through the Southern, 
Dock, and Castle Wards, Gods’ Day is also a semiofficial 
“Be Kind to the Guard and Watch Day” in Waterdeep. 
Feel free to participate by handing out small gifts and 
kind words, but be aware that any gift of greater value 
than a few nibs might be interpreted as a bribe. 

Marpenoth 30: Liar’s Night 
This holy day pays tribute to Leira and Mask. To placate 
those deities and ward away their attentiori, folk of a 11 
walks of life don masks and costumes (magical or mun¬ 
dane} to disguise themselves and play at being other 
than what they are. Commonly seen mask styles include 
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the black mask symboi of Mask and the mirror face of 
the priests of Leira. But there are no bounds on the dis- 
guise you don, and the more elaborate and outlandish it 
is T the more celehrated the wearer. 

The festi vities begin in the eveni ng. when people place 
candles in hollowed-out gourds or pumpkins carved 
with faces. Each pumpkin represents a person donning 
a mask. while the light inside represents the truth of 
the soul. For as tong as the candle remains Iit, lies told 
and embarrasstng things done don t sully a personi 
reputat ion, so celebrations often descend briefly into an- 
archic hedontsm. 

Misfortune is said to come to anyone who returns to 
fbeir pumpkin after celebrat ing to find it unlit, so buy a 
candle of good quality and put your gourd beyond reach 
of the wind, Intentionally bfowrng out someone elseV 
candle orsmashing someone elses pumpkin is taboo, 
and risks the wrath of both gods—yet it does occur. 

Tricks and pranks of all kinds are common on this 
night, and folkexpect lies and foolishncss. Pickpockets 
are nfe on this day t so few carry much coin with them, 
having secreted it away somewhere the previous eve- 
ning. Instead, people fili their pockets and belt pouches 
with candies. Traditionally, a pickpocket is meant to 
take the candy and leave a token in relurn {a tiny toy, 
a colorful paper folded into a shape, or the like), but 
this has changed over the years into adults exchanging 
candies among themselves and simply giving candy to 
children who ask for it. 

By custom, no deals are made nor contracts signed 
on Liars Night. because no one trusts that parties will 
abide by them. Iflusionists and stage magicians (whether 
through magica! or practical abilities) makc the rounds 
to entertatn private parties {having been paid in advance 
the previous day) or to perform in public spaces, in the 
hopes that a good show will earn them a meal, and per- 
haps a place at a private party in the future. 

Uktar: Selune*s Hallowing 

On whatever night in liktar the moon is fullest, Waferda- 
vians celebrate Selune J s Hallowing. The goddess is the 
focus of worship throughout the full phase. of course, 
but the major ceremony on this night is a parade of wor- 
shipers leaving the House of the Moon at moonrise and 
moving down to the harbor, where the high priestess 
wietds t he Wand of the Four Moons in a ceremony bless- 
ing all navigators. This holy relic is said to be the mace 
wielded by Sdfine in her first battle against Shar, and 
again in a figbt with her sister during the Time of Trou- 
bles. It miraculously appeared in Waterdeep after the 
Godswar, and has since been the focus of many divine 
signs* You can view it in the House of the Moon at other 
times of the yean but only from a well-guarded distance. 

If you Ve lucky, you might see the Wand of the Four 
Moons weep. Droplets said to be the tears of Selune 
manifest on the mace from time to time, and are col- 
lected by the priestesses for use in potions that can heal, 
cure lycanthropy, and be used as holy water. 


Uktar 20: Last Sheaf 

Sometimes called “The Small Feast,” this day of res¬ 
identia! feasting is hefd in celebration of the year ! s 
bounty, Small gifts (traditionally hand kegs of ale, jars 
of preserves, or smoked fish and meats) are exchanged 
among neighbors, and ‘last Jetters” are gathered for 
carriage by ship captains and caravan merchants—so 
called because they are the last to leave the city before 
travel becomes difficult. Of Waterdeep f s many celebra¬ 
tions, this one is perhaps the most relaxed and relaxing. 
Plan to spend a little extra on good food and enjoy a 
meal with those nearesl you, be they dearest hearts or 
the folk across the hall in the inn. 

NightalII: Howldown 

Tn honor of Malar, members of the City Guard leave the 
city in groups on this day to hunt down known threats to 
farmers and travelers, including brigands, wolves, owb 
bears, ogres, and trolls that haunt the roads and wilder- 
ness. These hunts typically last no longer than a tenday, 
During the same span of time, the City Watch engages 
in its own rigorous hunt for malefactors within the city 
walls, If youVe any reason to doubt your standing in the 
eyes of the law, avoitl Waterdeep for at least a tenday 
after Howldown. 

With no rea! hunting to do of their own, the children of 
Waterdeep spend Howldown engaging in mock hunts of 
adults dressed up as monsfcers, and play at the killing of 
these predators, 

NlGHTAL 20: SlMRIL 

When dusk comes on this day, folk go outside to locate 
particular stars that were lucky for their ancestors, or 
that were associated with their own births. They then 
attempt to stay up through the night, celebrating out¬ 
side with bonfires, song t and warmed drinks* Cloudy 
nights often draw larger crowds than ciear ones T since 
glimpsing your star through the haze is thought to be 
a blessing from Tymora. Inside buildings, Service folk 
keep roaring fires and engage in making food to keep 
edebrants fed throughout the long night and into morn- 
i ng of the next day. If you have no particular star of your 
own, youll find many vendors of star maps willing to 
divine which is yours—based upon your place and date 
of birth—and to point you in the right direction for a 
shard or two. 

Parting Words 

WelI T gentle readers, youVe reached the end of my en¬ 
chiridion. If youVe yet to arrive in the city, its splendors 
await you. If youVe reading this within its walls, please 
set a side this chapbook to expedence the city. You might 
even see an extraordinarily handsoine author hard at 
work reviewing one of WalerdeepV drinking establish- 
ments. If you do so, I greet you in advance: il Well met! 
Autographs cost seven nibs.* 
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Appendix A: Magic Items 


This appendix describes new magic items that appear 
in the adventure* and whieh are presented here tn alpha- 
betical order. 

Several of these items are found in the possession of 
specific NPCs: 

* Aurinax has the dragonstaff of Ahghairon. 

* jalester Silvermane has a badge of the Watch . 

* jarlaxle Baenre has a bracer of daggers, a feather of 
dtatryma summoning, a knaves eyepateh, and a ring 
of truth telling, 

* Meloon Wardragon has Azuredge. 

* Vajra Safahr has the Blackstaff. 

Azuredge 

Weapon (battleaxe), legendary (requires attunement) 

Forged by the archwizard Ahghairon, this inteiligent 
battleaxe was crafted to defend Waterdeep, Its current 
wielder is a former member of Force Grey named 
Meloon Wardragon (see appendix B), but the weapon is 
searchmg for a new owner. 

Azuredge has a solid Steel handle etehed wiih tiny 
runes, wrapped in bhie dragon hide with a star sapphire 
set into the pommel. The axe head is forged from silver, 
electrum, and Steel alloys whose edges constantly shim- 
mer with a deep blue luminescence. 

You gain a +3 bonus lo attack and damage rolls made 
with this magic weapon. The shield spell provides no de¬ 
fense against the axe, whieh passes through that speirs 
barrier of magical force. 

When you hit a fiend or an undead with the axe, cold 
blue flames erupt from its blade and deal an extra 2d6 
radiant damage to the target. 

Hurting . The battleaxe has 3 charges, You can expend 
1 charge and make a ranged attack with the axe, hurling 
it as if it had the thrown property with a normal range of 
60 feet and a long range of 180 feet. Whether it hits or 
inisses, the axe fiies back to you at the end of the current 
tum, landing in your open hand or at your feet in your 
space (as you choose). The axe regains all expended 
charges daily at dawn. 

Illuminatiori* While holding the axe, you can use an 
action to cause the axe to glow blue or to quench the 
glow. This glow sheds bright light in a 30-foot radius 
and dim light for an additional 30 feet. 

Sentience, Azuredge is a sentient lawful neutral 
weapon with an Intelligence of 12, a Wisdom of 15, and 
a Charisma of 15. It has hearing and darkvision out to a 
range of 120 feet. 

The weapon communicates telepathically with its 
wielder and can speak, read, and understand Common, 
It has a calm, delicate voiee. The weapon can sense the 
presence of non-lawful creatores within 120 feet of it, 
Personality. Azuredge is sworn to protect Waterdeep, 
and it desires to bc wielded by a law-abiding person 
willing to dedicate everything to the citys defense, 

The weapon ts patient and takes its time finding its 
ideal wielder, 

If someone tries to use Azuredge against its will, the 
axe can become ten times heavier than normal, and 


can magically adhere to any Medium or larger object or 
surface it comes into contact with. Once it does sc, the 
axe canY be wielded, Nothing short of a wish spell can 
separate the axe from the item or surface to whieh it is 
adhered without destroying one or the other, though the 
axe can choose to end the effect at any time, 

Badge of the Watch 

Wondrous item , rare (requires attunement by someone 
designated by the Open Lord of Waterdeep) 

A badge ofthe Watch is given only to those who have 
earned the trust of the Open Lord of Waterdeep, The 
badge, signifying the rank of captain in Waterdeep’s City 
Watch, bears the emblem of Waterdeep and is meant to 
be worn or earned, 

While wearing the badge, you gain a +2 bonus to AC if 
you aren f t using a shield, 

If the badge is more than 5 feet away from you for 
more than 1 minute, it vanishes and harmlessly reap- 
pears on a surface within 5 feet of the Open Lord, While 
holding the badge, the Open Lord knows your location, 
provided the two of you are on the same plane of exis- 
tence and your attunemem to the badge hasnt ended. 

As an action, the Open Lord can touch the badge and 
end your attunement to it. 


of th£ Watch 
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Blackstaff 

Sta IT, legenda ry (requires attunenient by the Blackstaff 
heiy wbo must be a wizard) 

The Blackstaff is a sentient, rune-carvcd staff set with 
thin silver veins. It is the symbol of office for the Black¬ 
staff, the highest-ranking wizard tn Waterdeep. As the 
rightful owner of the Blackstaff, Vajra Safahr is the only 
one who can become attuned to it. The staff can, how- 
ever, choose a new owner (see “Personality” below). 

The Blackstaff has the magica! propertles of a staff of 
powcr {see the Dungeon Master r s Guidc) in addition to 
the following properties. 

Animate Walking Statues. You can expend 1 or more 
of the staffs charges as an action to animate or deacti- 
vate one or more of the walking statues of Waterdeep 
(see appendix B), You must bc in the city to use this 
property, and you can animate or deactivate one statue 
for each dharge expended. An animated statue obeys 
the telepathic commands of Khdben Arunsurfs spirit, 
which is trapped inside the staff (see “Personality” be- 
low). A walking statue becomes inanimate if deactivatcd 
or if the staff is broken. 

DispeI Magic * You can expend 1 of the staffs charges 
as a bonus action to cast dispcl magic on a creature, an 
object, or a maglcal effect that you touch with the tip 
of the staff, If the target is an unwilling creature or an 
object in the possession of such a creature, you must 
hit the creature with a melee attack using the Blackstaff 
before you can expend the charge to cast the spell 

Drain Magic* This property affects only creatores 
that use spell slots, When you hit such a creature with 
a melee attack using the Blackstaff, you can expend 1 of 
the staffs charges as a bonus action, eausing the target 
to expend one spell slot of the highest spell Jevel it can 
cast without casting a spell. If the target has already 
expended ali its spell slots, nothing happens, Spell slots 
that are expended in this fashion are regained when the 
target fintshes a long rest, as normal, 

Master of Enchantment When you cast an enchant- 
ment spell of lst level or higher while hotding the staff, 
you can make an lntelligence (Arcana) check with a DC 
of 10 + the level of the spell. If the check succeeds, you 
cast the spell without expending a spell slot. 

Sentience. The Blackstaff is a sentient staff of neutra! 
alignment, with an Lntelligence of 22, a Wtsdonn of 15, 
and a Charisma of 18. It has hearing and darkvision out 
to a range of 120 feet, and ii can communicate telepathi- 
cally with any creature that is holding it. 

Personality. The staff has the spirits of ali previous 
Biackstaffs trapped wilhin it. Its creator, Khelhen Arun- 
sun, is the dominant personality among them. Uke 
Khelben, the staff is extremely devtous and manipu- 
lative. It prefers to counsel its owner without exerting 
outright control The staffs primary goai is to protect 
Waterdeep and its Gpen Lord, currently Laeta! Silver- 
hand, Its secondary goai is to Help its wielder become 
more powerfuh 

In the event that the holder of the office of the Black¬ 
staff no longer serves the staffs wishes, the staff ceases 
to functkm unti! it finds a worthy inheritor—someone 
whosc Joyalty to Waterdeep is beyond reproach. 


Spirit Trap . When the Blackstaff dies, the spirit of 
that individua! becomes trapped in the staff along with 
the spirits of the previous Biackstaffs. (A Blackstaff 
whose spirit is trapped in the staff can*t be raised from 
the dead.) 

Destroying the staff would release the spirits trapped 
inside it, but in that event, Khdben’s spirit can lodge 
itself inside any one piece of the staff that remains. 

The piece containing Khdbens spirit has the staffs 
Sentience property but none of its other properties. As 
long as this piece of the staff exists, Khe!bcn f s spirit can 
make the staff whole again whenever he wishes, When 
the staff is remade, the spirits of the previous Biack¬ 
staffs become trapped inside it again. 


Bracer of Flying Daggers 

Wondrotis item , rare (requires atfunement) 

This armband appears to have thin daggers strapped to 
it. As an action, you can pull up to two magic daggers 
from the bracer and immediatdy hurl them, making a 
ranged attack with each dagger, A dagger vanishes if 
you don’t hurl it right away. and the daggers disappear 
right after they hit or miss. The bracer never runs out 
of daggers. 



Lord j s Ensemsle 
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Dragonstaff of Ahghairgn 
Staff legendary (requires attunement) 

While holding the dragonstaff of Ahghairon, you have 
advantage on saving throws against the spei Is and 
breath weapons of dragons, as well as the breath 
weapons of other creatures of the dragon type (sudi as 
dragon turties). 

A creature of the dragon type that you touch with the 
staff can move through the City of Waterdeep, ignormg 
Ahghairons dragonward (see "Ahghairons Dragon- 
ward/’ page 6). This effect lasts until the creature is 
touched again by the staff or uniil a time you proclaim 
when you confer the benefit, 

The staff has 10 charges. While holding it. you can 
expend 1 cliarge as an action to cast the command spelL 
[f you target a dragon with this casting. the dragon has 
disadvantage on its saving throw. The staff regains IdlO 
charges daily at dawn. 

Feather of Dtatryma Summoning 
Wondrous item, rare (requires at tunement) 

This bright plume is made from the feather of a dia- 
tryma (pronounced dee-a h-TRY-mah) t a Large, colorful, 
fiightless bird native to the Underdark. Ifyou use an ac¬ 
tion to speak the command word and throw the feather 
into a Large unoccupied space on the ground within 5 
feet of you, the feather becomes a living diatryma for up 
to 6 hours, after which it reverts to its feather form, It 
reverts to feather form early if it drops to 0 hil points or 
ifyou use an action to speak the command word again 
while touching the bird, 

When the diatryma reverts to feather form. the 
magic of the feather canT be used again until 7 days 
have passed, 

The diatryma uses the statisties of an axe beak, 
except that its beak deals piercing da mage instead of 
slashing damage. The creature is friendly to you and 
your companions, and it can be used as a mount It un- 
derstands your languages and obeys your spoken com- 
mands. Ifyou issue no commands, the diatryma defends 
itself but takes no other actions. 

Knave t s Eye Patch 

Wondrous item, rare (requires attunement) 

While wearing this eye patch, you gain these benefits: 

* You have advantage on Wisdom (Perception) checks 
that rely on sight 

* Ifyou have the Sunlight Sensitivity trait. you are unaf- 
fected by the trait, 

* You are immune to magic that allows other creatures 
to read your thoughts or determine whether you are 
lying. Creatures can communicate telepathically with 
you only if you allow it. 

Lord’s Ensemble 

Wondrous item , very rare (requires at tunement by a 
creature with a humanoid buiJd) 

The Masked Lords of Waterdeep don this ensemble 
when meeting with one -another. This raiment renders 
each iord indistinguishable from the others. The en¬ 
semble consists of three pieces—a helm, an amulet, 


and a robe—that fu net ion as a singlc magic item when 
worn together, but only within the city of Waterdeep and 
its sewers, You become attuned to the ensemble as a 
single item. 

Lord r s Helm. This bucket helm covers your head and 
conceals your face. Screens over the eyes help to shroud 
your identity without blinding you. While you wear the 
helm, your voice is magicaily altered to sound gender- 
lessp and you are immune to magic that allows other 
creatures to read your thoughts, to determine whether 
you are lying, to knowyour alignment, or to know your 
creature type, Creatures can communicate tdepathi- 
cally with you only ifyou allow it. 

Lordrs Amulet This amulet bears the crest of Water¬ 
deep. It functions as an amulet of proof against detection 
and locat ion, 

Lord*$ l?o6e* This elegant robe functions as a ring 
offree action t and it creates the iilusion that you have a 
nondescript, androgynous humanoid build and stand 6 
feet talk 

Paper Bird 
Wondrous item, uncommon 

After you write a message of fifty words or fewer on this 
magic sheet of parchment and speak a creature*s name, 
the parchment magicaily folds into a Tiny paper bird 
and flies to the recipient whose name you uttered. The 
recipient must be on the same plane of existence as you, 
otherwise the bird turns into ash as it takes flight. 

The bird is an object that has I hit point, an Armor 
Class of 13, a flying speed of 60 feet, a D exter ity of 16 
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(+3), and a scare of 1 (^5) In ad other abilities, and it is 
immune to poison and psychic damage. 

It travels to within 5 feet of its intended recipient by 
the most direct route, whereupon it turns into a non- 
magical and inanimate sheet of parchment that can be 
unfolded only by the intended recipient If the bird’s hit 
poiots or speed is rednced to 0 or if it is otherwise im- 
mobilizedp it turns into a$h. 

Paper birds usually come in small, flat baxes contain- 
ing ld6 h- 3 sheets of the parchment, 


Ring of Truth Telling 

Ring, uncommon (requires attunement) 

While wearing this ring, you have advantage on Wisdom 
(Insight) checks to determine whether someone is ly- 
ing to you. 


SMOKEPOWDER 
Wondrous item ; uncommon 



Smokepowder is a magical explosive chiefiy used to 
propel a bullet out of the barrel of a firearm. It is stored 
in airtight wooden kegs or tiny, waterproof leather 
packets. A packet contains enough smokepowder for 
five shots, and a keg holds enough smokepowder for hve 
hundred shots. 

If smokepowder is set on fire, dropped, or otherwise 
handled roughly, ii explodes and deals hre damage to 
each creature or object within 20 feet of it: ld6 for a 
packet, 9d6 for a keg. A successful DC 12 Dexterity sav- 
ing throw halves the damage. 

Casting di spe i magic on smokepowder renders it per- 
manently inert. 
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Stone of Golorr 

Wondrous item, arti faci (requires attunement) 

The Stone of Golorr is a glossy, greenish-gray stone 
that fits in the palm of your hand. The stone is actually 
an aboleth named Golorr, transformed by magic into 
an object. 

Random Properties. The Stone of Golorr has the 
following properties, determined by rolling on the tables 
in the “Artifacts" section in chapter 7 of the Dungeon 
Mas ter's Guide: 

• 1 minor beneficia! property 

• 1 minor detrimenta! property 

Legend Lore * The Stone of Golorr has 3 chargcs and 
regalns ld3 expended charges daily at dawn. While 
holding the stone, you can expend 1 of its charges to 
cast the legend lore spdh 

By using the stone to cast legendlore, you communi¬ 
cate directiy with the aboleth, and it shares its knowl- 
edge with you. The aboleth caiTt lie to you, but the infor- 
mation it provides is often cryptic or vague. 

The aboleth knows where Lord Neverembers secret 
vault is Jocated, It also knows that three keys are needed 
to open the vault and that a gokl dragon named Aurinax 
inhabits the vault and guards its treasures, 

Failed Memory . When your attunement to the Stone 
of Golorr ends, you must make a DG 16 Wisdom saving 
throw, On a failed save, you lose all memory of the stone 
being in your possession and all knowledge impar ted 
by it. A remove curse spell cast on you has a 20 percent 
chance of restoring the lost knowledge and memories, 
and a greater restoration spell does so automatically. 

Sentience . The Stone of Golorr is a sentient lawful 
evil magic item with an Intelligence of 18, a Wisdom of 
15, and a Charisma of 18. It has hearing and darkvision 
out to a range of 120 feet. It can communicate telepath- 
ically with the creature that is attuned to it, as long as 
that creature understands at least one language. In addi- 
tion. the aboleth learns the greatest desires of any crea¬ 
ture that eommunicates telepathically with the stone. 

The Stone of Golorr hungers for Information and 
prefers not to remain in the clutches of any creature for 
too long. Whertever the stone desires a new owner* it 
demands to be given lo another mteiligeot creature as 
quickiy as possible, If its demands are ignored, it Iries to 
take control of Its owner (see “Sentient Magic Items" in 
chapter 7 of the Dungeon MastePs Guide). 

Personality . The Stone of Golorr has an alien intellect 
that is both domineering and hungry for knowledge. It 
thmks of itself as an ageless and immortal god. 

Destroying the Stone . While in stone form. the 
aboleth isn’t a creature and isfet subject to effects that 
target creat ures. The Sfone of Golorr is immune to all 
damage. Casting an antipathy/sympathy spell on the 
stone destroys it if the antipathy effect is selccted and 
the spell is directed to repel aberrations, When the spell 
is cast in this way, the stone transferms into mucus 
and is destroyed, and Golorr the aboleth appears in an 
unoccupied space within 30 feet of the stonc's remains. 
The aboleth is incensed by the stone’s de struet ion, and it 
attacks all other creatures it can see. 




Appendix B: Monsters and NPCs 

This appendix describes various nonplayer eharacters 
and monsters that have roles to play in the adventure. 

These creatu res are presented in alphabetical order. 

Ahmaergo 

Ahmaergo, Xanathar’5 majordomo, has a fascinat ion 
with minotaurs, Although outwardly civil, the shield 
dwarf is as devious and corrupt as the worst devii, yet 
also unftinchingly loyal to his beholder master, 

After the beholder. Ahmaergo is the niost in fluenti al 
member of the Xanathar Guild, 

Ammalia Cassalanter 

The vainglorious lady of House Cassalanter is schooled 
in the arcane arts. Like her husband Victoro. she wor- 
ships Asmodeus, When they were young, Ammalia and 
Victoro signed a contract with the archdevi), trading the 
souls of their children for power, good health. and long 
life. The soul of Osvaldo, their eldest son. was taken 
immediately, and he was transformed into a chain devii 
The souls of the younger twins. Terenzio and EJzerina, 
will be taken when they turn nine years old. 

A provision in the contract allows the Cassalanters 
to buy their way out of it, but doing so requires a 


AhmaEPcGO 


_ , ■ ^ 

Ahmaergo 

Medium hamanold (dwarf), lawfui emi 


Armor Class 18 (piate) 

Hit Points 143 (22d8 + 44) 
Speed 25 ft 


5TR DEX CON INT WIS GHA 

20 (+5) 15 (+2) 14 (+2) 15 (+2) 14 (+2) 12 (+1) 


Saving Throws Str +9, Cori +6 

Skills AthletEcs +9, Intimidation +5, Perception +6 

Damage Resistances poison 

Senses darkvislon 6Qft. n passive Perception 16 

Languages Commori, Dwarvish. Undercommon 

Challenge 9 (5,000 XP) 


Dwarven Resilience, Ahmaergo has advantage on saving throws 
against belng pclsoned. 

tndomltabfe (2/Day). Ahmaergo can reroll a saving throw that 
he faifs. He must use the new rolf. 

Second Wind (Recharges after a Short or Long Rest). As a 

nus action. Ahmaergo can regain 20 hit points, 

Actions 

/Wu/tmttocfc. Ahmaergo makes three attacks with his greataxe. 

Creataxe. Melee Weapon Attack: +9 to hit, reach 5 ft,. one 
target. Hit: 11 (Idl2 + 5) slashing damage, plus 7 (2d6) slash’ 
irig damage if Ahmaergo has more than half hts hit points 
remaining. 


Heavy Crossbom Ranged Weapon Attack: +6 to hit, range 
100/400 ft.. one target Hit; 7 (IdlO + 2) plercing damage. 



Ammalia Cassalanter 


Medium kumanoid (haman), lawfui evil 


Armor Class 12 (15 with mage armor) 
Hit Points 45 (10d8) 

Speed 30 ft. 


STR 

9(-l) 


DEX 

14 (+2) 


CON 

11 (+0) 


INT 

17 ( + 3) 


WIS 

12 H) 


CHA 

15 (+2) 


Saving Throws Int +6. Wis +4 

Skills Arcana +6, History +6, Insight +4, Persuasion +5 

Damage Immunities poison 

Condition Immunities poisoned 

Senses passive Perception 11 

Languages Common, Dracomc, Elvish, Infernal 

Challenge 5 (1,800 XP) 


Speiieasting. Ammalia is a 9th-level spellcaster. Her spellcast- 
ing ability Is Intelligence (spell save DC 14, +6 to hit with spell 
attacks). She has the following wizard spei Is prepared; 


Cantrips (at wWlffriends, mage hand . mending* message 
Ist level (4 siots): charm person , mage armor t magic missile 
2nd level (3 siots); holdperson, invisibility, s uggestion 
3rd level (3 siots) .fretali, hoste, langues 
4th level (3 siots); confusion, stoneskin 
5th level (1 slot); hold monster 


iV 


Actions 


Quarterstajf Melee Weapon Attack: +2 to hit, reach 5 ft. one 
target, Hit: 2 (ld6 - 1) bludgeonirtg damage. or 3 (IdS - 1) 
bludgeonlng damage if used with two hands. 
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Aurinax in cwarf form 



tremendous amount of corn and a mass sacrifice of un- 
fortunate people* While Victoro hunts for Dagult Never- 
embers lost cachc of gold, Ammalia makes pians to host 
a potsoned feast in celebrat ion of Founders 1 Day, 
Ammalia is well mannered, well read t well traveled, 
and exceptionally shrewd. She is known for driving a 
hard hargain. Hcr hobby is lepidopteroiogy, and her es- 
tate has the most beautiful butterfly garden. She allows 
her youngest children to play in the garden under her 
supervision, 

Apprentice Wizard 

Apprentice wizards are novice arcane spellcasters who 
serve more experienccd wizards or attend school. They 
perform menial work, such as cooking and cleaning, in 
exchange for education in the ways of magic. 


Aurinax 




Apprentice Wizard 

Medium humanoid (any roce) t any aligrrmertt 

Armor Class 10 
Hit Points 9 (2d8) 

Speed 30 ft 


STR 

10 (+ 0 ) 


DEX CON 

10 (+ 0 ) 10 (+ 0 ) 


INT WIS 

14 {+2) 10 (+0) 


CHA 

n (+0) 


Skilis Arcana +4, Hlstory +4 

Senses passive Perception 10 

Languages any one language (usually Common) 

Challenge 1/4 (50 XP) 

Speiicasting. The apprentice is a Ist-ievel spellcaster. its spdl- 
casting ability is Sntelligence (spell save DC 12, +4 to hit with 
spell attacks), !t has the following wizard spells prepared; 

Cantrips (at will^jire bolt, mending, prestidigitation 
1 st leve! (2 slots): burning hahds, dtsguise self shieid 

Actions _ 

Dagger. Melee or Ranged Weapor} Attack.: +2 to hit, reach 5 ft. or 
range 20/60 ft, one target. Hit: 2 (ld4) pierdng damage. 
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Aurinax is a male aduk gold dragon who can freely 
ignore Ah&hukon’s dragonward (see “Ahghairons Drag- 
onward," page 6) and reside in the city. Maaril, the 
archmage who last wielded the dragonstaff of Ahghai- 
ron , was Aurinax’s friend, and invited the dragon to stay 
with him in the city’s Dragon Towen Shortly before the 
Speilplague, Maaril went mad and left Waterdeep, en- 
trusttng the dragon sta ff ofAbghairon to Aurinax, (See 
appendix A for informat ion on the dragqnstaff) 

When Dagult Neverember became the Open Lord 
of Waterdeep* he Cut a deal with the dragon. Under its 
terms, Aurinax could keep the dragonslaff of Ahghairon 
in exchange for guarding a vault beneath the City. When 
Neverember eventually re move d the treasure from 
the vault* Aurinax and the dragonstaff could return to 
the Dragon Tower. As it happens. no one has come to 
remove the treasure. and the faithful Aurinax has re- 
mained in the vault. The vault is warded againsl scrying 
magic* and there s no one left in Waterdeep who knows 
about Aurinax or the whereabouts of the dragonstaff. 

Game Statistics 

Aurinax is an adult gold dragon, He often assumes the 
form of an elderly gold dwarf named Barok Clangham- 
mer, who uses the dragonstaff as a walking stick, 















Medium humanoid (any race), any altgnment 


Armor Class 15 (chain shirt) 

Hit Points 44 (8d8 + 8) 

Speed 30 ft. 




STR DEX CON 

INT 

WIS 

CHA 

11 (+0) 14 (+2) 12 (+1) 

10 (+0) 

13 (+1) 

14 (+2) 


Saving Throws Dex +4, Wis +3 

Skills Acrobatics +4, Perception +5, Performance +6 

Senses passive Perception 15 

Languages any two languages 

Challenge 2 (450 XP) 


Bard 

Bards are gifted poets, storytellers* and entertainers 
who travd far and wide T commonly found performing in 
taverns or in the company of jolly bands of adventurers, 
rotigh-and-tumble mercenaries, or wealthy patrons, 

Barnibus Blastwind 

Barnibus works for the Watchful Order of Magists and 
Protectors, investigating crinies that involve the use of 
magic. He comes across as prickly and secretive, confid- 
ing only in Saeth Cromley, a retired sergeant of the City 
Watch who assists in many of his investigations* 

A lifelong bachelor, Barnibus has a small, tidy estate 
in the Sea Ward that he inherited from his grandmothen 
When not serving the Watchful Order, he spends his 
days reading and writing books in his library, 

Barnibus uses spells that hetp him investigate crimes, 
pry secrets from the minds of suspects, and locate 
missing persons. He finds violente appallmg and would 
never use his magic to inflict harm on others—even 
those who harm him. 


Barnibus Blastwind 

Medium humanoid (humem), lawful good 

Armor Class 10 (13 with mage ormor) 

Hit Points 24 (7d8 - 7) 

Speed 30 ft, 


Spd/castrng. The bard is a 4tbdevel spellcaster. Its spellcasting 
abilrty is Charisma {spell save DC 12, +4 to hit with spell at- 
tacb). !t has the folbwing bard spelh prepared: 


STR DEX CON INT WIS CHA 

9 H) 10 (+0) 9 (-1) 17 (+3) 15 (+2) 11 (+0) 


Cantrips (at will):/bertd$, mage hand, vicious mockery 
Ist level (4 slots): charm person, heaimg word t heroism, sleep, 
thunderwave 

2nd level (3 slots); invisibility, shatter 

Song ofRest. The bard can perform a song while taking a short 
rest Any ally who hears the song regains an extra ld6 hit points 
if it spends any Hit Dice to regain hit points at the end of that 


Saving Throws !nt +5, Wis +4 

Skills Arcana +5, Insight +6, Investigation +7. Perception +4 
Senses passive Perception 14 
Languages Common, Draconic, Dwarvish, Halfling 
Challenge 2 (450 XP) 


Spado/ Equipment. Barnibus carries a wand of magic detection. 


rest. The bard can confer this benefit on itself as welh 

Taunt (2/Day), The bard can use a bonus action on its tum to 
target one creature with in 30 feet of it. Ifthetarget can hear 
the bard, the target must succeed on a DC 12 Charisma saving 
tbrow or have disadvantage on ability checks, attack rolls, and 
saving throws until the stari: of the bards next tum. 


Spellcasting. Barnibus is a Jth-level spellcaster. His spellcast¬ 
ing ability is Inteliigence (spell save DC 13, +5 to hit with spell 
attacks). He has the following wizard spells prepared: 

Cantrips (at will): blade ward, iight , mage hand t messoge 
lst level (4 slots): comprehend languages, identify, mage ar¬ 
mor, shieid 

2nd level (3 slots): detect thoughts , suggestion 


Actions 

3rd level (3 slots): dair^oyance, sendirtg 

Shortsivord. Melee Weapon Attack: +4 to hit, reach 5 ft., one 

4th level (1 siot): locate creature , Otihike's resilient sphere 


target. Hit: 5 {ld6 + 2) piercing damage. 

Shortbow. Ranged Weapon Afttfdr: +4 to hit, range 30/320 ft, 
one target Hit: 5 (ld6 + 2) piercing damage. 


ACTtONS 


Dagger , Meles or Ranged Weapon Attack: +2 to hit, reach 5 ft or 
range 20/60 ft,, orte target. Hit: 2 (ld4) piercing damage. 
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The Black Viper 





The Black Viper was a notorious burglar, pickpockeb 
mugger, and assassin who died a century ago, after 
a long and nefarious career. Esvele Rosznar, a brash 
young noble. has recently adopted the Black Viper*s 
persona to lead a secret life of crime. Like many other 
nobies, Esvele gossips about the Black Vipers explotts 
to lend eredence to the villam’s mystique, 

The Rosznar family was convicted of slave trading— 
highly illegal in Waterdeep—and banished over a hun- 
dred years ago, but has since returned. The Rosznars 
inabiiity to regain the respect they feel they deserve 
rankles them. The slave trade has continued in Amn 
and elsewhere, and it’s not like other noble houses don*t 
have skeletons in their closets* But jusi because of a lit- 
tie family squabble that went public, the Rosznar name 
has been said with a sneer for a century. As pari of the 
family’s constant effort to prove this conceptton wrong 
and win others T respect, Esvele has been brought up 
to be the most proper noble possible, partaking in les- 
sons of etiquettc, dance, and poise as befits someone of 
her station. 

In heryounger days, Esvele openly rebellet!, but that 
behavior led to locked doors at night and house guards 


watching her every move during the day, So she taught 
herself how to pick iocks, pluck keys from belts and 
pouches, damber up walls, and sneak past guards— 
piaving the perfect daughter by day while cutting loose 
at night. To hide her identity from those she met t she 
wore a hood and mask, exehanging her fine clothes for 
the kind of practical clothing her parents would nevcr 
let her wear, 

One of the things Esvele has Iearned is to embrace 
the legend of the Black Viper. When she throws back 
her doak to reveal the costume she has put togelher, 
most folk toss their purses and flee. If that doesiTt work, 
she usually needs only to draw her daggen Of course T 
some of the nobies she targets are made of sterner stuff, 
so Esvele has Iearned how to fight as welh She knows 
she s playing a dangerous game t but is satisfied that at 
least one member of the Rosznar family is earning the 
respect of Waterdeep^ nobility. 



Black Viper 


Medium humano id (human) f chaotic neutra t 


Armor Class 16 (studded leather) 



Hit Points S4 (13dS n- 26) 



Speed 30 ft. 



STR DEX CON INT 

WIS 

CHA 

11 (+0) IS (+4) 14 (+2) 11 (+0) 

n (+o) 

12 (+1) 


Saving Throws Dex +7, Int +3 

Skills Acrobatics +7 t Athletics +3, Pereeption +3, Sleight of 
Hand +7, Stealth +7 
Senses passive Pereeption 13 
Languages Common, thieves’ eant 
Challenge 5 (1,800 XP) 


Cunning Aetion, On each of her turris, the Black Viper can use a 
bonus action to take the Dash, Disengage, or Hide aetion. 

Evasion. If the Black Viper is subjeeted to an effeci that aIJows 
her to make a Dexterity saving throw to take only half damage, 
she instead takes no damage if she succeeds on the saving 
throw, and only half damage if she faiis. She carVt use this trait 
if she r s incapacitated. 

Sneak Aitack (1/Turn). The Black Viper deals an extra 14 (4d6) 
damage when she hits a target with a weapon attack and has 
advantage on the attack rol! f or when the target is withm 5 feet 
of an ally of the Black Viper that isrft incapacitated and the 
Black Viper doesn J t have disadvantage on the attack roll. 

Aeno ns _ __ 

Muitiattaek. The Black Viper makes three attacks with 
her rapier. 

Rapier, Melee Weapon Attack ; +7 to hit, reach 5 ft. s one target 
Hit: 7 (ld6 + 4) piercing damage. 

Hand Crossbow , Ranged Weapon Attack: +7 to hit, range 30/120 
ft., one target, Hit; 7 (ld6 + 4) pierdng damage. 

RgACTIONS ____ 

Uncanny Dodge . The Black Viper halves the damage that she 
takes from an attack that hits her. She mu st be ab!e to see 
the attacker. 
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City Guard 


Griffon Cavalry Rider 

Medium humamid (any race), any aiignment 


City Guard Private, Capta tN, and 
Griffon Cavalry Rioer 


The City Guard is Waterdeep s army, charged with pro- 
tecting the city f s walls and gates, government buildings, 
harbor, and offieials* The City Guard also patrols the 
roads to Amphaif* Goldenfields, and Daggerford. 

Ranks in the City Guard 

Members of the City Guard have ranks, From lowest to 
highest, they are: 

Private 

Sergeant (armar) 

Ueutenant (ervilar) 

Captain (senior civilar) 

Multiple command positions, some perennial (Seneschal of 
Castle Waterdeep, Defender ofthe Harbor, Masterof the 
North Towers, Master of the South Towers, Master Armorer), 
others bestowed as needed in wartime (the Lords' Hand and 
the Lords' Champion) 

Warden of Waterdeep 

The current Warden of Waterdeep is Elminsier, who 
answers to the Open Lord t Laeral Silverhand. 

The Griffon Cavalry is a special branch of the City 
Guard whose members are veteran soldiers trained to 
fly griffon mounts. 

Game Statistics 

City Guard privates and sergeants are guards. Members 
of lieutenant rank and higher are typically veterans. 


Armor Class 17 (half piate) 
Hit Points 58 (9dS + 18) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 

14 (+2) 15 (+2) 14 (+2) 10 (+0) 12 (+1) 10 (+0) 


Skills Anima! Handlmg +3. Athletics +4, Perception +3 
Senses passive Perception 13 
Languages any one language (usually Common) 
Challenge 2 (450 XP) 


Actions 

Lance ♦ Meiee Weapon Attack: +4 to hit (with disadvantage 
against a target within 5 ft), reach 10 ft rl one target, Hit: S 
(ld!2 4- 2} piercing damage, or 11 (ld!2 +■ 5) piercing damage 
while mounted. 


Dagger. Meiee or Ranged Weapon Attack: +4 to hit 3 reach 5 ft. or 
range 20/60 ft., one target. Hit: 4 (ld4 + 2) piercing damage. 

Light Crassbow. Ranged Weapon Attack: +4 to hit, range 80/320 
ft. p one target. Hit: 6 (ld8 * 2) piercing da mage, 


Reactions 

Feather Fall. The rider wears a magic ring with which it can cast 
th e feather fall spell on itself once as a reaction to falling. After 
the spell is cast, the ring becomes nonmagical. 
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MeM&ERS OF THE CiTV WftTtH 


City Watch 

The City Watch is Waterdeep f s pol ice force, charged 
with keeping the peace and apprehending criminals. 

City Watch patrols are usually four to twelve persons 
strong. A patrol expecting trouble might also have reim 
forcement in the form of a priest (on k>an from one of 
the local temples) or a mage (from the Watchful Order of 
Magists and Protectors), 

Ranks ln the City Watch 

Members of the City Watch are called officers. Their 

ranks are, from lowest to highest: 

Constable 
Sergeant (armar) 

Lieutenant (civflar) 

Captam (senior ctvilar; leader ofa watch station) 

Major (ward civilar; one per city ward) 

Cotnmander ofthe Watch 

The Watch also includes a Senior Armsmaster, who 
reports to the Commander ofthe Watch and is in charge 
of supplies. The Commander of the Watch reports to the 
Open Lord, Laerai Silverhand, 

Game Statistics 

Most City Watch members are veterans, Some of the 
highest-ranked members are knights, AII City Watch 
members wear hdmets and carry clubs while on duty. 


TheDoom Raiders 

The Doom Raiders were five unscrupulous adventurers 
who liked to plunder Heb lairs (cahed li dooms" by some)* 
They gave up adventuring to join the Black NetWork 
and came to Waterdeep three years ago with pians to 
establish a Zhentarim foothold in the city. In that time, 
they have forged alliances with varicus nobles and 
guilds and run afoul of others, a 11 the while fending off 
Harper spies. 

Davil Starsong 

Within the Waterdeep division of the Black NetWork. 
Davil is accorded the title of Master of Opportunities 
and Negotiations because hes good at sniffing out lucra¬ 
tive business deals T and he makes friends easily* 

Like many sun elves, Davil has an affimty for magic 
and is gifted with the kitid of patience that comes with 
a long life spam Unlike most, he T s not the least bit 
pretentious or aloof. He keeps a room at the Yawning 
Portal and does all his business in the estabhshmends 
taproom. He negotiates deals with grace and aplomb, 
even while drunk, and uses an elven lute as a spell- 
casting focus. 

Davil can put the characters in contact with other 
leaders of the Black Networks Waterdeep division, 
namely Istrid Horn (if they need a loan), Skeemo Weird- 
bottle (if they need magic), Tashlyn Yafeera (if they need 
weapons or mercenaries), and Ziraj the Hurtter (if they 
need a highly skilled assassin). 
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ISTRID HORN 

Istrid is regarded as the Black Networks Master of 
Trade and Coin in Waterdeep. The shield dwarf oper- 
ates an illegal lendi ng operation out of a heavity guarded 
warehouse in the Dock Ward. offering loans to those in 
need of coln. Her interest rates are comparable to those 
of her competitors (including noble familias of bankers 
such as the Cassalanters and the Irlingstars). but the 
pcnalties for not paying back Istrid^ loans are severe. 

Istrid worships Vergadain, the dwarven god of wealth 
and luck, She likes having others indebted to her, and 
she employs thugs and enforcers to coliect on her loans. 
If those resources prove inadequate, Istrid ean call on 
her old adventuring compantons for assistance. 

Skeemo Weirdbottle 

Skeemo (see the next page for his stat hlock) became the 
Master of Magic for the Black NetWork in Waterdeep, 
setting up a cover in the Trades Ward in the forni of a 
cramped little shop called Weirdbottle^ Concoctions. 
Most of his petions and elixirs are nonmagical, but he 
crafts magical ones for his Zhent friends, 

Skeemo can add "sellout" to his credentia K his Ser¬ 
vices having been bought by House Graihund and the 
Black NetWork operat i ve s loyal to Manshoon. The rock 
gnome uses paper birds (see appendix A) to send mes- 
sages both to his new friends and his old ones. 


Davil Starsong 

Medium humanoid (ilf), neutral 


Armor Class 15 (chain shirt) 
Hit Points 82 (15d8 + 15) 
Speed 30 ft. 


STR DEX CON 1NT WIS CHA 

10 (+0) 14 (+2) 12 (+1) 16 (+3) 12 (+1) 17 (+3) 


Saving Throws Dex +5 1 Cha +6 

Skills Arcana +&, History +6, Insight +4, Perception +4, 
Performance +6 

Senses darkvision 60 ft., passive Perception 14 
Languages Common, Draconic, Dwarvish, Elvish 
Challenge 6 (2,300 XP) 


Fey Ancestry. Davil has advantageon saving throws against be- 
ing charmed, and magic can"t put him to sleep. 

Spellcasting, Davil is a 12tb fevel spellcaster. His spellcasting 
abllity is Charisma (spell save DC 14, +6to hit with spell at* 
tacks). He has the followmg bard spells prepared: 

Cantrips (at will}: m&ge hand, mendtng, minor illusio^ vi- 
cious mockery 

1 st level (4 slots): cure wounds, disguise self sleep 

2nd level (3 slots); crown of madness, imtisibilify suggestion 

3rd level (3 slots): nondetection , sending, tongues 

4th level (3 s!ots): compuision, freedom of movement, polymorph 

5th level (2 slots); dominate person, greaier restoration 

6th level (1 siot): Gfto'5 irresistihle dance 

Actions 

Dagger. Meiee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or 
range 20/60 ft., one target Hh: 4 (ld4 + 2) pie rei ng damage. 

I - --■-- • 


Tashlyn Yafeera 

Tashlyn (see the next page for her stat block) is Master 
of Arms and Mercenaries for the Waterdeep Zhentarim. 
In this role, she provides armor, weapons, and training 
to sellswords on the Black Networks payroil. 

Tashlyn has established a useful cover by serving as 
a bodyguard to Vorondar Level$tone t a dwarf magister 
stationed at the South Gate. She likes the dwarf and has 
earned his confidence, allowing her to reach the rank of 
caplain in the City Guard. In that position, she watehes 
over traffic that passes through the gate—and ensures 
that her associatas in the Black NetWork can come and 
go freely. 

Born to a well-off family in Calimshan, Tashlyn has 
an unfettered sense of superiority. Quick to anger, she 
hates to back dowti from a hght* She respects anyone 
who can best her in meiee combat. 


Istrid Horn 

Medium humanoid (dwarf), rreutral evil 


Armor Class 18 (piate) 
Hit Points 117 (ISdS + 
Speed 25 ft. 

56 ) 




STR DEX 

CON 

INT 

WIS 

CHA 

12 (+1) 10 (+0) 

14 (+2) 

11 (+0) 

17 (+3) 

13 (+1) 


Saving Tbrows Con +5, Wis +6 

Skiils Intimidation +4, Raligion +3 

Damage Resistances porson 

Senses darkvrsEon 60 ft, passive Perception 13 

Languages Common, Dwarvish 

Challenge 8 (3,900 XP) 

Dwarven Resitience. Istrid has advantage on saving throws 
against being poisoned. 

Spellcasting * Istrid is a 9th-level spellcaster, Her spellcasting 
abi!ity is Wisdom (spell save DC 14, +6 to hit with spei! at- 
tacks). She has the followirtg deric spells prepared; 

Cantrips (at will)‘ light, mending, s acredflame, spare the dying 
1 st level (4 slots); divine favor, guiding holt, healing word , 
shield offaith 

2nd level (3 slots): lesser restoration, magic weapon, hoid person, 
silence, spiritua! weapon 

3rd level (3 slots); beacon ofhope , crusadeds mantle, dispel 
magic , revsvify , spirit guardians< water walk 
4th level {3 slots): banishment, freedom of movement, guardian 
offasth t stomskm 

5th level (1 s\oX)\fiame strike, mass cure wounds , hofd monster 

Actions 

Muitiattack, Istrid makes two metee attacks. 

Meiee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 8 (2d6 + 1) bludgeoning damage. 

Treasure Sense (3/Day), Istrid magtcally pinpoints predous 
metah and stones, such as colns and gems, wlthirt 60 
feet of her. 
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The Doom Raioers Cleft to ri&ht): Davil StarsohG, Istrid Horn, Tashlyn Yafeera; Skeewio We (Rougtt le, and Ziraj the Multer 


■ - - - - - 

Skeemo Weirdbottle 

Smalt bumcmoid (gnome), neutralem! 


Armor Ciass 12 (IS with mage armor) 
Hit Points 72 (16d6+ 16) 

Speed 2S ft 


STR DEX CON 1NT WIS CHA 

9{-l) 14 (+2) 12 17 (+3) 12 (+1) 15 (+2) 


Saving Throws lnt+6 t Wis +4 

Skills Arcana +6, History +6, Perception +4, Performance +S 
Senses darkvision 60 ft, passive Perception 14 
Languages Abyssal, Common, Cnomish, Undercommon 
Challenge 6 (2,300 XP) 

Cnome Cunning . Skeemo has advantage on Intelligence, Wis- 
cfom, and Charisma saving throws agacnst magic« 

Speiicasting. Skeemo is a 9thdeveJ spelltaster. His spellcasting 
ahility is Inteliigence (spell save DC 14, -h 6 to hit with spe!l at- 
tacks). He has the following wtzard speils prepared: 



Cantrips (at will): fire boft, Hgbt , mage hand , prestidigitation 
1 st level (4 slots): detect magic, mage armor ; magic mis¬ 
sile, shield 

2nd level (3 slots): mfcty step r suggestion 
3rd levet {3 slots): counterspelifirebalbjly 
4th level (3 slots): greaterinvisibfflty, ice storrn 
5th level (1 slot): cone of cold 

Actions__ 

Dagger. Melee or Ranged Weapon Attack: +5 to hit t reach 5 ft. or 
range 20/60 ft. p one target. Hit: 4 (ld4 + 2) piercing damage* 
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Tashlyn Yafeera 

Medium humanoid (humon), neutra! 

Armor Ciass 18 (piate) 

Hit Points 149 (23dS + 46) 

Speed 30 Ft. 


STR DEX CON INT WIS CHA 

18 (+4) 15 (+2) 14 (+2) 10 (+0) 14 (+2) 12 (+1) 


Saving Throws Str +8, Con +6 

Skills Athietics +S, Intimidation +5 r Perception +6 

Senses passive Perception 16 

Languages Common 

Challenge 9 (5,000 XP) 


Indomitabie (2/Day). Tashlyn can reroll a saving throw that she 
falis. She mus! use the new roll. 

Second Wind (Recharges after a Short or Long Rest). As a bo¬ 
nus action, Tashlyn can regain 20 hit points. 

Actions _ 

Multiattack. Tashlyn makes three attacks with her greatsword 
or her shortbow. 

CrerJtswrord. Mefee Weapon Attack: +3 to hit, reach 5 ft, one 
target. Hit: 11 (2d6 + 4) slashing damage, plus 7 (2d6) slashing 
damage if Tashlyn has more than half her hit points remaining. 

Shortbow. Ranged Weapon Attack: +6 to hit, range 80/320 
ft, T one target Hit: 5 (Id6 + 2) piercing damage, plus 7 (2d6) 
piercing damage if Tashlyn has more than half her hit points 
remaining. 






























ZlRAJ THE HUNTER 

Ziraj is a half-orc hunter who wields an oversized bow 
that shoots cor respondi ngly large arrows, Iie is the 
Master of Assassination for the Black NetWork, If Ziraj 
sets out to kill someone, tt*s because one of his friends 
(DaviL Istrid T Skeemo, or Tashlyn) asked him to. The 
eharacters might become Ziraj f s prey, or Ziraj might 
come to their aid to eliminate a common enemy. He's 
the strong, silent type. 

The City Watch has received reports of a figure who 
haunts the rooftops of Waterdeep—a hulking shadow 
that glares from its perch, rains down death in the form 
of long black arrows, and slinks off without so mueh as a 
whisper. Where he comes from—if he even has a home— 
remains a mystery, as does the question of where he 
might show up next. 

Treasure. Ziraj wears +2 leather armor and carries 
an oversized longbow. This unique weapon can be used 
only by a Medium or larger creature that has a Strength 
of 18 or higher. The bow shoots oversized arrows that 
deal piercing damage equa! to 2d6 + the wielder’s 
Strength modifier. Its range is the same as an ordi- 
nary longbow. 


Ziraj the Hunter 

Medium humcmoid (haif-orc), neutral e vi i 


Armor Class 17 {+2 ieather armor) 



Hit Points 153 (ISdS + 72) 



Speed 30 ft. 



STR DEX CON INT 

WIS 

CHA 

18 (+4) 18 (+4) 18 (+4) 11 (+0) 

14 (+2) 

15 (+2) 


Saving Throws Wis +5, Cha +5 

SkiHs Athletics +7, Intimidation +5, Stealth +7, Survival +5 
Senses darkvision GOft., passive Perception 12 
Languages Common, Orc 
Chaltenge 8 (3,900 XP) 

Speficasting , Ziraj is a lOth-level spellcaster. His spellcasting 
ability is Charisma (spefl save DC 13, +5 to hit with spelt at- 
tacks), He has the following paladin spells prepared: 

1 st levei (4 slots): command, protectiori from evii and good\ thun- 
derous smite 

2nd levei (3 slots): branding smite ,find steed 
3rd levei {2 slots): hlinding smite , dispel magic 

Actions__ 

MultiattacL Ziraj makes three attacks with his glaive or with 
his oversized longbow. 

Gfaive. Mefee Weapon Attack: +7 to hit, reach 5 ft., one target. 
Hit: 9 (IdIO + 4) slashing damage, 

Oversized Longbow k Ranged Weapon Attack: +7 to hit, range 
150/600 ft. r one target. Hit: 11 (2dG + 4) piercing damage, 

Dreadful Aspect (Recharges after a Short or Long Rest). Ziraj 
exudes magica! menaee. Each enemy within 30 feetofhim 
mu st sycceed on a DC 13 Wisdom saving throw or be fright- 
ened of Ziraj for 1 minute. If a frightened enemy ends its turn 
more than 30 feet away from Ziraj, the enemy can repeat the 
saving throw, ending the effect on itself on a success. 


Drow Gunslinger 

Firearms arenY widely available in the North, but some 
members of Bregan Daertbe are equipped with Lan- 
tanese pistols, bullets, and packets of smokepowder. 
These drow gunslingers are expert pistolcers, as skilled 
with their guns as the best archers are with their bows. 

Fel rekt Lafeen 

FelTekt is a male drow who was born female. Unhappy 
with the treatment of males in his society, he petitioned 
to join Bregan D T aerthe. Jarlaxle took a shine to FelYekt 
almost immediately, and the young drow has since be¬ 
come one of jarlaxle’s most loyal lieutenants, Eager to 
prove himselh FelYekt is quick to volunteer for tasks and 
hurls himsdf into combat with verve, 

FelYekt and Krebbyg MasqYfyr are close friends 
and work as a team, trading banter and jokes at their 
enemies' expense. FelYekt lacks the cruelty common to 
most drow, and he wonY kill an adversary unless he is 
left with no other choice. 


Drow Gunslinger 

Mediam humanoid (etj ), any alignment 

Armor Class IS (studded leather, shield) 
Hit Points 84 (13dS + 26) 

Speed 30 ft. 


5TR DEX CON INT WIS CHA 

13 (+1) 18 (+4) 14 (+2) 11 (+0) 13 (+1) 14 (+2) 


Saving Throws Dex +6, Con +4, Wis +3 
Skills Perception +3, Stealth +S 
Senses darkvision 120 ft F? passive Perception 13 
Languages Elvish, Undercommon 
Challenge 4 (1,100 XP) 

Fey Ancestry. The drow has advantage on saving throws against 
being charmed, and magic can’t put the drow to sleep. 

Cunsiinger. Being with in 5 feet of a hostile creature or attack- 
ing at long range doesnY impose disadvantage on the drow's 
ranged attack rolls with a pistol. In addition, the drow ignores 
haif cover and three-quarters coverwhen making ranged ah 
tacks with a pistol. 

tnnate Spellcasting . The drowY spellcasting ability ts Charisma 
(spell save DC 12). It can innate!/ cast the following spells, re* 
quirrng no material components: 

At will: dancing Hghts 

1/dayeach: darkness t faeriej}re t levitate (selfonly) 

SunUght Sensitivity . While in sunlighf, the drow has disadvan- 
tage on attack rolls, as well as on Wisdom (Perception) checks 
that rely on sigbt. 

Actions 

Multiattack, The drow makes two shortsword attacks. 

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 1 (ld6 + 4} piercing damage, 

Poisonous PistoL Ranged Weapon Attack: +6 to hit, range 30/90 
ft,, one target. Hit: 9 (IdlO + 4) piercing damage plus 11 (2dl0) 
poison damage. 
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Game Statistics* FelYekt Lafecn is a neutra! good 
drow gunslinger. In addition to his weapons, he carries 
four packets of smokepowder (see appendix A) and a 
pouch containing twenty pisto! bullets* 

Krebbyg Masq^iUyr 

Krebbyg*s house was destroyed long ago, leaving him 
with no connection to his old Hfe in the Underdark. He is 
young and rash. 

Krebbyg works closely with Fel/rekt Lafeen, and the 
two collaborate well despite their disparate alignments. 
Krebbyg prefers to follow FelYekds lead, letting him do 
most of the thinkmg and talking, 

Game Statistics. Krebbyg Masqllyr is a chaotic neu¬ 
tra! drow gunshnger. In addition to his weapons, he 
carries four packets of smokepowder (see appendix A) 
and a pouch containing twenty pistol bullets. 

Soluun Xtbrindas 

Soluun is a sadistic T fanatica! bully who is fiercely loyal 
to Bregan D aerthe, and to jarlaxle in particuiar. His 
younger brother, Nar 1 !, has infiltrated the Xanathar 
Guild, Soluun considers Nari a weakling who turned to 
arcane magic by way of coni pensat ion, and he has never 
had much faith in his brother or his abilities. 

Soluun has a burning hatred of surface elves and half- 
elves, having been taught from a young age to kill them 
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as opportunity permtts. When not engaged in a Bregan 
D’aerthe operatian, Soluun spends his nights haunting 
the darkened streets and alleys of Waterdecp, looking 
for solitary elves or halfdves to pick off, He conceals 
his nighttime escapades as well as he can, but Jarlaxle, 
FelVekt, and Krebbyg know what he T s up to. 

Came Statistics. Soluun Xihrindas is a neutra! evil 
drow gimslinger, with these changes: 

* Soluun wields a sdmitar instead of a shortsword (it 
deals slashing damage instead of pieremg da mage), 

* He wears a pair of drow-made boots of elvenkind. 

* In addition to his weapons. he carries four packets of 
smokepowder (see appendix A) and a pouch contain¬ 
ing twenty pistol bullets. 

Durnan 

Durnan is the owner and proprietor of the Yawning 
Portal, Although he looks like a middle-aged man whose 
best days are behint! him, Durnan has a sharp mind 
and can stili swing a sword when he must, He doesnl 
like talking about his past, and he won T t reveal anything 
about his time as an adventurer, 

If Durnan has any living family memhers, he doesnl 
speak of them, He rarely says two words when one will 
do, He has a dark sense of humor and spares no pity on 
those who take the risk of entering Undermountain. 

He kceps Grimvault, his magic grcatsword t within 
reach under the bar f and can chop tabies in half with it if 
he so desires, He also can pull out a double crossbow (a 
heavy crossbow with reduced range that fires two bolts 
at the same target). Stili, if he gets involved in a brawl, 
he prefers fighting with fists or a well-fiung tankard. 

Durnan doesnl often venture far from the Yawning 
Portal, using his employees to run errands for him 
as needed, If he's feding eharitable, he might gently 
discourage likable “nobodies” from venturinginto Un¬ 
dermountain, if he thinks they wouldnl survive, He can 
also direct adventurers toward tavern regulars who 
might be able to hdp them or offer use fu l in formati on, 

Floon Blagmaar _ 

Floon, a native Waterdavian in his early thirties, is a 
handsome fellow but not very bright. He used to work 
as an escort in festhalls but is currently unemployed. 
Several months ago, he came upon a married noble en- 
gaging in some indiscreet behavior, and now lives off the 
generous bribe he is being paid to keep silent, 

With friends all over the city, Floon spends most of 
his time drinking and carousing, He gets by on his 
looks and doesnl know what to do with his life. and has 
shdwn little interest in working for a living. 

Game Statistics 

Floon is a chaotic good Illuskan hurnan commoner with 
an Intelligencc of 7 (-2) and a Charisma of 13 (+1). He 
speaks Common. 
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Gazer 


A gazer is a tiny manifestation of a beholders dreams. 

It resembles the beholder who dreamed it into exis- 
tence, but its body is only 8 inches wide, and it has 
only four eyestalks. The beholder can see tbrough the 
gazer s eyes and uses it to spy on enemies as well as its 
other minions. 

A gazer ean t speak any languages but can approxi¬ 
mate mimicking words and sentences in a high-pitched, 
mocking manner. A Ione gazer avoids picking fights with 
creatures that are Medium or larger t but a pack of them 
might take on larger prey, A gazer might follow human- 
oids in its territory noisily mimicking their speech and 
generaliy being a nuisance, until they leave tbe area T but 
it fiees if confronted by something it carTt ktll. 



Durnan 

Medium humanoid (human), neutral 


Armor Class 16 (elven chain) 
Hit Points 144 (17dS + 68) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 

18 (+4) 15 (+2) 18 (+4) 13 (+1) 12 (+1) 10 (+0) 

Saving Throws Str +8, Con +8 
Skills Athletics 4-S, Perception +5 
Senses passive Perception 15 
Languages Common, Dwarvish 
Cballenge 9 (5,000 XP) 

Speciai Equipment. Durnan wields a sword of sharpness (great- 
sword) called Crimvauit He wears boots of striding and spring- 
mg, ehen chain , and a rirtg of spell turning. 

Indomitable (Recharges after a Long Restj , Durnan can reroll a 
saving throw that he fails. He must use the new roll. 

Spelt Turning . While wearing his ring of spell turning, Durnan 
has advantage on saving throws against any spell that targets 
only him (not in an area of effect). If Durnan rolls a 20 for the 
save and the spell is 7th level or lower, the spell has no effect 
on him and instead targets the caster, using the slot level, spell 
save DC, attack bonus, and spdlcasting abii ity of the caster. 

Acti QMS _____ 

Multi attack. Durnan makes four melee weapon attacks, 

Grimvauit Melee Weapon Attack: 4-8 to hit r reach 5 ft., one 
target, Hit; 11 (2d6 + 4) slashing damage. If the target is an 
object, the hit instead deals 16 slashing damage, ff the target 
is a creature and Durnan rolls a 20 on the d2Q for the attack 
roll, the target takes an extra 14 slashing damage, and Durnan 
rolls another d20, On a roll of 20. he Sops ofiF one of the targets 
limbs, or some other part of its body if it is fimbiess. 

Double Crossbow , Ranged Weapon Attack: +6 to hit, range 
60/240 ft., one target. H/t: 13 {2dl0 + 2) piercing damage. 



Gazer 

Tiny aberration, neutra i euil 


Armor Class 13 

Hit Points 13 (3d4 + 6) 

Speed 0 ft., fly 30 ft. (hover) 


STR DEX CON INT WIS CHA 

3 (-4) 17 (+3) 14 (+2) 3 (-4) 10 (+0) 7 (-2) 


Saving Throws Wis +2 

Skills Perception +4, Stealth +5 

Condition Immunities prone 

Senses darkvision 60 ft., passive Perception 14 

Languages — 

Challengel/2 (100 XP) 

Aggressive. As a bonus action, the gazer can move up to its 
speed toward a hostile creature that it can see. 

Mimicry, The gazer can mimic simple sounds of speech it has 
heard, in any language, A creature that hears the sounds can 
teli they are imitations with a successful DC 10 Wisdom (In- 
sight) check. 


Actions _____ 

Bite. Melee Weapon Attack; +5 to hit, reach 5 ft., one target. 
Hit: 1 piercing damage. 


Eye Rays. The gazer sboots two of the foliowing magica) eye 
rays at random (reroll duplicates), choosing one or two targets 
it can see within 60 feet of it: 


h Dazing Ray , The targeted creature must succeed on a DC 
12 Wisdom saving throw or be charmed until the start of the 
gazer f s next tum. WhNe the target rs charmed in this way T its 
speed is halved, and it has disadvartage on attack rolls, 

2. Fear Ray , The targeted creature must succeed on a DC 12 
Wisdom saving throw or be frightered until the start of the gaz- 
er p s next tum, 

3. Frast Jtoy The targeted creature must succeed on a DC 12 
Dexterity saving throw or take 10 (3d6) coJd damage. 

4. Tekkmetic Ray. If the target is a creature that is Medium or 
smailer, it must succeed on a DC 12 Strength saving throw or 
be moved up to 30 feet directly away from the gazer, 

If the target is an object weighing 10 pounds or less that 
lsn’t being worn or carried, tbe gazer moves it up to 30 feet in 
any direction. The gazer can also exert fine control on objects 
with this ray, such as mampulating a simple tool or opening a 
Container, 
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This venerable human monk lives in a cave halfway up 
the side of Mount Waterdeep- Illam is the grand mas- 
ter of the Order of the Even-Handed, a small monastic 
group devoted to Tyn Would-bc students periodically 
visit him to learn the Way of the Sacred Fists, which 
combines cleric magic and monk training. They usually 
return to the city confused, bruised, and not inclined to 
visit agam. 

In times of great perii, Hlam can be called on to help. 
Sometimes he offers pearls of wisdom, and sometimes 
he descends from his cave to set things right with fist- 
icuffs. He can show np at any point in the story as a 
heJpfuI fi gure, and the charaeters can visit him in his 
cave if they need guidance or training, The Order of the 
Gauntlet considers him a staunch ally. 

Hlam is irnmune to disease and docsnT require food 
or water. Although he ages t he suffers none of the frailty 
of old age. 


Hlam 

Medium humanotd (human), iawful good 


Armor Class 22 (Unarmored Defense) 
Hit Points 137 (25dS + 25) 

Speed 60 ft. 


STR DEX CON INT WIS CHA 

11 (+0) 24 (+7) 13 (+1) 14 (+2) 21 (+5) 14 (+2) 


Saving Throws Str +5, Dex +12 
Skills Athletks +5 ( Religion +7 

Da mage tmmunities poison 

Condition Immurrities charmed, frightened, poisoned 
Sensas passive Perceptlon 15 
Lartguages all spoken languages 
ChalJenge 16 (15,0G0 XP) 


Spelkasting* Hlam is a 5th-Ievel spellcaster. His spdlcastmg 
ability is Wisdom (spelf save DC IS, +10 to hit with spell at¬ 
tacks), He has the following cleric spells prepared: 

Cantrips (at will): guidance, iigkt , sacred fla me, spare the dying 
Ist level (4 slots): detect evsl and good, healing word, sanctuary, 
shietd offaith 

2nd level (3 slots): calm emotions, prayerof healing, sitence 
3rd level (2 slots); protectionfiom energy, remove curse, s ending 

Evasion. ff Hlam is subjected to an effect that allows him to 
make a Dexterity saving throw to take only half damage, he 
instead takes no damage if he succeeds on the saving throw, 
and only half damage if he fails, He can 5 t use this trait if he J s 
incapacitated. 

Magic Unarmed Strike s, HlanTs unarmed strikes are magicaI. 

Unarmored Defense . While Hlam is weartng no armor and 
wiefding no shidd, his AC includes his Wisdom modEfier. 

Actions 

Muftiattack * Hlam attacks three times using his unarmed 
strike, darts, or both. 

Unarmed Strike. Melee Weapon Attack: +12 to hit, reach 5 
ft., one target, Hit: 12 (JdlO + 7) bludgeoning damage. if the 



Hlam 


target is a creature, Hlam can choose one ofthe following addi- 
tional effects: 


• The target must succeed on a DC 1B Strength saving throw or 
drop one Etem it is Holding (H1am 5 s choice), 

• The target must succeed on a DC IS Dexterity saving throw 
or be knocked prone. 

• The target must succeed on a DC 18 Constitution saving 
throw or be stunned untEI the end of HlanVs next turn. 

Dflrt, Rartged Weapor r Altack: +12 to hit, range 20/60 ft., one 
target Hit: 9 (ld4 + 7) pierdng damage. 

Quivering Palm (Recharge 6}* Melee Weapon Attack: +12 to hit f 
reach 5 ft. r one creature. Hit: The target must make a DC 18 
Constitution saving throw. On a faifed save, the target is re- 
duced to 0 hit points. On a successful save, the target takes 55 
(10dl0) necrotic damage. 

Wholeness ofBody (Recharges after a Long Restfl Hlam regains 
60 hit points. 

Reactions 

Deflect Missile. In response to being hit by a ranged weapon 
attack, Hlam deflects the missile. The damage he takes from 
the attack is reduced by IdlO + 27. Ifthe damage Es reduced to 
0, Hlam catches the missile if it J s small enough to hold in one 
hand and he has a hand free. 

Slow FalL Hlam reduces the bludgeoning damage he takes 
from a fall by 100. 


Legendary Actions 

Hlam can take 3 legendary actions, choosing from the options 
befow. Only one legendary action option can be used at a time 
and only at the end of another ereature's turn. Hlam regains 
spent legendary actions at the start of his turn. 

Quick Step. Hlam moves up to his speed without provoking 
opportunity attacks. 

Unarmed Strike {Costs 2 Actions). Hlam makes one un¬ 
armed strike. 

InvEsibility (Costs 3 Actions). Hlam becomes rnvrsfble until 
the end of his next turn. The effect ends if Hlam attacks or 
casts a spell. 
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Hrabbaz 

Hrabbaz is a muscle-bound half-orc with a cleft palate 
who serves the lord and lady of House Gralhtmd as 
a bodyguard. He is wdl mannered and dresses im- 
peccably—a disarming appearance that beties a mur- 
deroos heart Thotigh he has great respeet for Lady 
Yalah Gralhund, he is less fond of her moody husband. 
and wouldn t be sad to see Orond knocked down a 
peg or two. 


Hrabbaz 

Medium humanoid (haif-orc), neutra t evii 


Armor Class 12 

Hit Polnts 112 (15d8 + 45) 

Speed 30 ft. 


STR DEX CON INT WIS CHA 

20 (+5) 15 (+2) 17 (+3) 10 (+0) 14 (+2) 12 (+1) 


Saving Throws Str +8, Con +6 

Skills AthletEcs +S, Intimidation +4 t Perception +5 

Senses darkvrsion 60 ft. r passive Perception 15 

Languages Common, Orc 

Challenge 5 (1,SG0XP) 

Indomitabk (2/Day), Hrabbaz can reroll a saving thmw that he 
feils. He mu st use the new roll. 

tfe/ent/ess Enduraace (Recharge s afier a iong Rest). When 
Hrabbaz is reduced to 0 hit points but not killecf outright, he 
drops to 1 hit point instead. 


Actiqns 

Multiattack. Hrabbaz makes three attacks with bis 
morningst ar 

Morningstor, Metee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit; 9 (ld8 + 5) piercing damage, plus 3 (Id6) piercing 
damage tf Hrabbaz has more than half his hit points remaining. 


Jalester Silvermane 

An earnest man in his mid-twenties, Jalester hails from 
the distant land of Cormyr P where he earned his spurs 
working for a mereenary company called the Steel 
Shadows. A few years ago Jalester left the Dales and 
traveled to Waterdeep with several other members of 
the company, one of whom—Faerrel Dunblade—would 
become his best friend and lover. 

The wizard Elminster befriended the two youiig men 
and brought them to the attention of Laeral Silverhand, 
who put them to work as deputies and spies Jalester 
and Faerrel helped the Open Lord expose a piat to over- 
throw the government but Faerrel was kilied while hdp- 
ing bring the perpetrators tojustice.Jalester remained 
in Waterdeep afterward» becoming one of LaeraTs fidd 
operatives in the service of Waterdeep and the Lords* 

A U i ance. He has been romantically unattached ever 
since FaerreLs death but longs again for love. 


Treasure 

Jalester carries a badge of the Watch (see appendix A), If 
the badge is lost or taken from him, it returns to Laeral 
Silverhand. 


Jalester Silvermane 

Medium humano id (humari), tcnvful good 


Armor Class IS (chain maif, badge ofthe Watch) 
Hit Points 71 (13d8 + 13} 

Speed 30 ft. 


STR DEX CON INT WIS CHA 

14 {+2} 14 (+2) 13 (+1) 12 (+1) 14 (+2) 13 (+1) 


Saving Throws Str +4, Con +3 
Skills Athietics +4, Survival +4 
Senses passive Perception 12 
Languages Common r Elvish 
Challenge 4 {1.100 XP) 

Speoial Equipment. Jalester carries a badge ofthe Watch, 

Second Wind (Recharges after a SHort or Long flestj. As a bo¬ 
nus action, Jalester can regain 16 (IdlO + 11) hit pomis. 


Actions 


Multiattack. Jalester makes two weapon attacks. 

Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft.. one tar 
get. Hit: 6 (IdS + 2) slashing damage, or 7 (ldlG + 2) sfashing 
damage when used with two hands, 

Oagger . Metee or Ranged Weapon Attack: +4 to hit, reach 5 ft, or 
range 20/60 ft, one target, Hit: 4 (ld4 + 2) piercing damage. 

Reactions __ 

Riposte, When a creature that Jalester can see misses him 
with a melee attack, he can use his reaction to make a melee 
weapon attack against that creature. On a hit, the target takes 
an extra 4 damage from the weapon. 
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Jarlaxle B aenre _ 

jarlaxle is a fiamboyant swashbuckling drow icono- 
dast He leads a renegade drow faction called Bregan 
D^aerthe, made up of disenfranchised male drow t most 
of them culled from destroyed or disgraced houses. 
Gifted with a sharp mind, a sense of humor, puissant 
skil! with a blade, and a wealth of useful magic items, 
Jarlaxle inhltrated the city of Luskan, brought a kind 
of order to its lawlessness, and declared himself its 
seeret lord. 

Jarlaxle likes to weave. a tangled web of schemes that 
leave his enemies baffled—the latest of which is a plan to 
legitimize Luskan by making it a member of the Lords’ 
Allianee. The city s unsavory reputation has thwarted 
ali previous efforts, and the current leaders of the Lords' 
Allianee have voiced their opposition to Ltfskarfs ad- 
mittauce* A few have flatly declared that the city will 
never be welcome in the allianee. Nonetheless, jarlaxle 
aims to persuade Laeral Silverhand, the Qpen Lord of 
Waterdeep* to Champion LuskaiTs cause—even if that 
means losing other allianee members in the process. 


Tving Luskan ! s fortunes to those of Waterdeep would 
increase Jarlaxle 5 s political and economic power on the 
Sword CoasL 

jarlaxle has come to Waterdeep in the guise of an 
riiuskan human named Zardoz Zord, w Captain Zord ,T 
is the master of the Sea Maidens Faire, a carnival that 
travels up and down the Sword Coast in three ships: 
the Byecatcher, the Hcartbreaker, and the Hefiraiser 
(ali words that describe jarlaxle). He spends most of 
his time aboard the Eyecatcher, his personal ship, The 
other two vessels carry members of the carnival and 
their parade wagons. 

jarlaxle has forged an allianee with Lantan (an island 
to the south), and has arnied his Bregan D ? aerthe lieu~ 
tenants with Lantanese firearms that rely on magica! 
s/n okepowder to fu net ion. He has also aequi red a Lan¬ 
tanese submarine called the Scarlet Marpcnotb . This 
underwater vessel is mounted below the Eyecatcher and 
kept out of sighl. Jarlaxle pians on using the submarine 
to flee Waterdeep if his scheme unravels. 

Jarlaxle^ loyalties are to himself hrst and fore most. 
and to Bregan 0'aerthe secondarily. 


Jarlaxle Baenre 

Medium humanoid (eif), chaotic neutra! 


Armor Class 24 (+3 feather armor, Suave Defense) 
Hrt Points 123 (19d8 + 38) 

Speed 30 ft. 


STR DEX CON INT WIS CHA 

12 (+1) 22 (+6) 14 (+2) 20 (+5) 16 (+3) 19 (+4) 


Saving Throws Dex +11. Wis +8 

Skills Acrobatics +11, Athletics +6, Deception +14, Perception 
+8 r Sleight of Hand +11 t Stealth +16 
Senses darkvision 120 ft n passive Perception 18 
Unguages Abyssal, Common, Draconic t Dwarvish, Elvish, 
Undercommon 
Chailenge 15 (13.000 XP) 


Special Equipment. Jarlaxle wears +3 feather armor, a Hat of 
dkguise, a bracer offlying daggers (see appendix A), a chak ofim 
visihility, a eye pateh (see appendix A), and a ring of truth 

teiling (see appendix A), He wields a +3 rapter and carries a por - 
tabie hoie and a wartd of i web, His hat is adorned with a feather 
of diotryrna summoning (see appendix A). 


Evosjon. ff he b subjected to an effert that aflows him to rnake 
a Dexterity saving throw to take only half damage, jarlaxle 
instead takes no damage if he succeeds on the saving throw, 
and only half damage Ef he faifs. He can't use this trait if heb 
incapadtated. 

Fey Ancestry* Jarlaxle has advantage on saving throws against 
being charmed, and magic can't put him to sleep. 





innate Spelicasting. Jarlaxle s annate spellcasting ability Es 
) Charisma (speII save DC 17, +9 to hit with spell attacks). He 
can innately cast the following spells, requiring no matenal 
components: 

At will: dancing Hghts 

1/day each: darkms$ t faeriefire, levitate (self only) 


Legendary Resistance {IfDay}. ff jarlaxle falis a saving throw, he 
can choose to succeed instead. 

Master Attuner, Jarlaxle can attune to up to five magic items, 
and he can attune to magic items that normally require attune- 
ment by a sorcerer, wartock, or wizard. 

Sneak Attack (1/Turn). Jarlaxle deals an extra 24 (7d6) damage 
when he hits a target with a weapon attack and has advantage 
on the attack roll, or when the target is wEthin 5 feet of an ally 
of]arlaxle f s that rsnT incapacitated and jarlaxle doesnT have 
disadvantage on the attack roll, 

Sutrie Defense. While Jarlaxle Es wearing light or no armor and 
wielding no shield, his AC includes his Charisma modifier. 

Sunlight Sensitivity* When nat wearing hrs knave^ eye pateh, 
Jarlaxle has disadvantage on attack rofls, as weli as on Wfsdom 
(Perception) checks that rely on sight. 

Actions _ 

Muftiattack* Jarlaxle makes three attacks with his +3 rapter or 
two attacks with daggers created by his bracer offlying daggers. 

+3 Rapter. Melee Weapon Attack: +14 to hit, reach 5 ft., one tar- 
get. Hit: 13 (IdS + 9) piercing damage. 

Ftying Dagger . Ranged Weapon Attack: +11 to hit. range 20/60 
ft., one target. Hit: S (ld4 + 6) piercing damage. 

Legenpary Actions _ 

Jarlaxle can take 3 legendary actions, choosing from the op- 
tions below, Only one legendary action option can be used at 
a time and only at the end of another creature*s tum. Jarlaxle 
regains spent legendary actions at the start of his turn. 

Quick Step. Jarlaxle moves up to his speed without provoking 
opportunity attacks. 

Attack (Costs 2 Actions). Jarlaxle makes one attack with his +3 
rapier or two attacks with daggers created by his bracer of 
fying daggers. 
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Laeral Silverhand 

A nani an ud Laeral Silverhand was born in the Vear of 
the Cowl (765 DR), the fifth of seven daughters of the 
goddess Mystra. Each of the Seven Sisters is a powerful 
and ageless beauty wixh a penchant for arcane magic. 

Long ago, Laeral ruled a kingdom called Stornanter 
and hdd the title of Witch-Queen of the North. After 
that, she led a band of adventurers called the Nine. She 
met and married Khelben Arunsun. who would later 
become the Blackstaff, the Lord Mage of Waterdeep. 
After Khelben died* * Laeral retired from public life. She 
resurfaced after the Spellplague and the Sundering, 
weakened by Mystras death, rebirth. and withdrawal 
from the world. 

Laeral s magic isn’t as great as it once was, though she 
does her ntmost to hide this fact. Only Eiminster, her 
trusted friend and advisor, knows the extent of her de¬ 
cline. Despite her diminished abilities, Laeral remains a 


Laeral Silverhand 

Medium humamid (human), chaotk good 


Armor Cias s 18 (robe of the archmagi) 


Hit Points 228 <24d8 + 120) 
Speed 30 ft. 



STR DEX CON 

INT WIS 

CHA 

13 {+!) 17 (+3) 20 (+5) 

20 (+5) 20 (+5) 

19 (+4) 


Saving Throws Int +11, Wis +11 

Sktlls Arcana +17 r History +17, lnsight+11, Perception +ll r 
Persaasion +1Q 
Damage Resistances fi re 
Damage immunities poison 
Condition Immunities potsoned 
Senses truesight 60 ft, passive Perception 21 
Languages Common, Draconic, Dwarvish, Elvish, Giant, 
fnfernal 

Challenge 17 (18,000 XP) 

Special Equipment. Laeral wears a white rofec ofthe archmagi 
(accounted for in her stalistics), She wields a fame tongue 
longsword, 

Magic Resistance. While wearing her robe of the archmagi, 
Laeral has advantage on saving throws against spells and other 
magical effects* 

Spelkcrsting* Laeral is a 19th-level spellcaster Her spellcasting 
ability is Intelligence (spell save DC 21. +13 to hit with spell at¬ 
tacks). Laeral has the following wizard spells prepared: 

Cantrips (at will): Hght P mage hand, minor illusioru prestidigtta- 
tion, ray offrost 

1 st level (at wiil): detect magic, dhguise s etf magic missile, shield 
2nd level (at will): detect thoughts, inmibility, misty st ep 
3rd level (3 slots); countenpell, JJy, sending, tongue s 
4th level (3 slots): banishment, greater mvkihility, Qtiluke^ resil¬ 
ient sphere 

Sth level (3 slots): cone ofcold, geas, tfary'* telepathic bond 
6th level (2 slots): globe ofmvulnerabiiity, mass suggestion 
7th level (1 slot): prismatic spray, teleport 
Sth level (1 s\ot):feebiemind, power word stun 
9th level (1 slot); time stop 


forniidable, clear-headed wizard with plcnty of magic at 
her disposal 

A few years ago t Dagult Neverember was ousted as 
Open Lord of Waterdeep, Laeral relucta ntly stepped 
into the vacancy at the request of the Masked Lords, 
and has served as Waterdeep's Open Lord ever since* 
lnitially overwhelmcd by the demands of the nobles and 
guildmasters, she has settted nicely into her new role. 
She uses her magic sparingly and relies on trusted ad- 
visors and deputies. As time a!lows t she likes io venture 
outside the Palace of Waterdeep in disguise, jusi to ciear 
her head or check up on old friends (and enemies). 

LaeraFs relationship with Vajra Safahr, the current 
Blackstaff, has its challenges. For one thing, Laeral 
is much olcler, much wiser, and much more powerful 
than Vajra, whom she views as an insecure chiId. Tn 
addition, Vajra wields the Blackstaff, which has Khelben 
ArunsuiLs soul and the souls of all the other Biackstaffs 
bound inside iL Laeral covets the staff, because it con- 


Actions __ 

Multiattack' laeral makes three attacks with her siiver hair and 
fame tongue, in any combination. She can cast one of her can¬ 
trips or Ist-level spells before or after makingthese attacks. 

Siiver Hair . Melee Weapon Attack: +11 to hit, reach 5 ftone 
target. Hit: 7 (2d6) force damage 1 and theta rget mu st succeed 
on a DC 19 Constitution saving throw or be paralyzed for 1 
minute. The target can repeat the saving throw at the end of 
each of its turns P ending the effect on itself on a success, 

Flame Tortgue, Melee Weapon Attack: +7 to hit, reach 5 ft, P one 
target. Hit: 5 (IdS + 1) slashing damage plus 7 (2d6) fire dam¬ 
age, or 6 (IdlG + 1) slashing damage plus 7 (2d6) fire damage 
when used with two hands. 

Spellfire (Recharges after a Long Rest), Magica!, heatless, siiver 
fire harmlessly erupts from Laeral and surrounds her untll she 
is incapacitated or until she uses an action to quench it. She 
gains one of the following benefit s of her choice, which lasts 
until the siiver fire ends; 

« She can breathe underwater, 

< She can survive without food and water. 

• She is immune to magic that would ascertaln her thoughts, 
truthfulness, alignment, or creature type. 

• She gains resistance to cold damage, and she is unharmed by 
temperatu res as low as -50 degrees Fahrenheit, 

While the siiver fire is present, she has the following additiona! 
action options: 

- Cast the cure wounds spell. The target regains ld8 + 5 hit 
points* After Laeral takes this action, roJI a d6, On a roll of L 
the siiver fire disappears. 

* Cast the revivify spell without material components, After 
Laeral takes this action, roll a d6. On a roll of 1-2, the siiver 
fire disappears, 

* Release a 60-foot line of siiver fire that is 5 feet wide or a 30- 
foot cone of siiver fire. Objects in the area that arerft being 
worn or carried take 26 (4dl2) fire damage. Each creature in 
the area mu st sueceed on a DC 21 Dexterity saving throw, 
taking 26 (4dl2) fire damage on a failed save, or half as much 
damage on a successful one. After Laeral takes this action, 
roll a d6, On a roll of 1-3, the siiver fire disappears. 
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tains ali thafs left of her husband, Mot surprisingly, the 
two mages avoicl each other as much as possible. 

In times of great need, Laeral can command Vajra 
to unleash Force Grey, Until that order is given, Force 
Grey isn*t allowed to conduct operations in Waterdeep, 
though LaeraLs spies teli her that Vajra has secretly 
activated members of the eJite order and sent them on a 
number of unauthorized missioos, Laeral is reluctant to 
confront Vajra on the matten and rationalizes her inac- 
tion by framing it as a test of Vajra ? s competence. 
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Referred to in this adventure simply as “Manshoon;* this 
clone of the anclent archwizard infiltrated Waterdeep 
years ago and has been hiding out in Kolat Towers ever 
sinee, in the city T s Southern Ward. 

The original Manshoon was one of the founders of the 
Zhentarim, Evii to the core, he made enemies all across 
Faerun, including other powerful spellcasters such as 
Khelben Arunsun and Elminster. Fearing that he might 
be destroyed by his foes T Manshoon magieally crafted 
severa! dones—but a mishap caused all of them to be 
awakened at once, whereupon they tried to destroy one 
another in a series of conflicts that came to be known as 
the Manshoon Wars, 

Now the original Manshoon is dead f and it ! s widely be- 
lieved that all his dones were destroyed as well. In fact, 
at least three are stili a live, The one presently in Water¬ 
deep escaped death by hiding out in Undermountain T 
where he eventually ran afoul of Halaster Blackcloak. 
After a brief spell duel, Halaster captured Manshoon 
and amputated his left arm at the elbow for reasons un- 
known. Manshoon escaped imprisonment and flcd Un- 
dermountain, taking refuge in the City above, Attempts 
to magieally regenerate his severed limb failed, forcing 
him to craft an artificial arm and hand for himself 
Manshoon took contrai of Kolat Towers, a crumbling 
residence in the Southern Ward that was abandoned 
years ago by the two wizards who built it The edifice is 
surrounded by a maglcal barrier that has the properties 
of a wall of force. Manshoon rareiv leaves the towers 
and uses a teleportation circle when he must do so, and 
thus is never seen entering or leaving. 

Manshoon aims to rule Waterdeep and replace the 
City Watch with Black NetWork mercenaries that are 
loyal to him alone. By bribing and htackmailing the 
Masked Lords, be hopes to oust Laeral Silverhand as 
Open Lord and take her place, kill the Blackstaff reduce 
the Masked Lords to mere vassals, and declare himself 
the Wizard-King of Waterdeep* Once the city is hrmly in 
his clutches, Manshoon will then turn his attention to- 
ward Undermountain, destroy Halaster once and for all, 
and claim the dungeorfs riches* 

Manshoon Simulacrum 

Manshoon uses the simulacrum spell to create a magi- 
cal duplicate of himself as needed. He has customized 
the spell to increase his simulacrum^ hit points at the 
expense of its spellcasting ability* 

Manshoon can have only one simulacrum at any given 
ttme, and he uses it as a subordinate to command his 
Zhentarim minions in the fiekb If his simulacrum is de¬ 
stroyed, Manshoon creates another, Each simulacrum 
has the statisties of Manshoon, with these changes: 

• The simulacrum has no special equipmenL Conse- 
quently, it has AC 12 and lacks the Magic Resistance 
trait and the Staffof Power action optiom 

* It loses all spell slots of 6th leve! and higher, 

- It has a challenge rating of 8 (3,900 XP). 





Manshoon 

Medium humanoid (humem), tawful evil 


Martial Arts Adept 

Martial arts adepts are disciplined monks who have ex¬ 
tensive training in handda-hand combat. Some protecl 
momasteries; others trave! the world seeking enlighteiv 


A Flviisg Snake a? 

THE Zh£ NTAR t M 


Armor Class 19 (robe of the archmagi , staff of power) 
Hit Points 126 (23dS + 23) 

Speed 30 ft. 


ment or new forms of combat to masten A few become 
bodyguards, trading their combat prowess and loyalty 
for food and lodging. 


STR DiX CON INT WJS CHA 

10 (+0) 14 (+2) 12 (+1) 23 {+6) 15 (+2) 16 (+3) 


Saving Throws Str +2 P Dex +4, Con +3, Int +13, Wis +9, Cha +5 
Skills Arcana +11, History +11 
Senses dark vision 60 ft.. passive Perception 12 
Languages Common, Draconic, Goblin, Infernaf Ore, 
Undercommon 
Chalfenge 13 (10,000 XP) 

Speciaf Equipment. Manshoon wears a black robe of the arch - 
magi and wields a staff of power (both accounted for in his 
statisties}. Roll 2dl0 to determirte how many charges the stafF 
has remaining. 

Magic Resistartce. While wearing his robe ofthe archmagi r Man¬ 
shoon has advantage on saving throws against spells and other 
magica! effects. 

Speltcasting. Manshoon is an IBth-level speSIcaster. His spdl- 
casting ability is IntelJtgence (spell save DC 21. +15 to hit with 
spell attacks). He has the following wizard spells prepared: 

Cantrips (at bolt, Hght, mage hand, prestidigitathn, 

shocking grasp 

lst level (4 siots): detect magic , mage armor r magic mis¬ 
sile, shield 

2nd level (3 siots): detect thoughts, minor image, mlstystep 
3rd leve E (3 siots): counterspell, llghtning bolt, sertding 
4th level (3 sfots): Jire shield, greater inmibility, polymorph 
5th level (3 siots): Bigby*$ hand, scrytng, i vall offorce 
Sth level (1 slot):/Jesh to stone t globe ofmvulnerability 
7th level (1 slot y.fingerofdeath, simulacrum 
Sth leveE (1 slot ):feeblem'md, mind blank 
9th leve! (1 slot): imprhonment, powerword kilt 

Actions _ 

Metal Fizt. Melee Weapon Attack: +6 to hit, reach 5 ft., one tar- 
get. Hit : 4 (ld4 + 2) bludgeoning damage, 

Staff qfPoiver. Melee Weapon Attack: +7 to hit, reach 5 ft, r one 
target, Hit; 5 (ld6 + 2) bludgeoning damage, or 6 (IdS + 2) 
bludgeoning damage when used with two hands. Manshoon 
can expend 1 of the staff’s charges to dea! an extra 3 (ld6) 
foree damage on a hit. 


Martial Arts Adept 

Medium humanoid (any race)> any alignment 


Armor Class 16 

Hit Points 60 (11 dS + 11) 

Speed 40 ft 


STR DEX CON INT WIS CHA 

11 (+0) 17 (+3) 13 (+1) 11 (+0) 16 (+3) 10 (+0) 


Skills Acrobatics +5, Insight +5, Steaith +5 
Serrses passive Perception 13 
Languages any one language (usuali/ Common) 
Challenge 3 (700 XP) 


Unarmored Defense. While the adept is wearing no armor and 
wielding no shield, its AC includes its Wisdom modifier. 

Actions _ _ __ 

Midt/attack, The adept makes three unarmed strikes orthree 
dart attacks, 

Unarmed Strike. Melee Weapon Attack: +5 to hlt f reach 5 ft, 
one target Hit: 7 (IdS + 3) bludgeoning damage. If the target 
Is a creature, the adept can choose one of the following addi- 
tionai effects: 

* The target must succeed on a DC 13 Strength saving throw or 
drop one item it is Holding (adept r s choice), 

* The target must succeed on a DC 13 Dexterity saving throw 
or be knocked prone. 

* The target must succeed on a DC 13 Constitution saving 
throw or be stunned until the end of the adept f s next turn. 

Dart Ranged Weapon Attack: +5 to hit, range 20/60 ft,, one tar¬ 
get. Hit: 5 (ld4 + 3) piercing damage, 

Reachons _ _ _ 

Defiect Missile. In response to being hit by a ranged weapon 
attack. the adept deflects the missile, The damage it takes from 
the attack is reduced by ldlO + 3, If the damage is reduced to 
the adept catches the missile if it's small enough to hold in one 
hand and the adept has a hand free. 
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Meloon Wardragon 

Meloon is a handsome, formidable warrior in his prime, 
who serves the goddess Tymora and loves a good fight 
His friends—among them Renaer Neverember and 
Vajra Safahr- describe him as honest, optimistic, and 
extraordinarily lucky. UntiI recently, he was a member 
of Force Grey and reported directiy to the Blackstaff. In 
recent months, Meloon has spcnt rrtuch of his time at the 
Yawning Portal. 

Three months ago, out of boredom. Meloon accompa- 
nied a fiedgling band of adventurers on an expedition to 
Undermonntain. There, his luck ran out. While resting 
in the dungeon, the adventuring party was attacked by 
monsters unleasbed by Xanathar—including a number 
of intelleet devourers, One of the ereatures succeeded in 
magieally devotiring and replacing Meloons brain, turn- 
ing the Champion of Tymora into a puppet. After linish- 
ing off his unsuspecting companions, Meloon returned 
to Waterdeep as a Xanathar Guild spy, 

The intelleet devuurer that inhabits Meloons skull was 
bred by Nihiloor, a mind flayer in XanathaFs employ* It 
knows everything Meloon knew. and Meloon behaves 
much as he did before his descent into Undermonntain, 
He hangs out at the Yawning Portal. tries to bond with 
advent u rers. and offers a helping hand whenever doing 
so feeis appropriate, The intelleet devourers primary 
goals are to steer ad ventu rers away from Undermoun- 
tain and gei them to undertake quests that further 
the aims of Xanathar, Such quests usually involve the 
eradication of Xanathar T s enemies, and Meloon is ali too 
eager to fight alongside those who fall for his ruse. 


Meloon Wardragon 

Medium humanoid (humem), neutrat evil 

Armor Class 18 {piate} 

Hit pQints 143 (22d8 + 44) 

Speed 30 ft. 


STR 

20 (45} 


DEX 

15 (+2) 


CON 

14 (42) 


INT 

10 (40) 


WIS 

14 ( + 2) 


CHA 

15 (42) 


Savmg Throws Str 49 , Con 46 
Skills Athletics 49, Survival 46 
Senses darkvision 60 ft., passive Perception 12 
Langtiages Common, Deep Speech, telepathy 60 ft 
Challenge 9 (5,000 XP) 


Special EquipmenL Meloon widds Azuredge (see appendix A) 
but can't attune to it, and thus gairis none of its benefrts. 

indamitable (2/Day)* Meloon can reroll a saving throw that he 
fails. He rnust use the new roll. 

Seeond Wind (Recharges after a Short or Long Rest), As a bo¬ 
nus action, Meloon can regain 20 hit points, 

ACTiONS 

Multiattack. Meloon makes four attacks with Azuredge. 

Azuredge. Mefee Attack: 49 to hit, reach 5 ft. t one target Hit: 11 
(1 di2 + 5) slashing damage. 


Adjusted Game Statistics 

If Meloon is killed and raised from the dead, his true 
self is restored and his statistics change as follows: 

* Meloon is neutral good. 

* He loses his telepathy, and his ability to speak and un- 
derstand Deep Speech, 

* He can altune to Azuredge (see appendix A). 


Mirt 

Once known as Mirt the Mereiless and the Old Wolf, 
Mirt made a fortune and earved out a reputation as an 
adventurer and philanderer. Today, an older and wiser 
Mirt serves as one of the Masked Lords, a Harper. and 
a close advisor to Laeral Silverhand. The years have not 
worn him down T and though he has grown soft in the 
flesh, he remains deceptively strong, vigorous. and ciear 
of mind, M irt has survived the passing of centuries by 
means of magic, and of ali the Masked Lords, he is the 
least concerned with concealing his identity. 

Despite his prodigious girth, Mirt can move with good 
speed when he rnust, and he hasn’t let his adventuring 
skills withen His wife. Asper, passed away several years 
ago, and his rambling mansion has seen better days, 
Mirt spends his days embroiled in politias and whiles 
away his nights in drink and debauchery. 
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Nar’lXibrindas 


Treasure 

Mirt has access io magic items of ali kinds, but keeps 
only a few on his person, He can equip himseif with 
other magic items as the need arises. 

Ia addition to his other magical gear, Mirt owns a 
Lord’s ertsemble (see appendix A)* He dons the ensem- 
bb only when meeting with other Masked Lords in an 
offici a 1 capacity. 


Mirt 

Medium bumanoid (human) r chaotscgood 

Armor Class 16 {bracen ofdefeme) 


Hit Points 153 (18d8 + 72) 


Speed 30 ft. 


STR DEX CON INT 

WIS CHA 

18 (+4) 18 (+4) 18 (+4) 15 (+2) 

12 (+1} 15 (+2) 


Saving Throws De* +8, Wis +5 

Sktlls Acrobatks +8, Athletics +8, Perceptton +5, Persuaston 
+6, SteaSth +8 

Senses passive Perception IS 
Lariguages Commori Dwarvish 
Chaflenge 9 (5,000 XP) 

Speciat Equipment. Mirt wears bracers of defense and a ring of 
regeneration. He wtdds a +7 longsword and a +7 dagger. 

Brute , A melee weapon deals orte extra die of its damage when 
Mirt hits with it (included in the attacks below), 

Evasiort* If he is subjected to an effect that altaws him to 
make a Dexterity saving throw to take oniy half damage, Mirt 
instead takes no damage if he sutceeds on the saving throw, 
and only half damage if he faits. He canT use this trait if he f s 
incapacitated. 

Sneak Attack (1/Turn). Mirt deals an extra 14 (4d6) damage 
when he hits a target with a weapon attack and has advantage 
on the attack rolf or when the target is withEn 5 feet of an ally of 
Mirfs that isn't incapacitated and Mirt doesn 1 * have disadvan- 
tage on the attack roll. 

Actions________ 

Mutti attack. Mirt makes three attacks; two with his +7 iong* 
sword and one with his +7 dagger. 

+1 Longsword* Meke Weapon Attack: +9 to hit, reach 5 fh, one 
target. Hit; 14 (2dS + 5) slashing damage, or 16 (2dT0 + 5) 
stashing damage when used with two hands. 

+7 Dagger. Meiee or Ranged Weapon Attack: +9 to hit, reach 
5 ft. or range 20/60 ft., one target. Hit: 10 (2d4 + 5) piercing 
damage when used as a melee weapon, or 7 (ld4 + 5) piercing 
damage when used as a ranged weapon. 

Reactions___ 

Parry Mirt adds 2 to his AC against one melee attack that 
would hit him, To do so t Mirt must see the attacker and be 
wielding a melee weapon. 


Xanathar's advisor is a nervous and conniving male 
drow named Nar i Xibrindas. NarTs house was wiped 
out long ago, but he and his dder brother Soluun sur- 
vived and joined Bregan D'aerthe. A year ago, Nari was 
given the difficnlt task of infiltrating the Xanathar Guild 
and getting as close to the beholder as possible. Not only 
did he succeed, but in the course of gaining Xanathar T s 
trust, he managed to convince the beholder to eliminate 
its other advisors. The beholder s paranoia will even- 
tually cause Xanathar to question the drow’s loyalty, 
though, and Nari has beeomeincreasingly worried 
about his future. If forced to decide between himseif and 
Bregan D r aerthe, hell choose the former and betray his 
drow allies to save his own skin, 

Xanathar is aware that something is off with Nari, 
and recently assigned him a greli bodyguard. The grell 
has instructions to dispose of Nari at the first sign of 
disloyalty. 

Game Statistics 

Nari Xibrindas is a drow mage. He prepares and casts 
the sending spell whenever he needs to communicate 
with his brother. In addition to his other gear T Nari 
carnes a vial containing three doses of eyescratch, a 
contact poison. A creature that comes into contacf with 
the poison must succeed on a DC 14 Constitution saving 
throw or be poisoned for 1 hour and blinded while poi™ 
soned in this way A lesser restoration spell or similar 
magic ends the effect. 



















Nihiloor 


Nimblewright 



Nihiloor 


The ilbthid Nihiloor works for Xanathar, spending its 
days creati ng intelleet devourers and setting them loose 
in the sewers of Waterdeep. Each intelleet devourer at¬ 
tacks rhe first humanoid it encounters, using its victi m 
as a puppet to spy on the city and relay Information back 
to Nihiloor Occasionally, an intelleet devourer is in- 
structed to seek out a particular kind of target. such as a 
member of the City Guard or the City VVatch. Somelimes 
its instructioris will include orders to capture specific 
Waterdavians and bring them to Skullport where they 
can bc onslaved or ransomed. 

Nihiloor has an alien mind, and it considers itsdf 
Xanathars cquaL It has no interest in supplanting the 
beholder, however, preferring to operate in the shadows 
and ptirsue its own feli schemes. 


Gam e Stati stics 

Nihiloor is a mind fiayer. 


A nimblewright is a magical construet created to serve 
as a guard or assassin. Composed predominantly of 
Hghtweight wood and powered by magic, it can pass for 
humanoid while wearing clothing. Same nimblewrights 
wear pia in clothi ng, while olhers are elad in fiashier 
attire. A nimblewright is emotionless, its face frozen in 
whatever expressiori was given to it by its creator. 

DuelisL A nimblewright moves like a dancer and 
fights Hke a sw&shbuckler, using dodges and parries to 
avoid damage while deftly skewering its foes* 

Constructed Nature* A nimblewright doesn’t require 
air, food, drink, or sieep, Damage it takes can be re- 
paired with mending spei Is, but a nimblewright reduced 
to 0 hit points is permanently destroyed, 


Nimblewright 

Medium construet, unaligned 


Armor Class IS (natural armor) 
Hit Points 45 (SdS + IS) 

Speed 60 ft. 


STR DEX CON INT WIS CHA 

12 (+1) 18 (+4) 17 (+3) 8 (-1) 10 (+0) 6 (-2) 

Saving Throws Dex +6 

Skills Acrobatios +S, Perception +2 

Damage Resistances bludgeontng, piercing, and slashing from 
nonmagical attacks 

Coirdition Immunities exhaustion, frightened, petrified, 
poisoned 

Senses darkvision 60 ft,, passive Perception 12 
Languages understands one language known to its creator but 
can't speak 
Challenge 4 {1,100 XP) 


Magic Resistance. The nimblewright has advantage on saving 
throws against spells and other magical effects. 

Magic Weapons , The nimbJewright’s weapon attacks 
are magical. 

Repairahte. As long as it has at least 1 hit point remaining, 
the nimblewright regains 1 hit point when a mending spell is 
cast on it 

Sare-Footed . The nimblewright has advantage on Strength 
and Dexterity saving throws made against effects that would 
knock it prone. 

Actionis 

Muitiattack. The nimblewright makes three attacks: two with 
its rapier and one with its dagger. 

Rapter. Melee Weapon Attack: 4-6 to hit, reach 5 ft, one target. 
Hit:& (ldS + 4) piercing damage. 

Oogger, Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or 
range 20/60 ft,, one target, Hit: 6 (ld4 + 4) piercing damage, 

Reactions 

Party. The nimblewright adds 2 to its AC against one melee at¬ 
tack that would hit it. To do so, the nimblewright must see the 
attacker and be wielding a melee weapon. 
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Noska is a ruthless enforcer in the Xanathar Guiid, A 
green slime in Undermountain dissolved his Icft hand 
and forearm, and the lost appendage has been replaced 
with a heavy crossbow that attaches to the stump. 

Game Statistics 

Noska Ur’gray is a shieid dwarf thug, with 

these changes: 

* Noska is neutra! evil 

* He has these racial traits: His walkiog speed is 25 
feet. He has advantage on saving throws against poi- 
son and resistance to poison damage. He has dark- 
vision out to a range of 60 feet He speaks Common 
and Dwarvish. 

* He has disadvantage on Strength checks made to 
climb. duc to his disability. 

Orond Gralhund 

The Gralhunds are nobles who trade in arms and 
mercenaries, and who se family motto is “We see bolh 
sides,” Orond is the patriareh, but he f s nol a quick-think- 
ing or cultured sort—and deep down t he knows it. He 
leaves most of the plotting and socializing to his wife. 
Yalah, to whom he is devoted, 

When several of the Masked Lords were assassinated 
in quick succession some years ago, Lord Gralhund had 
expected his wife to fili one of the vacaneies. That never 
happened, though, despite many promises and brtbes. 


After she was passed over, Orond became insanely an- 
gry f and he has remained that way ever sinee. 

Less than a year ago. the Gralhunds were approached 
by agents of the Zhentarim loyal to Manshoon, and the 
nobles formed an alliance with them, House Gralhund 
gives the Zhents coin and allows them to use the fami- 
ly’s noble villa as a refuge. Io exchange, the house reaps 
all the benehts that the Black Network offers, induding 
intelligence that its spies have gathered. So while the 
Zhents use House Gralhund as a shieid, the Gralhunds 
are using the Zhents io ascertain the identities and 
weaknesses of the Masked Lords. 

Orond doesn’t fully grasp how eotwined the Black 
NetWork and his family have become it is now next to 
impossiblc to separate one from the other, Its no secret 
in Waterdeep that the Black NetWork has firmly rooted 
itself in House Gralhund. But whafs not generally 
known is that the Zhents in House Gralhund are agents 
of Manshoon. Neither Orond nor any other member of 
his family knows about the wizards clone. As far as 
Orond and his wife are concerned. the local leaders 
of the Black NetWork (with Urstul Floxin chief among 
them) reside with them in the family villa. 

Orond is a short, stocky man who dresses well and is 
easy on the eyes. When he opens his mouth, his boorish 
nature, indated sense of selfdmportance, fragile ego, 
and despicable opinions about “the common rabble” 
come to the fore, and his charm quiekly dissipates. 

When not in his wife’s company, he is prone to excessive 
boasting and temper tantrunis, When he must speak 
to strangers, he keeps his half-orc bodyguard Hrabbaz 
close by, for fear that others might attack and rob him at 










Ott Steeltoes 



any moment. While in YalalYs presence, Orond becomes 
an altogether different person: quiet, almosl timid, and 
happy to let his wife have the spotlight. 

Orond relies on Yalah to manage the Zhentarim. He 
spends his days watching mercenaries train, paying 
bilis, and ranting about the eost of doing Business in the 
city. Although he is human, Orond was born with a tief- 
Hng^s tail. The tail was amputated when he was a young 
boy, but the scar on his backside remains, 

Game Statistics 

Orond Gralhuod is a Tethyrian human noble, with 
these changes; 

• Orond is neutral evil. 

• He has an Intel ligence of 9 (-1), 

- Never one to bother learning other languages* he 
speaks only Common. 

OSVALDO CASSALANTER 


Ammalia and Victoro Cassalanter traded the soni of 
their eldest child for power. Stripped of his htimanity, 
Osvaldo was chamed up in Cassalanter Vitia and slowly 
transformed into a devii (and an insane one at that). 
Now a creature of pure evil and hate, he has no hope of 
regaining what was taken from him, 

Game Statistics 

Osvaldo is a chain devii. 


Specta! Equipment * Remaflia has afigurine ofwondrous power 
(silver ravert). 

Fey Ancestry. Remallia has advantage on saving throws against 
being charmed, and magic carft put her to sleep. 

Spellcasting. Remallia is a 1 3th-level spellcaster, Her spelleast- 
irrg ability is Irtelligence (spell save DC 16 P +8 to hit with speiI 
attacks). She has the following wizard spells prepared: 

Cantrips (at wifl): dancing light s f mage hand „ mending, message , 
ray offrost 

Tst level (4 slots): aiarm* mage armor * magic missile^ shield* 
2nd level (3 slots): arcane lock * mmibility 
3rd leve] (3 slots): counterspeli* dispe! magtc*firebail 
4th level (3 slots): banishment* s toneskin* 

5th level (2 slots): cone ofcold, wall offorce 

6th level (1 slot):J7es^J tostone, globe ofinvulnerability* 

7th levet (1 slot): Symbol* teleport 
*Abjuration spell of 1 st level or higher 

Arcane Ward. Rematlia has a magical ward that has 30 hit 
points. Wheh e ver she takes damage, the ward takes the dam- 
age instead. \f the ward Is reduced to 0 hit points, Rematlia 
takes any remaining damage. When Rematlia casts an abjura¬ 
bor spell of T st level or higher, the ward regains a number of 
hit points equal to twice the level of the spell. 

Actions 

^ogger. Mefee Weapon Attack: +6 to hit, reach S ft or range 
20/60 ft, one target Hit: 4 (ld4 + 2) piercing damage. 


Ott Steeltoes 


The dwarf Ott Steeltoes has the nerve-wracking task of 
tending to Xanathar f s pet fish* Sylgar. In his spare time, 
he worships Zuggtmoy, the demon queen of fungi t and 
cultivates mushrooms, spores, and molds. He wears a 
leather skullcap stitched with fake beholder eyestalks. 


Game Statistics 

Ott is a shield dwarf cultist, with these changes: 

* Ott is chaotic evil 

* He has these racial traits: His walking speed is 25 
feet. He has advantage on saving throws against poi- 
son and resistance to poison damage. He has dark- 
vision out to a range of 60 feet, He speaks Common 
and Dwarvlsh. 

* He has an Intelligence of 6 (-2) and Religion +0, 


Remallia Haventree 

Medium humanoid (elf), chaotic good 


Armor Class 12 (IS with mage armor ) 
Hit Points 66 (12dS + 12) 

Speed 30 ft. 


STR DEX CON JNT WIS CHA 

10 (+0) 14 (+2) 13 (+1) IS (+4) 15 (+2) 17 (+3) 


Saving Throws Int +8, Wis +6 

Skills Arcana +8, Deception +7, History +8, PersuasEon +7 
Senses darkvision 60 ft., passive Perception 12 
Languages Common, Draconic, Dwarvish, Elvish, Halfllng 
Challenge 9 (5,000 XP) 
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Remallia Haventree 

Remallia (Remi to her friends) is the lady of House 
Ulbrinter and a guiding light for the Harpers in Water- 
deep. She became an active force for gaod in the City 
aftcr assassins killed her husband, Arthagast Ulbrinter. 
and destroyed his remains, A sun elf, she has two adult 
children (a half-elf son named Arthius, who is studying 
rmisic in Silverymoon, and a halLelf daughter named 
Serenore, who lives on the Moonshae island of Alaron 
with her husband and daughter). Lady Haventree retains 
a handful of loyaJ servants and spies. 

Remi holds secret Harper meetings in her vilia, whieh 
is warded by ali manner of spells. She uses a silver 
raven figurine of wondrous power to dcliver messages to 
Harper spies scattered throughout the city* 

RE NAER NEVER EMBER _ 

Renaer is the estranged son of Dagnlt Neverember, the 
former Open Lord of Waterdeep and the current Lord 
of Neverwinter* Father and son detest one another, and 
Renaer is least happy when he finds himself forced to 
deal with some mess his father left behind, Qualities 
that both share include striking good looks, a love of 
drink T and a flair for diplomacy. What Renaer lacks is 
his father s belligerenee. ili temper, and bad judgment. 

Renaer lives off a sizable inheritance left to him by 
his mother Approaching middle age, hc has given up 
adventuring and settled down somewhat. As a Harper, 
he spends a lot of time defendi ng Waterdavians against 
those who, like his father, would deprive them of their 
coin and rights, He owns Neverember House, a four- 
story residencc in the Sea Ward. Renaer spends as little 
time there as possibie. however, since its eonstantly un* 
der surveillance by spies Ioyal to his father. His friends 
have an open invitation to use the house as they please. 
while Renaer spends most of his free time in taverns 
and festhalis. 

Some belteve that Renaer's estrangement from his 
father is nothing but an act, and that anyone who bears 
the Neverember name is an enemy of Waterdeep, 
Renaer jus£ shakes his head atsuch accusations and 
gets on with his life. He has many powerful friends to 
watch his back. 

Game Stati stic s 

Renaer Neverember is an Illuskan human who has 
the statisties of a swashbuckler (see page 216), with 
these changes: 

• Renaer is chaotic good. 

• He speaks Common. 





Saeth Cromley 


Saeth Cromley is a retired sergeant of the City Watch, a 
likable fellow with a sharp, sarcastic wit He occasiom 
ally comes out of retirement at the request of Barnibus 
Blastwind, and he assists the mage in investigating 
unusual crinies in the city. Cromley helps Barnibus 
relate to the common folk, and he is good at coaxing 
Information out of them. Though Cromley was once a 
striet proponent of Watch regulations and dress codes, 
he has grown a bit lax in both matters now that he's offi- 
cially retired, 

Game Statistics 

Saeth Cromley is an Illuskan human veteran* with 
these changes: 

* Saeth is lawful good, 

* He has a Charisma of 14 and Intimidation +4. 

* He speaks Common* 
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SWASHBUCKLER 


Thorvin 

TwlMBEARO 


Swashbucklers are charming ne’er-do-wells who live 
by iheir own codes of honor, They crave notoriety, often 
indulge in romantic trysts, and eke out livings as pirates 
and corsairs, rarely staying in one place for too long, 

Thorvin Twinbeard 

Thorvin serves as Xanathar’s chief engineer and 
trapsmith. He also serves the Harpers as a paid infor¬ 
mant. keeping that faction apprised of XanathaFs pians 
as well as he can. Thorvin uses the ruse of maintenance 
inspections to cover up secret meetings he holds with 
Harper spies in Skullport and elsewhere. 

Thorvin wears iron-rimmed spectacles and carries a 
large T heavy wrench that doubles as a ciub. He also car¬ 
ries mason's tooIs T smi£h’s tools, and thieves’ too!s f and 
has proficiency with ali three. 

Game Stati Stic s 

Thorvin is a shidd dwarf commoner, with 
these changes: 

* Thorvin is lawful neutral* 

* He has these racial traits: His walking speed is 25 
feet. He has advantage on saving throws against poi- 
son and resistance to poison da mage* He has dark- 
vision out to a range of 60 feet, He speaks Common 
and Dwarvish* 

* He has an Intelligence of 16 (+3)* 


SWASHBUCKLER 

Medium humanoid (any roce) f any non-hwful atignment 

Armor Class 17 (leather armor) 

Hit Posnts 66 (12d8 + 12) 

Speed 30 ft 


STR DEX CON INT WIS CHA 

12 (+1) IS (+4) 12 (+1) 14 (+2) 11 (+0) 15 (+2) 


Skiils Aerobatics +8 r Athletics +5, Persuasion +6 
Senses passive Perception 10 
Languages any one language (usually Common) 
Challenge 3 (700 XP) 


Lightfooted* The swashbuckler can take the Dash or Disengage 
action as a bonus action on each of iis turns. 

Suave Defense. While the swashbuckler is wearing light or 
no armor and wielding no shield, Fts AC includes its Cha¬ 
risma modifier, 

Action s 

Muftiattack , The swashbuckler makes three attacks: one with a 
dagger and two with its rapier. 

Dagger, Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft, or 
range 20/60 ft, one target. Hit: 6 (1d4 + 4) piercing damage. 

Rapter. Melee Weapon Attack: +6 to hit, reach 5 ft,, one target. 
Hit: 8 (1d8 -i- 4) piercing damage. 



Urstul Floxin 

Urstul Floxin w^orks for Manshoon, and he is the high- 
est-ranking member of the Zhentarim squad stationed 
at House Gralhund. Urstul is a glorified thug with ali 
the charm and breeding of a snake, but the Gralhunds 
tolerate him because he feeds them useful Information 
culled from his spies throughout the dty Urstul takes 
his orders from Manshoons current simulacrum, which 
comes and goes from House Gralhund by way of a tele- 
portation circle (connected to the circle in Kolat Towers). 

Urstul is a large, heavyset man in his forties* He 
storms about House Gralhund like he owns the place* 

He has a collection of black fiying snakes that he uses 
as couriers to deliver messages to underlings through¬ 
out the City* 

Game Statistigs 

Urstul Floxin is an Illuskan human assassin. with 
these ehanges: 

* Urstul is lawful eviL 

* He speaks Common and Qrc and knows thieves 1 eant, 

Vajra Safahr 

Vajra is a eapable wizard in her mid-thirties T the young- 
est person ever to hold the position of Blackstaff. As the 
High Wizard of Waterdeep. she is charged with using ali 
the magic and resources at her disposal to defend the 
City against threats, She was handpicked for the job by 
Khelben Arunsun* and wields the Blackstaff from which 
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Khelben derived his name and the title of the office. 

Vajra isn*t the city f s most powerful wizard. but she can 
hokl her own. Despite her many gifts, she stili ques- 
tions her ability to meet the demands of her role, and 
she rarely makes a decision without first soliciting the 
advice of the Blackstaff\ which contains Khelben Arun- 
suns spirit as well as thespiritsof all the other Black- 
staffs who preeeded hen She also gets intelligence from 
many other sources, both through her own network of 
spies and from Harper agents. 

Vajra runs Blackstaff Academy, a school for mages, 
out of Blackstaff Tower in the Castle Ward. She is also 
in charge of Force Grey, an order of highly skilled adven- 
turers who are called npon to defend the city in times 
of need. Vajra is always looking for new adventurers to 


Vajra Safahr 

Medium humanoid (human), lawful neutrai 


Armor Class 14 (Blackstaff; 17 with mage armor) 
Hit Points 126 (23dS + 23) 

Speed 30 ft. 


STR DEX CON INT WIS CHA 

10 (4-0) 14 (+2) 12 (+1) 20 (+5) 11 (+0} 16 (+3) 

Savmg Throws Str +2 t Dex +4 f Con +3, Int +12, Wts +7, Cha +5 
Skills Arcana +10, History+TO 
Senses passive Perception 10 

Larcguages Common, Dwarvish. Elvish, Giant, Halfling, 
Undercommon 
Challenge 13 (10,000 XP) 

Special Equipment. Vajra wields the Blackstaff (see appendix 
A), accoLinted for m her statistics. RoM 2dl0 to determine how 
many chargesthe staffhas remalning. 

Magic Resistance. Vajra has advarstage on saving throws 
against spdls and other magicat efFects. 

Spd/castmg* Vajra is an 18th-level spellcaster. Her spellcastlng 
ability is Intelligence (spetl save OC 18 r +12 to hit with spell at- 
taoks). She has the following wirard spdls prepared: 

Cantrips (at wifl); fire bolt t light , mage hand, message, pres- 
tldigitation 

Ist level (4 slots): detect magic , identify, mage armor , 
ihvmderwave 

2nd level (3 slots}: inmibility, misty web 

3rd level (3 slots): counter$pell,fJy t sendfag 

4th level (3 slots): bamshmeat t ffre shield , stomskin 

Sth level (3 slots): Bigby*s hand, geas, telekinesis 

6th level (1 slot): chaln lightriing, globe of iiwulnerability 

7th fevel (1 slot ):forcecage, prismatie spray 

Sth tevel (1 slot): antimagicfield, power wordstun 

9th level (1 slot}: Imprhonmmt 

Actions_____ 

Blackstaff. Metet Weapon Attack: +7 to hit, reach S ft. p one 
target, Hit: 5 (ld6 + 2) bludgeoning damage, or 6 (IdS + 2) 
bliidgeoning damage when used with two hands. Vajra can 
expend 1 ofthe staffs tharges to deal an extra 3 (ld6) force 
damage on a hit. 


fili the ranks of Force Grey, and she is particularly inter- 
ested in those who can bring unique skills, abilifies, or 
spehs to the mix. 

Several of the older and more seasoned wizards in 
Waterdecp consider Vajra an upstart, but they are smart 
enough not to challenge her. Qnly the Gpen Lord, cur- 
rently Laeral Silverhand. can strip Vajra of her title. 




Vajra Safahr. the Blackstaff 
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Victoro Cassalanter 


The lord of House Cassalanter is a devilishly handsome 
half-elf who likes eoin and power. He and his wife 
gained both by cuttlng a dea! with Asmodeus—which in- 
volved trading away the souls of their three children. 


Victoro Cassalanter 

Medium humanoid (half-elf), lawful evll 


Armor Class 15 (glamoured studded leather ; ring of protectiori) 

Hit Points 97 (15dS + 
Speed 30 ft. 

30) 



STR DEX 

CON 

INT WIS 

CHA 

13 (+1) 13 (+1) 

14 (+2) 

16 (+3) 17 (+3) 

18 (+4) 


Saving Throws Con +6, WEs +7 

Skills History+7, Insight +7, Persuasion + 8, Rellgion +7 

Damage Jmmunities poison 

Condition Immunities poisoned 

Senses darkvision 60 ft., passive Perception 13 

Languages Commori, Draconic, Elvtsh, (nfemal 

ChallengelO (5,900 XP) 


Speciaf Equipment. Victoro wears a ring ofprotection and gfam- 
oured studded leather disguised to bok like fine clothing. He 
carries a rod of ruiership shaped fike a ruby-tipped cane. 

Fey Ancestry* Victoro has advantage on saving throws against 
belng charmed, and magic can’t put hirri to sfeep. 

Spelfcasting * Victoro is a ISth-level spellcaster. His spellcasting 
abiiity is Wisdom (speII save DC 15, +7 to hit with spei E attacks). 
Victoro has the foElowmg cleric spells prepared: 


Canfcrips (at wEII): guidance , iight, mending, spare the dying, 
thaumaturgy 

1 st level (4 slots): charm person, command, detect magic, dis- 
guise self protectionfrom evil and good t sanctu a ry 

2 nd leve! (3 sEots): augury, lesser restoration, mirror image, pass 
without trace, spiritual weapon 

3rd level (3 slots): hfmk, clairvoyance, dispet magic, magic circle , 
protectionfrom energy 

4th level (3 slots): banishment, dimemion door ; divinatson f free- 
dom of movement, pofymorph 

Sth level {2 slots): dominate person, fame strike, modfy mem- 
ory \ tmect ptague 

Sth level (1 slot): heai 

7th level (1 slot): divine word 

Sth level (1 slot): eQnhquake 

Actions _ 

Multiattack. Victoro makes two attacks with his rapier. 

Rapier, Melee Weapon Attack: +5 to hit f reach 5 ft., one target. 

Hit: 5 (Id8 + 1) ptercing damage. 



Cioak ofShadows (2/Day). Victoro becomes invisible until the 
end of his next turn, He becomes visible early immedEatefy after 
he attacks or casts a speiL 

Summon Devii (Recharges after 9 Days). Victoro summons a 
barbed devii. The devii appears in an unoccupEed space wlthin 
30 feet of Victoro, acts as Viet oro's alty, and eant summon 
other deviis. It remains for 1 minute, until it or Victoro dies r or 
until Victoro dEsmisses it as an action. 
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Victoro is a pdest of Asmodeus, though his devotion 
to the Lord of the Nine Hdls is a secret known only 
to his wife and his closest friends. Most Waterdavians 
know him as a successful banker. philanthropist, and 
worshiper of Lathander, Some of his business profits go 
toward feeding and sheltertng the poor. But behind this 
veneer of generosity, Victoro is a sdf-serving beast. 

The soul of Victoro's eldest son t Osvaldo, is forever 
lost and can f t be saved. To aliay his guilt. Victoro has 
forged a plan to win back the souls of his young twins, 
Terenzio and Elzerina. Under the terms of the contract* 
their souls will be forfeit on their ninth birthdays, and 
that day is fast approaching. But Victoro ean buy his way 
out of the obligation by providing, as the contract States, 
'‘one shy of a million gold coins and the sacrifice of one 
shy of a htindred unfortunate souls.” 

Victoro Is wdi schooled, suave, slow to anger, and 
biessed with good health, long life, and immunity to dis- 
ease, He dresses in the latest fashions and walks with a 
ruby-tipped cane, though not because he needs to. This 
cane has the magical properties of a rod of ruiership. 

VOLOTHAMP GEDDARM 

The bombastic world traveler Volothamp Geddarm 
is enjoying some downtinie in Waterdeep following a 
successful book tour promoting his latest work, Vofo’s 
Guide to Monsters. He spends most of his free time in 
the taproom of the Yawning Portal, reuniting with old 
friends and mulling over his next book project 

Volo has an infiated opinion of himself and hts impor- 
tance in the world. but he s not without his charm. There 
is nothi ng he won*t do to help a friend in need. 


Volothamp “Volo” Geddarm 

Medium humanoid (human), chaotic good 


Armor Class 11 

Hit Points 31 (7d8) 
Speed 30 ft. 




STR 

DEX 

CON 

INT WIS 

CHA 

9<-l) 

12 (+1) 

10 (+0) 

15 (+2) n (+0) 

16 (+3) 


Saving Throws Con +2, Wis +2 

Skills Animal Handling +4. Arcana +4, Deception +5, History 
+4, Insight +2, Investigation +4, Perception +2, Performance 
+7, Persuasion +7, SleEght of Hand *3 r Survival +2 
Senses passive Perception 12 
Languages Common, Dwarvish, ElvEsh 
Challenge 1/4 (50 XP) 


Spfff/cpsting. Volo Ss a 1st4evel spelkaster. His spellcasting 
abiiity is Intelligence (spell save DC 12, +4 to hit with speEI at¬ 
tacks). He has the following wizard spells prepared: 

Cantrips (at w\\\): friends, mending r prestidigitation 
Ist level (2 slots): comprehend languages, detect magic, 
disguise self 

Actions 

Dagger, Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 3 (ld4 + 1) piercing damage. 


























Walking Statues of W aterde ep 

Scattered throughout Waterdeep are eight enormous 
statues that can defetid the city in times of great perii. 
Because they are so destructive, the walking statues 
are used only to fend off armies and seemingly insur- 
mountable foes. 

Each statue has a na me and a unique appearance 
(see 'The Walking Statues,” page 182), but in terms 
of statistics they are similar. The statue known as the 
Swordmaiden is too broken to be animated, and only the 


wielder of the Blackstaff (stt appendix A) can animate 
the other seven. 

Landmarks, Over the years, Waterdavians have built 
structures around and on top of several of the statues, 
believing them to be little more than landmarks at this 
point, In their inanimate state, the statues pose little 
danger— but any structures attached to a walking statue 
are destroyed the first time it animates, 

Constructed Natare. A walking statue doesnt require 
air, food, drink, or sleep. 


-- ■ ■ 1 " • 

Walking Statue of Waterdeep 

Gargarttuan construet, unaligned 

Armor Class 17 (natural armor) 
Hit Points 314 (17d20 + 136) 
Speed 60 ft. 




STR DEX CON 

INT 

WIS 

CHA 

30 (+10) 8 (-1) 27 (+8) 

1 (-5) 

10 (+0) 

l{-5) 

Saving Throws Con +14 





Damage Immunities eold, fi re, poison, psychic; bludgeoning, 
pierdng, and slashingfirom nonmagical attacks not made 
with adamantine weapons 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, pofsoned, stunned 
Senses truesight 120 ft. p passive Perception 10 
Languages — 

Challenge 18 (20,000 XP) 



Crumblirig Colossus. When the statue drops to 0 hit points, it 
crumbles and is destroyed, Any creature on the ground withln 
30 feet of the crumbling statue must make a DC 22 Dexterity 
saving throw, taking 22 (4d10) bludgeoning damage on a failed 
save, or half as much damage on a successful one. 

Immutabfe Farm. The statue is immune to any spell or effett 
that would alter its form. 

Magic Resistance. The statue has advantage on saving throws 
against spells and other magicat effects, 

Stege Motxsier. The statue dea Is double damage to objects and 
structures, 

Actions 


MulilattacL The statue makes two melee attacks. 

Stam. Melee Wectpon Attack: +16 to hit, reach 5 ft,, one target. 
Hit: 29 [3dl2+ 10) bludgeoning damage, 

Hurled Stone. Ranged Weapon Attack: +1 6 to hit, range 200/800 
ft, one target. H/t: 43 (6d!0+ 10) bludgeoning damage. 
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Xanathar _ _ 

Xanathar is the name given to the behoider crime lord 
ihat lives in the dungeons under Waterdeep. It isnt the 
first behoider to daim this mantle, nor will it be the lasl. 

Like all betiolders, Xanathar is a paranoid tyrant 
that charms and bullies its mtnions into servitude, The 
Xanathar Guild is made up of soni e of Waterdeeps 
most disreputable folk, as well as moesters forced into 
subservience or drawn to the behoider by the proni i se 
of treasure, food. or power. Treachery within the ranks 
of the guild is common as servants vie for the beholdeFs 
favor and affectioti. Such boons are fteeting, though, as 
the behoider is quick to distrust those who finagie their 
way into its good graces, 

Xanathar lives in a dungeon under Skullport, a subter- 
ranean settlement connected to Undermountain f s third 
tevel. The place resembles a ramshackle town, built 
inside a giant cavern connected to an underground river 
Members of the Xanathar Guild haunt Skullporfs dilapi- 
dated buildings T and flameskulls patro! its strects, 

The only creature Xanathar truly cares about aside 
frorn itself is a fish, named Sylgan that it keeps in a large 
glass tank. Xanathar has mi mons that look after the fish 
constantly, but even their ministrations eant keep such 
a creature alive fore ver. Whenever the fish dies, panic 
spreads through the occupants of the lair as mi mons try 
to replace the fish before Xanathar realizes what has 
happened. Luckily for them, the behoider canT teli one 
fish from another. 

Xanathar is extremely fond of gold, A few years ago, 
its spies stole the Slone of Go/orr, which contained In¬ 
formation that lecl to the diseovery of a dwarven vault 
under Waterdeep. Xanathar was able to open the vault, 
but was forced out by the dragon inside the place, Re- 
cently, someone stole the Sfone of Gobrr from where it 
was hidden inside its lair, and the behoider is convinced 
that the Black Nctwork is behind the theft. 

The behoider is caught up in the unbreakable grip 
ofits own paranoia. It sees enemies everywhere, and 
lashes out at anyone it suspects of being a Zhentarinri 
spy or assasstn. Adventurers who attract its attention 
by dealing with known or suspected Black NetWork 
operatives are quickly branded as enemies that must be 
destroyed. 


Game Statistics 

Xanathar is a behoider that wears magic rings on three 
of its eyestalks. It is attuned to all three rings, which 
don*t alter tbe beholdeFs challenge rating. It wears a 
ring of invisibility on its fear ray eyestalk, a ring of mind 
shickfing on its sleep ray eyestalk, and a ring of re sis- 
tance (force) on its slowing ray eyestalk. 

Xanathar s beloved fish, Syigar, has the statistics of a 
qtiipper, except that it lacks the Blood Frenzy trait. 


Yalah Gralhund 


The lady of House Gralhund is no fooL She has a keen 
mind and the wisdom to discern friend from foe, She 
also has a husband who worships her (see “Orond Gral- 
hund," page 213) and a house that has the resources of 
the Black NetWork at its disposal. 


Yalah stays ab reas t of events in the city r keeps a tight 
rein oo her children, and uses her station and her fam- 
ilys wealth to pry secrets from the lips of nobles, guild- 
masters, and commoners al-ike. Though her previous 
attempts to become a Masked Lord have been thwarted, 
she believes it F s only a matter of time until that honor 
is bestowed on her. Once she knows the identities and 
secrets of enough Masked Lords, Yalah is confident that 
she can bribe, blackmail, or extort her way into their 
ranks, From there, she pians to effect changes in the 
governmcnt that will ensure House Gralhunds prosper- 
ity for generations to come. 

Yalah shares the Services of a half-orc bodyguard with 
her husband, although Hrabbaz (see “Hrabbaz,* page 
205) is more ioyal to her than to him. She also uses 
the Zhentarim who are based in House Gralhund as 
her persona! spv network, not realizing that the Zhents’ 
true master is Manshoon, Most of her dealings are with 
the Zhent master assassin Urstul Floxin (see “Urstul 
Floxin," page 216), whom she treats as an underling. 

Came Statistics 

Yalah Gralhund is a Tethyrian human noble. with 
these changes: 

* Yalah is neutral evil. 

* She has an Intelligence of 16 (+3). 

* She speaks Common and InfernaL 



Yalah and Orond 
GftftLHWND 
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Appendix C: Handouts 

Yawning Portal Friendly Faces 


Durnan 

Hunian prophetor 

'T1I give you a free flagon 
of ale if you don + t talk to me 
about the weather/ 1 


Bonnie 

Humari barmaid 

“Many adventurers pass though 
the Yawning Portal on their way to 
greatness, All of them try the ale/" 


"Threestrings'’ 

Hunian bard 

"Anyone can play The Th ree 
Fiambinis on a lute, but try play- 
ing it with just three strings!" 


Jalester Silvermane 
Human patron 

"WanL Lo know what’s going 
on in our fine city? Grab a 
stool, Stay a while ” 


Meloon Wardragon 

Famous hunian adventarer 

“Heroes, am 1 right? Maybe 
one day you’II join Force 
Grey, Can 1 buy you an ale? 1 


Yagra Stonefist 

Halforc mercenary 

“Wam to arm wrestle? Hope 
vouYe stronger than you look. 


Obaya Uday 
Human cleric of Waukeen 

‘The wonders of Waterdeep are some- 
thing to behold, I teli you, IVe never seen 
so much money in my lifeF 
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The Code Legal 


Punishment for a crime can include one or more of the 
foilowing, bssed on tke uature of the crime, who or what 
the crime is committed against. and the criminal reeord of 
the convicted: 

* Death 

- Exile (for a number of years or suramers) 

■ Flogging (a set number of strokes) 

■ Hard labor (for a period of days, momhs, or years de- 
pending on the seriousness of the crime) 


I. Crimes against Lords, 
Officials, and Nobles 

Assaulting or impersonating a Lord: death 

Assaulting or impersonating an official or noble; flogging, 
imprisonment up to a tenday, and fine up to 500 gp 

Blackmailing an officia!: fiogging and exile up to 10 years 

Bribery or attempted bribery of en official: exile up to 20 
years and fine up to double the bribe amount 

Murder of a Lord, official, ot noble; death 

Using magic to infiuence a Lord without consenti 
imprisonment up to a year, and fine or demanes up to 
XrQOO gp 

Using magic to infiuence an official without consent: fiue 
or damag.es up to 1,000 gp and edict 

II. Crimes against the City 

Arson: death or hard labor up to 1 year, with fines and/or 
damages covering the cost of repairs plus 2,000 gp 

Brandishing weapons without due cause: imprisonment up 
to a tenday and/or fine up to 10 gp 

Espiouage: death or permanent exile 

Fencing stolen goods: fine equal to the value of the stolen 
goods and edict 

Forgery of an officia! document: flogging and exile for 10 
summers 

Hampering justice: fine up to 200 gp and hard labor up to 
a tenday 

Litteringi fine up to 2 gp and edict 
Poisoning a city welk death 

Theft: flogging foliowed by imprisonment up to a tenday, 
hard labor up to 1 year, or fine equal to the value of the 
stolen goods 

Treason: death 

Vandalism: imprisonment up to a tenday plus fine and/or 
da mages covering the cost of repairs plus up to 100 gp 

Using magic to infiuence an official without consent: fine 
or da magas up to 1,000 gp and edict 


* Imprisonment in the dungeons of Castfe Waterdeep (for e 
peTiod of days ot months depending on the seriousness of 
the crime) 

■ Fine (payable to the city i inability to pay the fine leads to 
imprisonment and/or hard labor) 

^ Damages (payable to the injured party or victim’$ kin; 
inability to pay damages leads to imprisonment and/or 
hard labor) 

■ Edict (forbidding the convieted from doing something; 
violation of an edict can Tesult in imprisonment, hard 
labor, and/or a fine) 


III. Crimes against the Gods 

Assaulting a priest or lay worshiper: imprisonment up to 
a tenday and damages up to 500 gp 

Disorderly conduet within a temple: fine up to 5 gp and 
edicti 

Public blasphemy against a god or church: edict 

Theft of temple goods or offerings: imprisonment up to 
a tenday and damages up to double the cost of the stolen 
items 

Tomb-robbing: imprisonment up to a tenday and damages 
covering the cost of repairs plus 500 gp 

IV. Crimes against Citizens 

Assaulting a Citizen: imprisonment up to a tenday, 
flogging, and damages up to 1,000 gp 

Black mailing or intimidating a Citizen: fine or damages up 
to 500 gp and edict 

Burglary: imprisonment up to 3 months and damages 
equal to the value of the stolen goods plus 500 gp 

Damaging property or live sto ck; damages covering the 
cost of repairs or replacement plus up to 500 gp 

Djsturbing the peace: fine up to 25 gp and edict 

Mnrdering a citizen without justificationi death or hard 
labor up to 10 years, and damages up to 1,000 gp paid to 
the victim h s kin 

Murdering a citizen with justificationi exile up to 5 years 
or hard labor up to 3 years or damages up to 1,000 gp 
paid to the victim/s kin 

Robbery: hard labor up to 1 month and damages equal to 
the value of the stolen goods plus 500 gp 

Sia ver y; flogging and hard labor up to 10 years 

Using magic to infiuence a citizen without consenti fine or 
damages up to l t 000 gp and edict 
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Trollskull Manor and Tavern 


Second Floor 


Third Floor 
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KEY TO THE YAWNING PORTAL 


Here are the names of the numbered eharacters featured in tbe Yawning Portal illustration on pages 18-19. 


1. VIetoro Cassaianter 

2. Animalia Cassalanter 

3. Vajra Safahr 

4* Renaer Neverember 
5* Laeral Silverhand 

6. Mordeo kai nen 

7. Qilue Veladorn 

8. Alustriei Silverhand 

9. The Simbul 

10. Elminstcr 

11* Harkle Harpell 
12* Storm Silverhand 

13. Sylund Silverhand 

14. Dove Falconhand 

15. Florin Falconhand 
16* IllistyI Elvcntree 
17. Jhessail Silventree 
18* Merith Strongbow 
19* Lanseril Snowmantle 
20. Artus Cimber 

21 * Volothamp Geddarm 

22. Minsc and Boo 


23. Krydie 

24. Delina 

25. Vartan Ha i Sylvar 

26. Priam Agrivar 
27* Ishi Barasuirie 

28. Minder 

29. Foxilon Cardluck 

30. Shandie 

31. Obaya Utiay 

32. Manshoon 

33. Yosliimo 

34* The Nameless One 
35. Vajygar Cor t hala 
36* Abdel Adrian 

37. Hexxat 

38. Pikel Bouldershoulder 

39. Ivan Bouldershoulder 

40. Cadderly Bonaduce 

41. Hrolf 

42. DrizzL D<yUrden 
43* Guenhwyvar 

44. Ruqiah 


45. Reginald Roundshield 

46. Krebbyg Masq^hyr 

47. Spider Parrafin 

48. Arkhan the Cruel 

49. Tyrii Tallguy 

50. Dagny Halvor 
51* Jamilah 

52* Hitch 
53* Dragonbait 

54. Brawlwin Chain mi ner 

55. Durnan (proprietor) 
56* Skip Brickard 

57, Diath Woodrow 
58* Evelyn Marthain 

59. Strix 

60. Alias 

61 * Akabar Bel Akash 
62* Olive Riistkettle 

63, Mirt 

64. The Black Viper 
65* Artemis Entreri 
66. Joppa 


67* FelYekt Lafeen 

68. Solmm Xibrindas 

69. jarlaxle Baenre 
70* Danilo Thann 
71* Paultin Scppa 

72. Calliope 

73. Ziraj the Hunter 

74. Skeemo Weirdbottie 

75. Davil Starsong 

76. Tashlyn Yafeera 

77. Istrid Horn 

78. Nihiloor 

79. Noska Urgray 

80. Nar H l Xibrindas 
81* Ahmaergo 

82, Thorvin Twinbeard 

83, Ott Steeltoes 
84* Xanathar 

85* Matthew Mercer 
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DungeonsandDragons.com 


Famed explorer Volothamp Geddarm needs you to 
complete a simple quest Thus begins a mad romp 
through the wards of Waterdeep as you uncover 
a villainous plot involving some of the city s most 
influential figures. 


A grand urban caper awaits you. Pit your skill and 
bravado against villains the likes of which youve 
never faced before, and let the dragon hunt begin! 


A DUNGEONS & DRAGONS adventure for 
characters of levels 1-5 


For use with the fifth edition 
Players Handbook ', Monster Manu a! ‘, 
andDungeon Masters Cuide " 


Welcome to 
Waterdeep 















































